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This section of the book descril special rule have {

Daemons of Chaos army, along with t
maodel has a special rule that is explained in th
rulebook, only the name of that rule is given
special rule that is unique to it that rule is det
its description, However, there are a number of commaonly Daemonic Attacks
recurring ‘army special rules’ that apply 1o several Daemons 1|.a|c!|t. i s mngical. T B e
of Chaos units, and these are detailed below / .Li ”‘I Lhr|;|1l|l i M il
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Dacmonic Aura

All Dagmons enjoy the |1||-.«|u.|| i
with the Winds of Magic, At the start ol
1 5+ ward ‘1.|".I":||||'HI!'I| this might

| mystical prot

fluctuates

[Daemaons have i

1ONIC ALIGNMENT

A Jost Daemons (even chariots) are boundd o one af the ‘
Chauos Gods. Only Daemonic characters can join units of
mons. Furthermore, Daemonic characters can only
i wnits that are solely o wnposed of Daemons with the

[S%ame allegiance as themselves. In addinon, Dacmons
Sreceive no benehit from the Inspiring Presence or Haold

“Your Ground! special rules, unless both they and the model
with those rules are Daemons of the same allegance

change as a result ol the Reign of Chaos table — s o)

Daemonic Instability
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following prod edure:

b 1y Caleulate combat result as normal and roll 24
" Daemons of Khorne banger o il Moo and claim skulls
¥ *Plﬂmnns of Khorne have the Hatred (Daemaons of 2) If the dice _”'” i5 a double 1 or double 6, something
o Slaanesh) special rule, In addition, on a urn in which a unexpected happens
H el with this special rule makes a successful charge,
24+ 1 bonus to its Strength for the rest of the turn Double 1 Reality Blinks. Trme folds back on itsedf, restorig
the shaim, All Wounds suffered by the unt this
ons of Teeentch are empomvered by Teeenrch's Close Combat phase, including any Wounds
gions. Daemons of Tzeentch have the Hatred suffered by characters that have joined i, are
mans of Nurgle) special rule, and re-roll ward save restored, and any models removed as casualties
L s of 1. Wizards with the Daemon of Tzeentch in this phase immediately return to play in
. special rule can also re-roll channelling results of 1 their earlier positions. Wounds restored 1in this
manner stll count as having b [ ictedl o
Daemons of Nurgle are concealad by deowds of flies the purposes of l.,ml\-:]I “I-]\.-F_ILH i
Daemons of Nurgle have the Hatred (Daemons of ' I .
Teeentch) speciul rule, Enemy maodels targeting a Daemon B Double 6 Banished! Witk an srashe of air and a daomy

_of Nurgle in close combat suffer a -1 penalty To Hit ; ‘vap!" the Daemans are sucked back into the Realm of
i Chaar, Remove the unit from play as a casualy
emons of Slannesh have wicked dasos that cut deep. i i
(s nrblﬂullfhh h:l'l-'l‘ 1]“‘ -"'H'I'llﬂlll' Pierc ing and 1) MNow [.i-ﬁull'li.nH the urt ||.|'\-. not been w |!’||,'-.|_ out when

t:lﬂﬂ { Daemans of Khorne) special ru
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onic Cafts are the Daemons’ equivalent of magic with no saves of any kind all |
b il INEE GRLIOANCL

Jitems. They are chosen differently to magic items (see
“puge 61), but otherwise follow the rules for magic items,

i l.l I.EIiIF.I.L'[HH ire F"J'L"'-L'IH n ||:||-.' unit, '||Il.' COntr '”II'l'..' |‘:: Wel
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K upg“'d'n Ihere are three ters of locus dige uMu,' the i“-"*llh to the Daemons' Leadersiup 15
trom weakest to strongest these are; Lesser, I l iscounted. Note that Daemonic Instability tests do not
!ll.d Eaalved, If a unit is affected by two or more r:;ll::llt tlmm Insane ourage. They can, however, be re

g & s takes effect - the rules for the if the batle standard 1s within 12", use the Greneral's

re ignored. Should a madel be slain, th e Inspinng Presence rule. and/or be t i ified
s 15 lost immediately, n, the effect of dfor be tested on unm e

h-f_h‘ll'nh.'l;l If-lhﬂ‘ “”'" is Hil]tl] N u'n_.':'t[l'.".l.l.“l'q || a i ke oiElL
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aemonie Instability test.




gl

-._"h——l-ﬂ"l"‘—-"ﬂl"' =

R :
A
R o - i | M

two highest dice s h

oA Jice for the Wind

TRLIEL LA

1;!rl':'. (i ol

o T he Winds Reo

il T

[T

1

dvaceing the L

;-,-ar;_r'r.l.- WL wnt

rule (frend or | i
Instabality t

Punished by the |
and vent theer an . B
select one chara B e
special rule {fnen '.
with the Dacmom r e
r|1r:|1-::ll'»|.-. it kl | Storm insteacd
The selected chara
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Chaotic Ebb: /e o - X
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models with the Daemonic Instal
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vou next roll for the Winds of Mag
Storm of Fire®: The skics erupt with magical fame as

Roll a 16 tor each
enemy umt and each tmendly unit that contains one o

Toeenich makes s presen

P more Daemaons of Nurgle, or models wath the Mark

of Nurgle, on the board. Do not roll for units that are
L'rI.uLI‘LU.Wi in close combat. On the roll of a 6, place a small
round 1L‘|H|'-l ite centred directly over the centre of the umt
— this then scatters D6 . Any models wholly or et trally
beneath the template’s final position suffer a singls
Strength 4 hit with the Flaming Attacks special rule

Rot, Glorious Rot*: Nurvle enffarws couth oy, and plagn
sloams. Roll a Dé tor each enemy umit and each friendly
unit that contains one or more Daemons of Tzeentch,
or models with the Mark of Tzeentch, on the board
Da not roll for units engaged in close combat, On the
roll of a6, that unit sutters a4+ 3 !"‘i|l'l.'|'.l;.'1‘:|l. L hats, with
na armour saves allowed

The Eye of the Storm: Ve mling tide of Chaos s
Jor @ mamens, Nothing happens, this time

The Durk Prince Thirsts®s Slaanesh s seduciive song :
gchioes mournfully around the bartlefield, ensnaring [fre Jowis
of all who hear it Roll a D6 for each enemy unit and
gach frmnllfr unit that contans one or more LJagmons
of Khorne, or models with the Mark of Khorne, on
the baard, Do not roll for units that are engaged 1n
close combat. On the roll of a 6, that unit must take a
Lfﬁd'—'rﬁllip test on 3106, .ilhhllg the results l"H‘-‘H“-'_r-
1f the test i passed, nothing happens. Otherwise, tor
each point by which the umt failed the test, 1 suffers a
Wound, with no armour saves allowed,
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it 15 created, 1 you do not have a spare Herald of Chaos

1 Hlerald of | zeentch, generate 1ts spell
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Dacnians enter the worfd, Place a new unit consisting of

106+ 3 Bloodletters, Pink Horrors, Plaguebearers or
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b models), the unit does not enter play at all.

the |,|.1|f|-'.'5l".'

I,'l |.J'.. 1."-1
have enoug

e ity and Wosnd) cansed by these vesults ave treated as

JrTTng figen rn:m"r oy -'J'-I.Jghiﬂ" Jﬂ.hf.ﬁ.
¢ these resoills da ot harve any upgrades

» aeudrd Viciory paing, bt are afRerieise treated exactly as
o Ak

L ablier Wnbks fff'l'.l"mr ¥,




DTHIRSTERS

OF KHORNE, BLOOD!

BLOO

GUARDIANS OF THE THRONE DEATH BRINGERS

I - - «
'H T T n e vt egcihe o L,. -
R IF=fCrs aix ] L 3 ' .
%
% T s . . I e =i A e
BT R ¥ 1 s AT, : .
. A A : % :
i £ & Ttk
T . gy - & o N .
SABCH OS] I & DAL, . . . .
L 11 1 3 L | 4
."\'1'\' b - &, - 1 l'\-\" — L \ l1‘
1 r ] e i
I " . -
ali tiheat L s, 11 = WA e ih % "
e B
i i L N ] ¥ 1 % = < HLI,
FEFETEICRE o Tige C W i L : Y
N
| 1% i e % o s ~ g 0.
SOMER] O TRWR I WA W - % s
2 " w, 1
1 . - {
) I— . &
OO LT, = EETRIEE Il LR
s

Those few who have Conimonid 2

) " 1 i g i L
4 e R ol T e | r o T b Tl ™ § [
COETTEONE Mol A5 PRI LIRS ELLRL, n ot W ot
. : S . . Hei. v e { | e &
e B e T s | E v e ST STUAT Pl 3 f
Al LAl -\.,1...1_"_'-\.\,..,"'-,. i thy i il e, kbl e
! 1 ] P ey -
. : . ki iz T - 'll. 1w ol T 5
A0 SIvETan wWings thal coojrsc LG >4 DO y
3 . ¥ k
. “ \ ! L .
- i . " " wn, W g s ¥ il e
raddy San = OOVETTE W LR
Ty
1 i ] i = =FH T 5] =, o -
¥ T iy mhaos iy io . o . g - 5. Y | ~ 1 L
shick and gRCAIMInE W R, PLLETMCST AL .
- o R
- 1 u » 3 5 1 - S B L ] » -
; -~ k. " q & e Wl . . El 1 - 5 B T ] 4 =~ . '
I his anmmour 15 el s ¢ | o « esh Y L i
- - _— W Pl e l.l - . -y . L y = ‘3 , O ‘l = 5
el amd TREITANTT DAL LEERS 4 1% ML LR 1k LS 2
1 i - . -
% Tl B T S N T - - 3 - - + L e
even whilst mantamng 4 Oruk ellgmence < (PWTL. A% y
” 5
. 1 Ty 3
" p— e B i L w7 - 1 - -
sch. even The Blopathirsier = ATTHOUTD 1> Wi Th s LT b X -
eor claohter 1n one hand, the B W R —_ A
(UMD SRRl EIAK T LN Lhalilnd ¥C DI b i * 1 L=
=
i " "
- Lo awews Sfnat Fhy = " —_— - -
o T AT LR LEEA s X AN, s ulalLis =
thar the Daemon wield A, Wl AT BN } 1 L. x y e o ) H - .
t LT, (K AT el 3 CTUCLIV (Rl ot wh TR ! = LR & L
B sk flach £ P ; D }
|- ¥ = T 5 i - o hE g SEE . gy i - B e 1% - R———
|3 can easilv flay the ficsh from a victim's bones. L hese weapons ¢ s ( < Wil = ;
T | ¥ i L ' %
- | i B e | B ‘ o . " s F . " % 2 i
are wielded wath unbehevabile Tonce, Propelied DV AR AT VT e 3 sireng
i 1 r 1 ;
C - — 3 - . | Bgie §E ¥ - W T o ey — L] r 4
L3 h-]-r-\.ll 25 10 Andd Arve A d THmeess ' LK L 5 % o = i 3 = 1 '\-\.
" ~ = oy
ik i arle '
bl.i-.h.l.:".‘“- nor RGeS, Careater | h d -
s Ll 1 A LI kN LT
.
. —_ s
K IRV W il i " s =y
1
LA ' ’ |
- Ll | Lk L DhiOesCRT Bt 1L 8 v, -
e, PRl I i
i . 1 1 i ! . L (L1 LTS W &0 ,
T - =
e with ever | oodlust and cle sh sk

| Blovwdthirste -

i 1Whﬂlr--—-:-—r-f-—r-1—'"* o

TROOP TYPE: Monster (Character

SPFF]‘I.]._ RULES: Daemon of Khorne. Dacmonic, kv,
Large Targer, Magic Resistance (2). Terror

= HM*—#..‘,H" B . [ T W W -

| BET "
. . v L '
Nl FAgTE g oy LI fBdamee Te %4l wid i
T, ' ¥
Ly ] ’ -
WY Ree I 1
LR L T ¥ i I i i
B i o . IR
LY Oy NITTreimey Malnimee W E Iae fary N L ) 1
¥ ' F 1 3
gz fell wpem me, it demanded with Remin
L LR
y
free, Ol ff -".‘:;'. Avima fiL e 1 Ll i
[ | £ ety d st LR el ! i vt TN
L i - ! ol . | ]
- "‘I'"' LA T ] CiEaliteread Ry . B if cote Lty T al®
F. 'L i Ir I!' A F FLES i I i
' 8 F .F e o d W 1 »
Wil i O WLl Ber\y Mer ™ o W P W L.

bt al T
Frsi el ‘hq _'."I_'IL nf H 1L o T hass A . '

i = Ay 5 x
' i L] O L ol LW i [

| |
Hact peatr! for Lovalty e aucd " | '
by o RY el | Pt ™ in

and =.I-.'.I...-.i."f' the oml ' I "

Y cempanen

Ly al
Il hal place with e

*ﬂ!ﬂf f]il r Wils ;rlﬂ-

¥
¥l praivea [8al e %

§ AW




' 'y g ¥
TERS
‘RS OF KHORNE
"\1 : T AT B Ta - L 3
2 VBRSNS |E "'15:\" | Q
st e P
| ] xR o el
1 ’ ” g - B .l N -T
W ‘.*'- i i
Tt g e ——raa . | E— -.t
K ,
| i % ,
A\l . 57 %
£y 5 -. G <k
EMIOWN "
H i
A w
. b bk

HERALDS OF KHORNE

)

8
Y ¢ W
i \s
Kk
PERPTURIE ST S SueTer
M WS B S T W 1 A L4
Ferald of Khomme . RO R 4 3

TR Y T o

e, T TR R

TROOP TYPE: Infantry (Charactes

SPECIAL RULES: Duemon of Khormne, Dacmonic,
Wagic Resistance | 11, Scaly Skin (0+ ).

DAEMONIC GIFTS: Hellblade { see above

ES: “ )
Losser f Abjuration: 1his moded, and all reodels
B Resistance (1) special rule.

i his umit, have the Magw

This mocdel, and all mosdels my

Locus of Fury:
S8 unit, have the Frenzy special ruke

Locus of Wrath: This model, and all moded 1
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BLOODCRUS

{letters are gr.mh'-.i th

hers Rloodcrushers arc
sination of battle

The most favoured of all Bloo
honour of becoming Bl
Khorne's shock cavalry,
ed Bloodletter and the unst
qut of Khorne. When the ¢
ps of Blooderushers stamj
yme's foes into unrect

|||.hjk.r|;|“
i l.l.l.'.ll.”'l. L#"rIL! J
appable crushing mass ol

Jaemonic legions go 1
'il'xEI;' ACTOSS I|'.|.

ygmisable pulp.

trenzi
a Juggem
war, bellowing hord
battlefield, trampling Kh

Bloodcrushers relentlessly hurl

When battle begns,
nt of an enemy's lines. Here

themselves at the strongest po

they hack, maim and gore their way through the strongest
troaps the foe can muster, exulting Khorne's name with

y enemy slain. After this initial charge, the
totally overwhelmed by their burning
for the Blood God. The

paint, with both Bloodletter

a different chosen
The need to

savage joy for each
Bloodcrushers become
7 need to claim et more skulls
. Daemons often quarrel at this
and Juggernaut trying to charge tow ards
fise. Such contests of wills are commonly brief.
\ spill blood overwhelms any attempt at rational selection, and
v sends the Bloodcrushers rampaging towards the nearest foe.
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Bloodhunte R 5 t
Juggernaut af Khornt RUSEY - y
e }
2 gy
TH()[}I} "ITI][_: I I- mstrous Ly ||: 1
SPECIAL RULES: Daemon of Khorne,
Magic Resistance ( 1). Scaly Skin (6+). Gy
Brass Behemoth: A Juggernaut improves |
saving throw by +2, rather than the usua Moy
cavalry mounts 15troy
DAEMONIC GIFTS: Hellblade ( Ride:
gee page 29).
JUGGERNAUTS OF KHORNE
Juggernauts, or Juggers, are massive armoured creatur
that are part Daemon and part ensorcelled steel and ~|...

They are mighty beasts of groaning iron and brass, taller 1]
: = ety ihler than

a man and possessed of crushing mass, The hid
15 Comp wed of etted and fused metal il| e i
with icons of Khorne and stained with the dried I.'L'ul:;-.xllt.l
its mortal victims. A Jugger is a beast of primordial ra le -I.I
pulses through 1ts body 1n place of blood, its iron-sho || 'L,I :
throw sparks with each step and its brass snout spills : luk-L;|

hlack steam into the air with every breath

Oceasionally, a particularly favoured Herald of Khorne is

5

ghuah‘d .l_lllj.'_HL rnaut to better PUrsie his master’s goa
Such a pairing 1s far deadlier than the sum of 1ts p i]-lx
Should a foe survive the frenzied biting and -.'n||:'.|- of a
Juggernaut, they are likely to be crushed beneath its by _.=_~.~.
body, or cut down by the Jugger's rder

M WS BS S

d 'gg'l:mdm af Khorne = I TR

TROOP TYPE: Monstrous Beast

SPECIAL RULES: Brass Behemoth (see above), Daemon

of Khorne, Daemonic.

F ST SN ST SR S S S . W W L
And to tell ‘_'f the Juggernaut: its like has never beew seen., Wil
d I""H:lj;!ﬂr' rteed !‘f groaning fron anid brazen ileel, a fhrinag of living
metal that stoed taller than a man and roared with the furics of
o H"'Mﬂ'l'!f. riﬁ'ﬂir{“‘i'nlr dead. It mectistie head wai pratrl R uel, prt
5:"!!' _f""! the incarnate soul .'f .'f'llll'i'r]rT kate. Ad it ,u_l,-g“f' h'u.-.”.!r
s we saw ity countless elose-rivetted plates, forged in dark fires
&'ﬂ?ﬂf HTHF Funes ff umearfhly ipite. As il .-tu!rrr!r it hrazen [ty
we lost all heart and furmed ﬁu'r.’.‘q £ the F.'rq'rr.f

Liber Malefic
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I'.ll.'alrl Hounds are Kh rne's foremost Ol O VENEeancy
When a being — mortal or Daemor rouses the Blood

God's ire, he nises from the Skull Throne and ¢ und
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K | "'\.1!|LL'|||.' SONOroLls note an i i |
echoes through the mortal and daemonic realms alike as a
peal of portentous thunder, rousing Flesh Hounds from
their slumber and loosing them upon the hunt. Few can
AR

es, for Flesh
I

ichve rackers, abile o | IrTY

survive gory pursuit by these relentless ¢
Hounds are faultless and instu
their quarry across fen, forest and stone without once losing
the scent or tiring of the chase. Bloodletters commonly ru

and leap in the Flesh Hounds' wake, ever eager to claim

of the tallen. Once the

part of the spoils and sup the bloo
|1|.l1i[ 15 LI.:'J'I'IE'IlL‘rL' .||'|.1 rlw prey is "-E_:l,ll-_'hllll.l.'l'l.'l.:. the bles!
Hounds return to Khorne's throne room where they gnaw
upon their victim's bones and want imp itiently for the call of
the hunt to sound once AL

In llilHlL‘. Flesh Hounds are unleashed against the enemy
lines prior to the main attack. They bound towards the foe,
}iuni,_u'-!, for the taste of I.i."h”'I:._'\. Hesh, The ferocity of a Flesh
Hound attack tears blo .,,|], rents in the foe's formation,
]“:l\'itm the enemy all the more vulnerable to the coming
assault by Bloodletters and Bloodcrushers Only steel
nerve and certain strike offers any defence against suc
.nn:""h'“i:ﬁm ~ the primal consciousness of the Flesh Hound
15 utterly implacable and knows no fear — save for that of
Kilnrm: ]1iru~_,4_-]1'._ and it would J']:_-hr 1 H}'IIII.IH Vel the
combined hosts of the world stand to bar its path. When the
battle is won and the enemy broken and scattered, the Flesh
K 'Hu"‘"“j:"‘ b‘-‘k{'il'l their '.'nii"-'.li_',t: pursiit once more, running the
'-',-Etﬂ“i{ toe to the ground and tearing them to shreds with

ol their blood-dark claws.
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s murderously efficient and callous are they. Like Khorne's B e dat the
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cannon i

Sjull Cannon, how ling

A pair of Bloodletters ride atop the |  slac
!ritF::Wgh joy and chanting Khorne's praiscs as their coiling boom, does the
towards the encmy These are the o : .
Il]‘..‘ -\ku]l- calc h hre as they are laus

armoured steed rumbles

same Daemons that oversaw +ts creation, and that are now .

charged to guide 1t in furtherance of the Blood God's unholy booming laughter as they fly. The

Nt that the Skull Cannon needs much in the way ranks, scattering foes like ninepin
nd slay — the Dacmon bound scorched and blazing dead behind

survive where the foe does not

of encouragement to maim a
wiﬂﬁninbhckhaﬂisunﬂthfuhnd murderous as any 1n g .
Khorne's service. Indeed, 2 Skull Cannon is more tirelessly spitting insults and threats at any w the carny,
et wilful and proud than even the wildest of Juggernauts, and it smashing the skull can the enemy ir. Only by
% seldom pays heed to the snarling creatures of flesh that have but it is said that the warrior who d ey
doomed to dreams of madness until t} . _:! II oW 1

harnessed themselves to its mechanical glory.

6 S the Skull Cannon grinds across the battlefield, its
. spiked wheels and rollers mangle everything in its path.
" The fortunate foes are those that dive out of its path or else
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TROOPF TYPE: Chariot { Armour Save
DAEMONIC GIFTS: Hellblade ( Bloodletters onls

see page 29).

EQUIPMENT:
Skull Cannon: Fire the skull cannon 1n the same wa

normal cannon, using the following prof

RIHI..IEE f'itrf:_nith ﬁ|.‘rt.:u'l'.l|
4K 10 Flaming Artack 2
Multiple Wound D

SPECIAL RULES: Daemon of Khorne, Daemonic,

Daemon Engine (see page 33 ), Gorefeast (scc pag
.Imdll'lil_t'ﬂb!c Advance: This model can move (not march)
and still shoot any one ol 11s weapons
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Should the Herald stand sufficiently high in Khor
favour to resonate with a locus of the Blood God
1.1]_r:a:~..1r|-,_' ripples outward from the throne. So doe
of Khorne's unbndled wrath become infused within t

: ; I
ol ncaroy PDaemons. lending terocity to their blows or drivar K

them into a2 maddened frenzy

From atop his macabre throne, the Herald searches
foes whose skulls will make the most audacious offerings
When such enemies are sighted, the Herald spurs his throne
forward, !iu'.'.'||||',.'_ with unspeakable joy as he ready his
Hellblade for the kill. Khorne cares
blood flows — the death of a shamed
the Blood God just as surely as that of an honoured hero
That said, whilst all blood is equal, the skulls of the slain are
. Those plundered from cowards are fed into the Blood
Throne's baleful workings, consu
emon Engine fresh vigour. Those taken from the valiant
..lzm""r'-'- claimed ]’} the Herald and fused with the throne
'“'lfilf: to stand throughout eternity as grim monument to the
tility of opposing Khorne

'..'.'I,_":'!' from where the
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med in fire to bring the

TROOPTYPE: Lhanot ( Armour Save 1+

DAEMONIC GIFTS: Hellblade { Bloodletters only:

iII.

SPECIAL RULES: Daemon of Khorne, Daemonie.

Daemon Engine: Unlike other chanots, a Daemon

Engine 15 not pulled by beasts, but 18 instead ,-I'.-H"..r-J b 3
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Totem of Endless Bloodletting: Any Daemon of Khorne

within & of a Herald on a Blood Throne of

whose umt 15 i i
: us, exactly as if 1t were
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Khorne benehits from the Herald's

in the same unt

Remember that if 3 unit 18 affected by two or more 10Ck
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The Skulltaker is the Blood God’s immortal champton,
the greatest of all Khorne's chosen Bloodletters. When not

campaigning with his master's armies, Skulltaker roams
the Realm of Chaos at will atop his rn1ghn'J"£!~'L‘”"””~

- Kuhl'tyran. He appears before fortress and stronghold,
\ bellowing challenge after challenge to the greatest Warrors
foolish enough to meet

within until one of their number 15 1

him in single combat. When a foe emerges, Skulltaker
dismounts from his loyal steed, salutes the enemy with
upturned blade and charges forward to claim another skull
in the Blood God's name.

Such duels are brief and bloody, for Skulltaker is swifter than
the last beat of a shattered heart and knows every weakness
of every enemy. Skulltaker does not slay his foes outright,
but shatters their limbs, leaving them helpless. Skulltaker's
clawed grasp settles upon his fallen opponent’s head, magical

SKULLTAKER

KHORNE'S CHAMPION. BLOODE

D WANDERER, SLAYER OF K11

.!"'.-;.;ll.||1-||'i‘:"|' 15 Jusl is rl.-||'l'|.| in the maort:
ts of the Dark ( sods. He 1s dis

the cour
| rumour of mighty combata

I_-.[-. sy A
SO *-.|||:|]| i ll-l“l'llll.'.l' History 15 hitter

his appearance before the gates ol Rrei i,
. : o
feasthalls, ElIf mansions, Nehekharan o My
> ime de ling tl fl [y
halds. each time demanding that an ac "
ey rHor |
ent forth to tace him. L
Such encounters never end well for mo
I il
legends surrounding the Skulltaker the 1 all th
; : e
that tells of anything other than his vict s
the Empire, Skulltaker battles Sigmar 1 i '1'- 0
g

Mountains for three days wathout paus:

nought but defeat. Skulltaker still bears t b
that day, and he takes great pleasure in re| ;
H|E_n‘m.-|r'h inhentors at every opportunin
long memories, and little desive to grant |

fire gouts from his fingertips, searing away skin and sinew
until pale bone is laid bare for all to see. With a single perfect
~ twist borne of long practice, Skulltaker breaks the naked

" skull free of its spine and tosses it into a coarse woven sack

~ filled with trophies from previous victims. He then bellows
his challenges at the fortress once more, striking down
any further champions that emerge until no others present
themselves or boredom sets in. Mounting Kuhl'tyran once
more, Skulltaker departs in search of fresh foes.

Ower the millenma, Skulltaker's collection
has become so massive as to be beyond counting, Whiles
Skulltaker collects skulls from all his victims, i |~.. ot x
of mighty individuals he truly cherishes, for wit] fo
af the skull he inhenits a portion of the enemy's

hooks his most prized skulls, mementoes of close fought and
satisfactory battles all, onto his cloak. All others he .\., :._h | '_I.h'
the parapet of Khorne's brass citadel to watch th ||1;1|||;-| |"”
to the Blood God's lair. So it 1s that a Daemon that 11-- ” 3
existence as a Bloodletter has become something to I|T|I|'|'.||| |

1 Ill'll"’"\.

I|IZ | ||.,||-|_.
strength, He

the respect of the Dark Gods themselves
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TROOP TYPE: Infantry (Special Character)
SPECIAL RULES: Daemon of Khorne, Daemonic,

Hatred, Lesser Locus of Abjuration (see page 29),

Scaly Skin (6+).

Skulls for the Skull Throne!: Skulltaker must always issue
a challenge, or accept a challenge if one 15 offered

DAEMONIC GIFTS:

E_lﬂ“k of Skulls; J'I':f.li'.i:;'d" jrim the claimed crania of fa -"f"""'"'-"l
Victims and heawy with dark enchaniment, the Cloak of Skulls
offers formidable profection againsi the enemy s blotws and spelis

Magic Armour. This grants Skulltaker a (4 ) armour Sat

I;:-hﬂ hlﬂ}’ﬂr EWurd: r...l 'in!'fl;'t'.';"l_,ﬁ""f-“ a I.I'.FJ'!.{#'I-" et “I" .-J_u" Iﬂ-,.'.-':l_-.-.'-.ll.'u {
sndless wrath, this blade blazes with unholy energ) aned fraag Al
uncanny ability 10 find the foe's weakest spol,

Magjf 1""l'rl.:ilflmnll. Attacks made with the Slayer ‘."'"-'-.III'J l.l'lw
t!-": Flaming Attacks and Killing Blow :"-IH.'l-|i|.| rules. I

'E,’ku"t“k':r 15 fighting in a challenge, attacks made with llw[-
Slayer Sword also gain the Heroic Killing Blow spet il
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anc time 1n 5

['he |1l|||‘...'lf.'_-_'!". 15 Karanak's thr nouts tyet

trace of :r||~.|-!'|. H Jra [0 and fro, g .-_f|.- .!i‘:.,.

as each head in turn savours a | rtion of the scent. Facl
track Karanak’s quarry in a different fashion. The firt | ]
can follow the trail through space and can track the viet:n
H"-!.'f'|"|.|1t|..|lll:-'_:||||_:;'-_|; ind other enmvironments t
bizarre to descrilx I'he second can follow the scent throuel

time, back into the past to th

that 15, Or |.I:'E".\.I|'._l to the end "!.':

head tracks the quarry through h

through dreamscapes and delusi

:l'll' |-|‘|[ [l'l.lt 15 mosl -\.|.|.|I:_'.l..,'|" s, I

|:'.‘- those with the wit ta do so, but only the insane can run

bevond the n ice of their own mind

W I[|1 ”Ik' I".|I'i|." -'!.l'IH vichim Iilhk in his nostrils, Karanak

begins to run, slowly at first and then faster as the prey
grows closer and the blood scent grows stronger. As leagues
untold fall away beneath his clawed feer, Karanak’s bestial
howls echo '|I1'llll;;|1 the void, draw g ather Flesh Hounds
to his presence, all eager for the feast. The bestial chorus of
Karanak's hunt has long since become known as harbinger
"'r'sln't' r;![':.‘n not anly in the Realm of C |1_=,u-~, but in the
kingdoms of the mpire and Bretonnia, and a thousand
others |:"t'.\hf';."~. When mortal men hear that howl they lock
their doors, bar their gates and pray that this ewl fate is
meant for another

By the time Karanak reaches his prey ten score or more other
Flesh | lounds follow the trail .IELll'J_i_';\[LJL' him, each drnven
to snarling madness by the glory of the hunt. None can
stand against such maddened ferocity — within moments of
arrival Karanak roars his victory and departs once more, the
tattered corpse of his victim clasped tight between l_i_"-""'n
The skull of the quarry goes to Khorne, as token of his will
obeyed, The remainder of the corpse — blood, flesh and bone
alike — is Karanak's to nest amongst and feast upon For ",!"l:""‘
afterward the sound of breaking bones echoes about t?w Skull
rone as the three-headed hound devours the last of his
luckless prize.
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TROOPTYPE

SPECIAL RUL s
CTAL RU LES Ambushers, Daemon of Khorne,

J:l r 3
J emonie, Greater | ocus of Fury

Hi"'i? "\I-'iin 6+ ). s IF.:rn:d.

| ]
Prey of the Blood (

rods A 1y
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DAEMONIC GIFTS

f.ir.h\l ollar of Bloods Vengeance: §




" SKARBRAND

THE EXILED ONE. WRATHFUL REAPER. DRINKER OF BLOOD

The Bloodthirster Skarbrand was £ the R (
Khomne's Daemans k:'. I'.-. s
mpame had brought s . 2
who tore down the gates of olaanesi = 1 . 5 o skyv. Tl
ruin therein. It was he who led the € aght Hosts of ""In"l ’ -
th:T I.I-I"ll.‘ll‘-." =3 L"‘-"‘I‘ ‘IRJJ ot \:‘-I‘.!\rk .ni v L1 itel
Gods. In all the endless years of }"-'“ R vl Arminort
had paled so many skulls before 5l
:h:; l1|._:\‘q_1_ of S0 many WarT o
Siarhrand enjoy Khorne's favou

ok Froze the m toft £

A las, so proud was Skarbranc
Tzeentch to fan the embers o
when Khorne's back was t
Skarbrand's fierce pride grew hot
he smote the Blood God a
messure was Skarbrand
one hlow apiece, but ever
brazen armour. Only the small

Blood God's armour, but even this was suthcen the
terrible fury of Khorne's gaze

Incandescent with wrath, Khomne i i
throat. The Blood God cursed Skarb
all personality from him, leaving only the £
that had caused him to attack. Clhimbing the uppermost tower
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TROOP TYPE: Monster (Special Character

SPECL’&L RULES: Daemon of Khorne, Daemonic,
'l'll‘f-‘ﬂl'h Hatred, Large Target, Magic Resistance (2),
lerror.

Bellow of Endless l'un his 1s a Strength 5 Breat

.Iil.\....'l. w0 a5 descnbed in the ;a o T
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DAEMONIC GIFTS:
Slaughter and Carnage: Fach of these dacmonic axes comiain
s H“.’r"‘i:’;”-\f:"' ¥ savage speryt, L ='..'.'--. ' ' «. prang § 2T

‘legk ‘llil_'.il'_ﬁ)n Paired weapons Armo cannot be
taken aganst Attacks made with these wea
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TROOP TYPE: Monster (Character

MAGIC: L

rds of Change are Wizards who use spells from
M - | | ' | -
he Lore of | zeentch or the Lore of Me

SPECIAL RULES: Daemon of Tzeenich, Daemonic,
Fiv, Large Target, Terror.
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TROOP TYPE: Infantry.

§

Ji 2 MAGIC: A unit of Pink Horrors 1s treated as a Level
-}F ; | Wizard that uses spells from the Lore of J'.-f-.'n'n'.} h. It
) receives an additional + 1 to cast for each rank ol 5 or more
Lo models in the unit, after the first, to a maamum of 4 3. Each
& time the unit casts a spell (or is targeted by a spea il rule that
b i affects a Wizard), you must nonmnate onc Pink | 1-_>rmr in

j the unit as the caster (or target) for the purposes ol line of

B syzht, range, etc. In the event of a Pink Horror unit rolling
T a miscast, do not roll on the Miscast table Instead, the umt
‘.-'.Llfi:frh .:I.‘-'-l': el rl.'IIiL'Jh [} |I:|I=~ 1.'-1||| A0 Armour sves .l”lll.'.'l'-::I

B e

SPECIAL RULES: Daemon of Tzeentch, Daemonic.

£ Blue Horrors: When a model with this special rule 1s

slain in close combat (not removed as a result of Daemonig

i In'.-.t'.qhiiil‘f.':ll [1|1ii. e two counters next to its umt. Alter all

| attacks have been r1|.'.|d:.', but before the combat result 1s

calculated, choose one enemy unit in base contact wath

the unit and roll a number of 126 equal to the number of

| counters (even if the Pink Horror unit was wiped out), For

] g each roll of a 44 the nominated umt suffers a Strength 2 hat
(distributed as for shooting). Any unsaved Wounds count

towards combat results. The counters are then removed,

er Locus of Transmogrification: When a model
hthe Blue Horrors special rule in this model's unit is
y place D3+ 1 Blue Horror counters instead of 2,

Lm.u of Change: At the start of the turn,
a D6, This model, and all models in his unit. have a

Spells cast by this model,
rf:.-.nf:ﬂﬂw:d at +1 Strength,
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SCREAMERS & DISCS OF TZEENTCH

SKY-SHARKS OF TZEENTCH, SWOOPERS, SHRIEKING SKYRAYS

Screamers are glimmering sky-sharks that nde upon the
I'l.".-.lrll,]\-.ll \LI;,IL 15 i |'-'-|.| :,||.|- S upon the breeze, They roam
|||1_' ’_1|_||_\ OF Magnc, preying upon :l'-k shadow-souls of mort |:
creatures, lone C haos Furtes and other unfortunate magical
Il-|1|||.'I!||l':'-| Once the Sereamers catch their doomed prey it is
torn to pireces in an eye blink. the gossamer shreds of its soul

stuff oftered up as a gft to Tzeentch

50 swift and agile are Screamers that they are highly sought
after as steeds, however their instinctive nature swiftly proves
qu'lli.llliﬂl:l'l_l‘\ _1.|"||.|I.|,||_i ||'||"||' { |.|-.r5:||’_._-|"‘ et wander, As

such, 4 Screamer has to be transmuted into a new form betore

it can h'.l.|.1.‘|-} be used as a mount. These Dhsc 5 of Tzeentch
retain the Hattened and manta-like shape of the Screamer, but
their magical bodies are transte srmed into unlikely shapes and
aspects as part of the binding ritual. As a result, some Liscs
of Tzeentch are covered in eyes, whilst others are sheathed
% in living metal, feathers, scales or any one of a thousand,
5 t-_ thousand possible combinations.

M WS BS 8§
Screamer ]
Dhisc of Tzeentch

TH{.){}FT"‘ PF.' I'n-"l..'.l' ]1|'.|"-:

SPECIAL RULES: Daemon of Tzeentch,

Daemonic, Fly.

Lamprey's Bite (Screamers only)t Close combat attacks
1 Sereamer makes against a model with the Large Tiarget
special rule have the Multiple Wounds (D3) special rule.

Slashing Artack (Screamers only)s If a unit of Screamers
MOVEes VEr one or mare 1_|!1L'ﬂg.1gl;_'d Enemy L|I'|ih in t!'l.i:
Remaining Moves sub-phase, choose one of those units =
it suffers D3 Strength 4 attacks per Screamer. These attacks
hit on 4 4+ and are treated as shooting attacks.
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of Tzeentch are commonly mistaken for comets, whi
turn interpreted as omens of great events and terrible Wars.
Ihe Fxalted Flamers who nde atop the Burning Chari:
able to channel |:L|_!_5|L:1| flame to a lar
lesser brethren, and can conjure up gred
\’h‘hl'p-unilel or hurd bolts of SOrCErous hange that
VEry air sizzle with their passing, For their part, the [ hscs
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Sometimes. a Burning Chariot will even be
IVE |. .:l;h'lll_l 1k

2 handful of surly Blue Horrors, The diminut
are always ready to associate with anyone other than the
irrtatingly and incessantly cheerful Pink Horrors, and
115 % Y furthermore see the Burning Chanot as an ex ellent vehicle
) from which to sow their own particular brand of sullen
mischief — this normally takes the form of crude insults, but
they're also content to gloomily club or throttle anyone who
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Burning Chanot
Faalted Flame i

Sereamer

Frr ey WFW '_"'-""j'r“"-r-\f —

e g T 1r-| 1

TH(:‘(JPTYI"" ':.'||.|||| 18| X FITIONLT SavE |
SPECIAL RULES: Daemon of Tzeentch,

Daemonic, Fly, Warpflame (xalted Flamer only)

Exalted Fire of Tzeentch: During the Shooting phase, the
Flamer can shoot L-|||u-| Fink Fire aor Blue Fire. Thi s
done even if the Burning Chariot moved in the preceding
Movement |'|"-l“‘l' Pink Fire uses the rules tor hire thro

Blue Fire uses the rules for grapeshot

H_ml'l_q,_ Range  Strength special
PFink Fire /e [ 35 Slow to B { W ::|l|' TN
Blue Fire |.:" 1643 Slow to | 1re, WA ::|-|_ T

If a mishre 15 rolled when resolving Pink Fire or Blue Fir

the Ihlj.!””ﬂ Chanot sulters D6 Strength 16 hats with th
r | | LA

III"..lII-Il.!I]I.[- 'ﬁ.'|'|l..| IiJl ru||- .1'|r_l|||.-l.I| grpuEs ol || | ||_| "

.l|.f.l|l|'1-| 1||I|I|.||||[|i_|"-. i _||'|."'.l;,'l.1 jl|| '!||-:_'h|' |||Ih

“'llrpﬂullll.:: At the end of each |:|!|.|=--: S any it that suffert i
(e Of 1I|1||-|_' !IJl'.'.l'l.r,-l.i Wounds from an attack w th this specia
rule (or from an attack made by a madel with this spes 1
rule) during that phase must take a Toughness test If th

test 18 binled, the unit immediately suffe |I: 31 Wounds with
LR A@TTIOUT Siaves "“'l'-"-l-.i H IhL‘ lest 15 pis || -.|| mi -.|| ls in
1|!...|r unit gain the Regeneration (64 ) special rule for the rest
of the |__::||1I.l:' .1|.|1!. moceals in the unit that already have the
]':fi..f__l'.'ljn:q-;llll.lll Spe ial rule instead gain Lt all Regeneration

AVl \ ' : .
ng throws for the rest of the game, Chaos is fis s

daie ol P o

g o :

| TR Al B

; .-rl'lﬂ;rur.[.rew; All enemy units within 6" of one
mare urning Chariots with this upgrade sufter a -1

nalty to their Leadership,
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this intelligence wit P
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can read his brother :
them. Judging his work ’ { the Craat &

his creations out nt

['he Blue Scribes nde their D | &
eternal and mortal, squabblin I I
l..lfllI':.'I!'_-_'_x'-.J foo bind them with parchment | ink. Pt
scrawls frantically with a quill crafred from a Lo

Change's pinfeather, Xirat'p reads the written words to check
for mistakes; in so doing unleashing th power bo
on any unfortunate enough to be nearbwy, The Blue Scnbes
mission often draws them to battleh here tf
destructive and powerful magics are used. If threatened
Xirat'p starts reading at random trom the accumulated
serolls, trusting to the hand of fate, his master, to guide hum
to the correct scroll tor each occasion, This car
‘1|I|.|.f.:|. II: i .|'u| iII.' Irre results, with a s :~|:r.: Iy i i'-.
‘\1JLI-.L'E1'. multicoloured hehtmng as he 15 1o be drenched by

his own personal thunderstorm or transmuted to solid gold

In truth, the Blue Scribes can never complete their task, for
magic has multiplied in the service of mortals. This 1s well
for :\'ll'.LI'p and P'tarix and for existence itself, Should the
IHIJL‘ :‘h.lllill.-\- { |||||}‘-:-:'I-.' I|'||'!|' I |'-|n_ |. Zeentch '-'--l::i-.i S I|'
them, reuniting the lost fragments ol his being and absorbing
the extra power born along the way. It is doubtful that any

creature, mortal or Daemon, would survive sud h a renewal
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The Blue Scribes are treated as a single model with the profiié

» WIZARDS, TZEEN ICH'S QU
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TROOP TYPE: Cavalry ( Special Character
SPECIAL RULES: Daemon of Tzeentch,
Daemonie, Flv

weesstully casts a

Spell Syphon: Whenever an enemy s
L 1 {1 il.-|'!:._' LA S I ol [ : e d counter next o
the Blue Scnbes, A the start
the Blue Scnibes

the Blue Scnbes have attempite

|
LT next .l"-|.l._l. Pase

| | - - !
in make a channelling attempt tor each
counter. L 1 to channel,
TEITIOVE |” counters Irom "|.I.'II:

DAEMONIC GIFTS:

Serolls of Sorcery: Theie cracked ana pamdied sorolis comlam

" i Fessaraniy f i AP,
Tty af eUEry Spell U rriifen FIEARE [ER g

al the apperiime mament can e omelmg of & oia

\reane Item. The Blue Scribes can cast one spell from ane of

the eight Lores of Battle Magic i the Warfammer rulebook
jurine each of his own Magic phases. You can choose which

lore the x:-"'.'“ is o be cast from, but must roll a 16 and

consult the mage lore to see which spell is cast (the Blue

Seribes can therefore never cast a signature spell). 1f there is
no viable target or you choose not to cast the spell that has
heen rolled, the Blue Seribes do not cast a spell that turm.
Spells cast by the Blue Scribes are treated as bound spells

with a power Jevel cqu.it o their casing x'.thuc.
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sart of Tzeentch’s psyche
the trickster. He can take
sects to the

The Changeling persontfies the |
that is the meddler, the decever, .
the form of other beings, from the tiniest ol i
most massive of Greater Daemons. None, save ]_"'-’F]“"I_‘-'1
Tzeentch himself, know the Changeling’s true torm, for he
goes cowled and cloaked when in his own shape — perhaps
even the Changeling himself has forgotten it. INot only can
the Changeling mirror the form of another, he can adopt
mannersms and personalities in so Hawless a 1_;1l-hlnn that
even the Dark Gods can be deceived. In all of creation there
is only one entity that the Changeling cannot duplicate: the
Great God Tzeentch himself, The Grand 5¢ hemer will not
suffer any being to steal his identity, even for a moment.

aw tolerance for boredom, the

Afflicted as he is with a
Changeling exists to play malicious tricks upon all about
On one such occasion, taking the shape of a Daemonette,
stole the silver apples of knowledge from Slaanesh’s palace.
On the edge of the Dark Prince's territory he then assumed
the form of a Plaguebearer and slipped into Nurgle’s garden,
only to grow tired of the game and abandon the apples to rot
amidst the decaying fronds. When Slaanesh discovered the
theft, he Aew into a rage and sent his armies to retrieve the
lost treasures, So did Slaanesh and Nurgle come to blows,
the former believing the latter to be a thief, and the latter
convinced the former had engineered a pretext for invasion.

he

HANGELING

E1VING HORROR, TZEENTCH'S TRICKS

[

The Changeling was already elsewhere — stea
af Khorne from Flesh Hounds and mu Lingr |

create brass dioramas of the Blood God's gre

So has the Changeling passed through eternit

mischief in his wake. 1t was he who cut away "
while the Dark Prince slept, and from 1t waov 7
Taeentch presented to the mortal champion | ;
Horstmann. It was the Changeling who seale

Khorne's citadel while he was away campaignis i
Blood God to shatter hus own pr e gates whe; T
The {,'|1;|r'|_EL'|EIr'I_L'“~‘~ handiwork 15 alw avs obwiou

fact — indeed, part of the prank 1s to make the

of his deceiver, but i|1'||‘-lll|.'r|'. tor act agrainst him. | ]
SUrprise then that Tzeentch's brother gods bun i
to destroy the Changeling, to tear him limb from

scatter his parts and pieces across reality; yet soi 5

always evades capture.

Though Tzeentch loves to take credit for the Changeling's
schemes, only a handful of the Daemon’s adventures ar
carried out at his patron’s direction. The Great Schemer is
content to let the Changeling roam wild throughout etermity,
causing havoc where he may. Each meddhng opens up more
possibilities in the Great Game, and Tzeentch watches with
amusement as the Changeling weaves his uneven tapestry of
disruption. That so many of his pranks have caused terrible
wars 15 of no concern to the Changeling. He loves the
discord of conflict, for it breeds opportunty o deceive and
dismay like nothing else. His enjoyment begins even betore
armies clash: impersonating messengers and generals to
disrupt strategy wherever possible. When battle begins, the
C!mngu :in!__{ 15 wont 1o '.EILI.I:'I]'I-[ the h|]:1]'|1' and skall I:-il.r]'_l. MOst
powerful foe, pounding the enemy to pieces with malicious

I'.'I!'l[!lll!‘!ijil'ﬂ[]] i.1.l|l.i hurrm'rfd TlU“'-le'.
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By
The Changeling (s b e

TROOPTYPE: Inﬂunry (Special Character)

MAGIC: The Changeling is a Level 1 Wizard who uses

spells from the Lore of Tzeentch,

SPECIAL RULES: Daemon of Tzeent ch, Daemonie,

Lesser Locus of Transmogrification (see page 38).

Formless Horror: At the start of each Close Combat phase,
l_hhn::m_- an enemy model in base contact with the Changeling
The Changeling may increase any or all of his Weapon Skill,
ST-“-'“EI]'I FH”-*H]““-":"'H Initiative ;u—ui Attacks characteristics
to match those of the chosen enemy model until the end of
t!":“ phase. If the chosen model has more than one value
tor H_“:h"*m‘it'f"'-‘-“f (as is the case with a mounted model),
ﬂ;“: Lharlugﬂ'mg may always choose the higher value. The
Changeling cannot match the characteristics of an enemy t
15 ﬁgh[lﬂg i a -I..'i'l_;.i_“ungt. unless the {__‘h,‘.ng.r_-“_ug 15 J:Ij:,"h["lr'h i

the same challenge.
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Kairos, a Lord
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SOCCErer Was not | : ; : T = K

venture, he had 1
SEVEANDS 1IN SUct

SPECIAL RULES: [ac f4

mon of Tzeentch, [)
: byl s Laemomie, [
Since he clawed W Fly, Large larget, Terror, b )

un._-:uu.'l‘-.'-.J within it thi

L | Dracls ]
are |'I||.Ji.|.l_|| even to | | 1 & 5 ! racle of | termity: Kairos | = b 1% L2 ril =3 ¥

DAEMONIC GIFTS

irrefutable fact. Kax N BB R Staff of Tomorrow: Kairas fives anart from the o s

futures as clear as day iden £

and the infinite pe
L

petty colourations of perspective and bias, Past and futur Srered i | rg ] CCRIND 10 ie-fortune, for fate can a
P'-'l"'-' ?|'|.'|*'.'._;_5|.J!'-.i nrivelled and twasted by its nace . ; s Y g g

roug e Well. Valuabls his vision is. it ; ]
through the Well. Valuahl 1s10n 18, it comes with a A rcane Tt

heavy cost. Both of Kairos’ heads are blind to the present he b s Eaichs HH0Ws you to re-roll a single D6 of your
cannot see me as 1t passes — only ‘nts that are | 2 : - re-roll. If
; . | . = PR | e | y
whose time has already lapsed I £ 2 ; ; + 2Dé, 3D6
n th t rolled
- UL

Kairos now sits at Tzeentch’s right hand, stirfing the st

Li:-|1|h.-:|t'rhr Well as he wh spers alond the secrets that onl (]
he can see. Nine

mes nine Lords of C} Inge transeribs these
insights with quills drawn from their own plumage and in

with Tzeentch’s blood. Fach scribe jealously puards the

secrets he hears — every such facet of eternity is a powerfu

tool in the unending intrigue and collusion of Tzeentch’s
court. For his part Tzeentch cares not about the scheming
of his minions, for he knows all that they know. Each secret
transcribed by a Lord of Change is made a part of Tzeentch

torever and his understanding of etermity comes ever closer

Kairos' blindness to the present makes him vulnerable t
physical attack — the future does not reveal itself swiftly
enough to predict battle's to and fro. Nevertheless,

Kairos' Lnique vision allows him to stay one step ahead of
adversaries, pitting vanous assailants against one another in
timestream-straddling duels, In the arena of magic, Kairos
15 ll.r!\l'u[‘l]ul'lh'. i e knows every a;1-,':.| in exastence, every
signl, sign and quirk -:'|[l‘|'|'|:u";"|._,=||_ power; though even he
cannot marshal them all without a modicum of preparation
Such ability makes him Tzeentch's favoured agent. On
the occasions Fateweaver leaves the Impossible Fortress it
15 always in the service of a dire task, be it the recovery of
a magical artefact, the predestined crushing of an army, or
some other ineffable purpose.
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Jean Ones, or Plague [.ords, are
Fach ismoreor lessa
hvsically and in terms of
rclean One is sometmes

The corpulent Great Unc
the Greater Dacmons of Nurgle
facsimile of Nurgle himself, both pl
their personality, Indecd, a Great [ ncl
referred to as Nurgle or Father Nurgle

by his underlings,
although of course each also has his own daemonic name.

e - " s Bloare
A Great Unclean One is invariably a gigantic hgure bloated

with decay, disease and all imaginable kinds of physical
mrrupl:iﬂﬁ. The Daemon's skin is a necrose and leathery
surface covered with pockmarks, sores and other signs of
loathsome infestation. His inner organs, rank with decay,
spill through the ruptured skin and hang like rotting drapes
about an immense girth. From these organs burst tiny
pustulant creatures called Nurglings, u'_hicl: chew and suck
upon the nauseous juices within. Such foulness echoes the
fundamental truth of the universe: whilst there is life, there
will be ruin and decay, even unto the end of all things

In perverse contrast to his horrific appearance, the Great
Unclean One is neither morbid nor consumed with despair
— if anything the opposite is true. Great Unclean Ones are
exuberent in the pursuit of their enthusiasms. Great Unclean
Ones are invanably ebullient and obstreperous, full of a
natural will to orgamise and achieve. Indeed, it 1s not
uncommon for Great Unclean Ones to compete amongst

GREAT UNCLEAN ONES

FLY MASTERS. STENCH LORDS, NURGLE'S PLAGUEFATHE)

™,

themselves in the matter of spreading
hlessings across the world. Grepar
wnh!n;' ntal, Great Unclean Ones |
dear and even refer to them as their ‘()
5ru;a[ |*.1‘:|‘L.L|'L hal plldn' in the ac hievem
creatures, proclaiming vociferously the
poxes and sores eving ed :I‘fn those aro
L

with hearty laughter in response to t

el T
in Nurgle's name.

When a Great Unclean One addresses

he expostulates in a manner immediate], o
the E_"['L'er leader he 15, chiviny il'l-F and dires :
minicns with a patern al iIIL'Jl||:__'|L'Ih_ e at od

monstrous appearance ‘l-u:*.,‘|1|~r 15 this len o
creations brings the Great Unclean One i ; :
filled with rage when the petty-minded enc Ch I\ 3
try to thwart Nurgle's grand designs. Such wras :
manifests as a thunderous and adjective-laden o =
declaiming those who question Nurgle's will, but sy, I'.!i'.

descends into brutal, if still somehat jovial, violence if b

heretic 150t to be cowed by words alone

When roused to battle, a Great Unclean One is a truf
hornfying entity. He bellows ribald Jov across the battlef

i1 stentonan tones, 'im]m:n:::g with the jollity of one

fulfilling divine commandment, and pauses only to unleash
his formidable sorceries against targets ripe for Nurele’s
blessings. Made ponderous by his colossal bulk. a {...|-.;-_.-
Unclean One is slow to advance upon the enemy, but is

all but unstoppable once he has reached his target. Any

foe foolish enough o stray into his path sw |[-1_l.h.:_|-;. WVETS
the immense strength concealed by the Greater Daemon's
corpulent form. Whether a Plague Lord batters his enemy
wath an iron sword dripping with virulent fluid or a plague-
nidden flail matters little, for the result 1s the same -|:.
indescribable mess of blood and bone, already teeming with
Nurgle’s choicest festering pestilences : |

il i TR W TTRITW AN BN 4 STRATTY P, T PRV PR |

¥ M WSBS § T W I A ILd
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TROOP TYPE: Monster (Character).

MAGIC: Great Unclean Ones are Wizards who use spells
from the Lore of Nurgle or the Lore of Death

SPECIAL RULES: Daemon of Nurgle, Daemonic,
Target, Poisoned Attacks, Terror.
W s D it bt
Until 1 'r:"‘"{"dr t'{l“.ff. I f-frﬂ:qﬁt‘ kis kim was r:'::'l.‘.t"rj amid w rithing
Then 1 saow dezens of tiny Duemens burrowing through his flest,
graning an his hewes and sucling wpen his vile secretions. All (0
rér was helied by the beast s cultured veice, which welcemed m¢
« a leng-lest sen even I fell retching te my knces.
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Daemon's tore head
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Bands of Plaguebear

of Daemons upon tl
eternal role to herd N
t'l.l.'” a5 ke CP 50 k

to each new victim

a naturally chaotic hor
Plaguebearers the titl
[Inits of Plaguebear:
This thrumming sound is
of plump black flies, ar
Daemons attempt to calculate 1
requirements. A multitude
once produces a sound s
15 enough itself to make a n
all but impossible to tally
though this in no way discourages
their efforts. They are the embodin
Crealures o Impose meanin

Plaguebearcr $
_'Plagu:ridd: n 4

TROOP TYPE: Infantr,
SPECIAL RULES: Daemon of Nurgle, Daemonie.
DAEMONIC GIFTS:

Plﬂgul’-"-'ﬂ-"'-'ﬂi‘d: These corroded Mades w eep d loabis

slime twhase touch bry nis disease and death

SRS R RSO

M;gic Weapon. Attacks made with a Plaguesword have the
Poisoned Attacks special rule

sRADES:
Locus of Virulence: Poisoned Artacks made
Biis model, and all models in his unit, automatically
ad on a To Hit roll of 5+

Greater Locus of Fecundity: This model, and all models
WS unit, have the Regeneration special rule.

=xalted Locus of Contagion: If this model, or any
el in his unit, scores a 6 To Hit with a Poisoned
the target immediately suffers an additional

¢ hit resolved at Strength 4.

HERALDS OF NURGLE
1 :".'\.'l.._-_’-:'l they ‘.-:"..lr“..' many loathsome ?::¢'U:L-n, IJE'_-IL.:U;_":':&L".“"L'-_I-\-:.
are by no means identical in appearance and ability. for
Nurgle's Rot is somewhat varable in its virulence and
incubanion. The longer a victim can endure against Nurgle's
Mot, the greater in the Plaguelord's sight the resulting
Daemon shall be. From the souls of such hardy individuals
are shaped the repulsive Heralds of Nurgle who march in the
daemonic legions as proof positive that even the strongest and
ablest cannot indehnitely defy disease. Heralds of Nurgle
POSSESS 3 strength and hardiness that beles their rotten
frames, as well as a jowial nature somewhat at odds with the
world-weary aspect of their droning mimons

TROOP TYPE: Infantry (Character).

MAGIC: A Herald of Nurgle that is upgraded to a Wizard
uses spells from the Lore of Nurgle or the Lore ot Death. ]

SPECIAL RULES: Daemon of Nurgle,
DAEMONIC GIFTS: Plaguesword (sec above).
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SPECIAL RULES: Daemon of Nurgle, Daemon,
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TROOPTYPE: A

SPECIAL RULES: Duemon of Nurgle, Daemonic
Poisoned Arracks, h.nh'.nn' \rtacks (16+ 1),
Redeneration.
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. 1o share the burden _ and to more casiy 1O
P’h“qul-:ﬂ h Nurgle’s hordes. Two dozen Nurgling®
m Id-r:m"Il‘ngﬂ}mm's every need, providing the |_'|:|rrJ}|m-r:1,

ting the Jeath's head abacus, excreting thu}mk Iu\;]::t.].j

- quill pens and even defending Epidemius from harm

| a foolish enemy venture too close.

 Epidemius brooks no idleness or distracton from ]m.
who, unlike other Nurglings, remain deathly silent lest
. disturb their master from his task and thus rouse his
ire. Like Nurgle, Epidemius alshiors anything that distracts
from the serious matters of life and death. The on ly sounds
that can be heard are the goocy chufflings as Nurghngs
quin forwards, and the irnitable scratching
of the Tallyman's quill as he seeks to keep his records up
o date, From his perch, Epidemius surveys the thrift and
~ splendour of Nurgle's creations, making note of casualties
and infection rates as well as secondary symptoms such as
colourations and odours. This information, properly
- collat and distilled, is of incredible value to Father Nurgle,
out must be ::?rﬁﬂd with absolute precision and in a timely
~fashion to be of any use.
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TROOP TYPE: Monstrous Cavalry (Special Character

SPECIAL RULES: Daemon of Nurgle, Daemonic,
Lesser Locus of Virulence (see page 45 ).

The Tally of Pestilence: Whilst Epidemius s alive, keep?
count of all unsaved Wounds caused by Daemons of Nurg
(friend or foe) and by spells from the Lore of Nurgl

At the start of each of your turns, consult the table belo®
determine the effect of the Tally of Pestilence. Nof I
effects are cumulative. If Epidemius 15 killed, these o
are immediately lost

Wounds Effect

-6 No effect

= All Daemons of Nurgle (fnend and foe}
gain +1 Strength

144  All Daemons of :\'llfj.'lt' | I-r-].,_-;u.j and toe)
gain + ] Toughness

21+ All Daemons of Nurgle (friend and foe)
gajn [hﬁ Kjl_hng Blr_j'l..l. :ur-rL'l..JIi] r'.ll:_- .

28+ All Daemons of Nurgle (friend or boe;)

re-roll failed ward saves
DAEMONIC GIFTS: Plaguesword (sc¢ P3¢
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MACIC: Ku'gath is 2 Level | Wizard who uses spells from
the Lore of Nurgle

SPECIAL RULES: Duemon of Nurgle, Daemonie,
Hatred (Dwarls), Larde Target, Poisoned Attacks, Slime
Trail (sce page 47), Terror.
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HERALDS OF SLAANESH UPGRADES:
Heralds of Slaanesh not onlv attend to Slaanesh’s whimsical Lesser Locus of Grace: This model, and all models
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BLUE FIRE OF TZEENTCH Cast on 5+
(Signature Spell)
As the sorzard oo
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y g F

Blue Fire of Theentch 15 3 mmgie missile with a range of 24
that causes D6 Strength D6 hits with the Warpfame spec al
rule. The Wizard can choose to extend the range of the spell
to 48" Ifhe does so, the casting value 1s increased to 8+

: A T S s B na o SRS iy i e O

. TREASON OF TZEENTCH

The eorzard reaches hur thonghir ento the mds of fiss «
sttering subtle whispers thar sioke the fires of mastrust
and treachery.,

Caston 7+

MCIEE,

Treason of T=zenich 15 a hex spell with a range of 24". Until the
start of the caster’s next Magic phase, the target umit must
use the lowest Leadership value in the unit (instead of the
highest as would normally be the case) and cannot benefit
trom the Inspiring Presence or Hold Your Ground! special
rules. The Wizard can choose to extend the range of this
spell to 48", If he does so, the casting value is increased

o 10+.

P e 1—‘71....‘..-—-‘,'- T T T T

2. PINK FIRE OF TZEENTCH Cast on 8+
A roiding tide of irndescent energy flotws from the caster’s hand,
envelgping his foes in a cone of magical flame.

Pink Fire of Terentch 1s a direct damage spell. Place the
teardrop-shaped template with its narrow end rouching

the front of the Wizard's base and the large end aimed ar

the target. Roll the artillery dice and move the template
directly forwards the number of inches indicared. All models
underneath the template suffer a Strength D6 hir with

the Warpflame special rule (roll once for the Strength and
use that value for all hits), If a misfire resulr is rolled, the
template does not move forwards and remains where it is.

*-‘“‘!TWMWW

3. BDLT U‘F CHA.NGE Cu.i on 8+
The wizard hurls a single devastating bolt of eneryy that blasty
w the ranks of the enemy, woracking therr badies svith
sickening and uncontrollable mutations.

Bnd’.r of Change is 2 magic missile with range of 24", It
inflicts a single Strength D6+ 4 hit with the Multiple
Wounds (D3) and Warpflame special rules, and then
pmmt:;nnks in the same manner as a shot from a balr
thrower. Armour saves are not permitted agzinst Wi
caused by Bolr of Change. i My

FIRES OF CHANGE

Horrors, add |

Sereamers, add 1

unit has a single

(Lore .-‘Uluhur:}

1§ s | .ore of ['zeent that
oM Casts a -||LI| lroam the ]ll1‘| L 3 ch e O |
g n Orrors or Screqm
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i AN { roll & 126 for eac h Wound caused (excludin, Wity
7" af the caster, and k : Lal Ifii nds
-aused by the Warpflame special rule - scc below). 1t is & unit of ping
C 1 SR . it ot 4 S r !
1 model to the unit for eac h resultof 4, 5 o I. L unit o
model to the wmt fos each result of '_ Mo ire added
. I S e pi
+ .« rime. to the back rank. If the back rank is full a r th
: 1 |-|'|._ |'||-.|[ ;l'.l.‘.\'. e l1'.l'-|||.'|\. r.l'.L NEXT o i
adels that cannot be placed (becavse there 15 h rooq

have sufficient models) are lost. Models cr

.des and don’t award additional victory point

4. GLEAN MAGIC t on B4

The carter olaals o et from fir advers

Crican Magic 15 2 direct damage spell that

enemy. Wizard within 18". The caster and oll
2 16 and add theu Wizard level to the s e
total 1s higher than the caster’s, nothing

the target suffers a Strength 3 hit with tl i
rle |.1-_..L-_-. one Wizard level (to a minimus tr I
one randomly determined spell (this can

spell). 1f the caster does not already kno

immediately gains it and can cast it just [i} i
:1|I.:']|;\ When casting a stolen spell, alwa |

attnibute with the Lore of Tzeentch's lor

b o R T s BB e R e S e
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|
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Berng cast fothards e enem

Torenich s Firestarm 15 a direct damage spe smal {

round template anywhere within 30" — 1t D
All models hit by the template suffer a Streng with
the Warpflame special rule (roll once for the 5 M
use that value for all hits). The Wizard can ¢} eate
a larger firestorm, using the large round template rmther than |
the small one. If he does so, the casting value is increased to
16+ and the template scatters 2D6" rather than Dé'
6. INFERNAL GATEWAY
I

e mortal 1
Infernal Gateway 1s a direct damage spell with a range of
24", The target suffers 2D6 Strength 2D6 hits with the
Warpflame special rule. Roll for the Strength first. Ifan 11 or
12 15 rolled when '._1|_-[-;:|'1~_|1n_|~|~-‘_r the spell’s Strength value, the

hits are resolved at Strength 10, and the unit suffers 3D6 hits
rather than 2Dé

Warpflame Special Rule
At the end of each phase, any unit that suffered one or more
unsaved Wounds from an attack with this special rule (or
trom an attack made by a model with this special rule) during
that phase must take 2 Toughness test. If the test is failed, the
umit immediately suffers D3 Wounds with no armour saves
allowed. If the test is passed, all models in that unit gain the
Regeneration (64 ) special rule for the rest of the game. Ay
models in the unit that already have the Regeneration specil
rule instead gain +1 to all Regeneration saving throws for
the rest of the game. Chaos is fickle! v
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2. BLADES OF PUTREFACTION Cast on 8+
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Blades of Purrefaction 15 an augment spell with a range of 12
The target unit’s close combat attacks gain the Poisoned
Attacks special rule untl the start of the caster's next Magnc
phase. If a model taroeted by this spell already has Posoned
Attacks, its Attacks wound the target automatically on a

To Hit roll of 5 as well as &

- B e  a ~a R i s e b e
3. CURSE OF THE LEPER Caston 10+

As the caster speaks, his followers are blessed with resilience, wmist

I ' r i i : F S
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Chirse of the Leper can be cast on any unit (fnend or foe)
within 18", If cast on a friendly unit, Curse of the Leper is an
augment spell that increases the target unit’s Toughness by
D3 (to a maximum of 10) until the start of the caster’s next
Magic phase. If Curse of the Leper is cast on an enemy unit, it
'5 4 hex spell that reduces the target unit’s Toughness by D'_I
(t0 a mimmum of 1) until the start of the caster’s next Magic
phase. The Wizard can choose to extend the range of this spell
to 36". If he does so, the casting value is increased to 13+
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Cast on 10+
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2. FLESHY ABUNDA NCE Caston 11+
i he worzard FEREFDMILY pifts the fotusta 2 . :
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' . o TEERTLE fed. Lrredd too0Odmy mounds af grey-
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~ o oance 1 an augment spell with a2 range of 18,
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ntl the start of the
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i, gt - _1_-':."..¢ :u:'-_c*.%f'-h_g]n: .i_'-iu-:::. the target
Has The hegeneration (34 ) special rule. If the target already
has the Regeneration special rule. s Regeneration saving
throws are nstead improved by one (to 3 maximum of 2+ b
uni the start of the caster’s next Magie phase. The Wizard
can choose have this spell target all friendly units within
18" If he does so, the casting value 1s increased to 22+

- e b AR W e 415 —wﬁw
6. PLAGUE WIND Caston 15+

L he wrzard mommons forth & rriimg maelsirom -H'mmm,
Bule and blight-ridden fusds to cat ateay hs enemry’s shin, flesh

and soud.

Remains in play. Plagne Wind 1s 2 magical vortex thar uses
the small round template. Once the template is placed; the
player then nominates the direction in which the Playse
Wind will move. To determine how many inches the
template moves, roll an artillery dice and mulnply the result
by the caster’s Wizard level. Tf the result on the artallery
dice is a musfire, centre the template on the caster instead
and roll a scarter dice; the template moves a number of
inches equal to the caster’s Wizard level, in the direction
shown by the scatter dice (if you roll a Hit!, the template
remains where it is). Any model touched by the template
must pass a Toughness test or suffer a single automanc
Wound, with no armour saves allowed. In subsequent
turns, the Plagie Wind travels in a random dh}'ﬂtﬁﬂn and
moves a number of inches equal to the roll of an artillery
dice (if a mistire is rolled, the Plague Wind dissipates and

is removed ).

The Wizard can infuse Plagwe Wind 'In'i'rh mare pOWer, S0
that it uses the large round t:mpln_:: instead. If he does so,
the casting value is increased to 25 +.
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LASH OF SLAANESH Cast on 6+

(Signature Spell)
A long tongue-lske whip of energy erupts
and slashes into the ranks of s enemses.

from the caster’s forchead

Lash of Slaanesk is a direct damage spell with a range of
24" Extend a straight line 24" in length, within the caster’s
forward arc and directly from his base. Any model whose
base falls under the line (determined as for a bouncing
cannonball) suffers a Strength 3 hit with the Armour
Biercing special rule.

W‘*’H

1. ACQUIESCENCE Cast on 6+
With an almast lackadaisical gesture, the sorsard engulfs his foe
soith a haze of braken dreams and unatia smable desires.

Acguiescence is a hex spell with a range of 24", The target
unit has the Always Strikes Last and Random Movement
(D&) special rules until the start of the caster’s next Magic
phase, The Wizard can choose to extend the range of

this spell to 48", If he does, the casting value is increased

to 9+.
R . T ol ot b e B
2. PAVANE OF SLAANESH Caston 7+

The caster whistles the tunc to one of the darkling dances of
Slaanesh, causing his foe to jerk spasmodically untsl bones snap.

Pavane of Slaanesh is a direct damage spell with a range of
24" that targets a single enemy model (even a character in a
unit). If successfully cast, the target must pass a Leadership
test on 3D6 or suffer a Wound with no armour saves allowed.
The Wizard can choose to extend the range of this spell to
48", If he does, the casting value is increased to 10+

i S nh e s S SR s oG B

3. HYSTERICAL FRENZY Cast on 8+

The caster ’s victims are engulfed by a torvent of unreasoning
:ﬂﬂiﬂ., causing them io datw at themselves with excruciating pain
and Blissful rapture.
J Remainsin play. Hyderical Frenzy can be cast on any unit
B (ifnend or foe) wathin 24", If cast on a fnendly umit, Hysterscal
Frenzy 15 an augment spell. 1f Flyarerical Frenzy 1s cast on an
enemy unit, it 1s a hex spell. For the duration of the spell, the
target gains the Frenzy special rule (which is not lost if the
- unit 1s defeated in close combat). If the target unit already
. has the Frenzy special rule, that Frenzy grants +2 Attacks
- instead of just + 1. In addition, for the duranion of the spell,
the target of Hysterscal Frenzy suffers D6 Strength 3 hats ar
- the end of cach of the caster’s Magic phases.

~-Y '

BORN OF
When a Daemon Cis
more unsaved Wound
within 12" af the caster, and
of Dacmonettes, a
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ik rank. Models t

ds, add 1 mode

~oom, or you do not have
way have no upgrades anc
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DAMNATION (Lore Attribyte) §
ts a spell from the Lore of Slaanesh that causes one g '
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Al a 16 for each Wound caused. I{
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0 the b k r.i!]k. |f the back r ink 15 full af Y point
-nk of at least five models, the next n o il
RE |
hat cannot be placed (because there | 1ougrh
«ufficient models) are lost. Model Tt
| don't award additional victory p
I
4 SLICING SHARDS n 10+
The wwizard flicks fis wrsis and a clond of raz: ik

from fis hands, flensing the minds, bodies ana

Slicing Shards 15 a magic missile with a ran;

inflicts D6 Strength 4 hits with the Armol el
rule, The target must then immediately pas

test or suffer a further D6 Strength 4 hits » :
Piercing special rule. The target must kee) _}
eadership in this manner until a test 1s p: i
s removed as a casualty
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5. PHANTASMAGORIA 10+

With a comples sign, the ez Summans il
flie and broil across the battlefield, their dark p nent

seducing and bezotldering the hapless fo

Phantasmagoria 1s a hex spell with a range «
start of the caster's next Magic phase, the tar, 15t p
roll an additional D6 whenever it takes a Lead test :
discarding the lowest result rolled. The caster ¢
have this spell target all enemy umts within 24 | oes so,
the casting value is increased to 20+,

6. CACOPHONIC CHOIR Caston 12+

The wizard screams an ear-piercing chorus that tortures t

iy

and shatters the sanity of those wha wonld stand in his paik 3

CORIES

Cacaphanic Choir is a hex spell with a range of 12", The target
anit takes 2D6 hits that wound on a 4+ with no armour
saves allowed. If at least one unsaved Wound 1s caused,
the target unit gains the Always Strikes Last and Random

Movement (D6) special rules until the start of the caster's

next :\IHgl{' i.‘lhﬂell.'. The Wizard can choose to have the -.|lr;]|. i
target all enemy units within 12", If he does so, the casting
value is increased to 24 +.

L
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Unbreakable Skin. The Daemon has 2 2+
EXALTEL ) (75 POINTS PER ROLL) S
D6 _l_]m:m_n: . & Unholy Flurry, The Daemon has +2 Amtacks.
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o 353 r [ I
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? WEAPONS OF THE _DARK GODS

Y BLADE OF BLOOD
' Magic Weapon Niagte Woupon

Attacks made with the Blade of Blood are resohved a

Strength, They also have the Killing Blow special ruls = el

" - - yer L . or— ‘Wmf—-ﬂ s L l: -. ] .. . :h. Ll

; AXE OF KHORNE et h !
5 Magic Weapon

" .
i 8 Lr ! 3]

rank, provs o 1 L aif Sibw
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When he attacks with the Axve of Khormne, the wielde

i receves +3 Artacks if he 15 1in hase contact

more encmy models
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WAND OFWHIMSY
Magic Weapon BALESWORD
Magic Weapon
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WITSTEALER SWORD
Magic Weapon

' STAFFOF CHANGE B i a
Magic Weapon Sibnes from the Witstoaler Swvord musst &
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USING THE ARMY LIST

The army list is used alongside the "Choosing
section of the Warhammer rulebook 1o pick a lorc
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| Troop Type
4 5.9 Nonster (Character)

* [haemonic
Magic: * Large larget
A Great Unclean One * Phisoned Attacks
15 a Level 1 Wizard & Jerror
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Lore of Nurgle or the
Laore af Death

e

‘Great Unclean One b P —
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Level 2 Wizard
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[ evel 4 Wizard
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CEEPER OF SECRETS
Kecper of Secrets 10" 9
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Equipment: Special Rules:
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