ARRIORS OF CHAOS




This section describes all the units in a Warriors of
Chaos army. When a special rule is defined in the
Warhammer rulebook, only its name is given. Ifa
model has a special rule that is unique to it, that
rule is detailed alongside its description. However,
there are two army special rules that apply to
several Warriors of Chaos units, detailed below.

DAEMONIC ATTACKS

Attacks made by a model with this special rule are magical.
This inchudes any special, ranged or Stomp attacks they make.

EYE OF THE GODS

Models with this special rule are collectively known as
Chaos Champions. They can never refuse a challenge and,
if possible, must always issue one. If there are several Chaos
Champions involved in a combat, the controlling player
chooses which will issue/accept the challenge.

MARKS OF CHAOS

Those champions who earn the favour of one particular
Chaos God are marked by them. The appearances and
powers of these mortals are shaped according to their deity’s
persona, the signs and stigmata of patronage proclaiming a
warning to the other Dark Gods that this soul has already
been claimed.

Many Warriors of Chaos characters and regiments have,

or can purchase, one of the four Marks of Chaos, detailed
below. A model cannot have more than one Mark of Chaos.
A character with a Mark of Chaos cannot join a unit that
has a different Mark of Chaos. A character with a Mark of
Chaos cannot join a unit that has already been joined by a
character that has a different Mark of Chaos.

MARK OF KHORNE: Those who bear the Mark of Khorne
are consumed with a violent rage and the constant need to shed the
blood of their faes.

A model with the Mark of Khorne has the Frenzy special rule.

MARK OF TZEENTCH: Those who bear the ever-burning
Mark of Teeenich have a natural capacity to manipulate magic and
a prescience that enables them to alter reality’s course.

A model with the Mark of Tzeentch hasa 6+ ward save.
If a model with the Mark of Tzeentch already has a ward
save, the Mark of Tzeentch improves that ward save by 1
instead (to a maximum of 3+). In addition, a Wizard with
the Mark of Tzeentch re-rolls any channelling dice rolls
ofal.
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In addition, if a Chaos Champion kills an opponent ina
challenge, or if he kills a monster, immediately make a 2D6
roll on the table opposite. Once the result of the roll has
been determined, make a note on your army roster — that
model now has that reward for the rest of the battle. A Chaos
Champion can have several rewards, and it can even have the
same reward multiple times. These rewards cannot increase a
characteristic above 10 or an armour save beyond 1+. If; for
any reason, a reward cannot be applied, the result is instead
treated as a ‘The Eye Opens’ result.

Note that the Chaos Champion must cause the last unsaved
Wound on a model to claim the kill (if a model suffered
multiple Wounds simultaneously, randomise between

the sources to determine which caused the final Wound).
Causing an Unstable enemy to perish as a result of combat
resolution, or catching an enemy character/monster that flees
from combat, for example, do not count.

§ CHAOS ARMOUR
N Suits of Chaos armonr are the lving gifts of the Dark Gods,
& . second skin of steel that may never be yemoved once pul on.
?
£ Chaos armour grants the wearer a 4+ armour save.
This can be combined with other equipment as normal. {8
A Wizard can wear Chaos armour and still cast spells.

MARK OF NURGLE: The Mark of Nurgle manifests itself in
a vaiety of disgusting afftictions. A cloud of flies accompanies its
bearers, making them difficult to target.

*

FEnemy models targeting a model with the Mark of Nurgle
in close combat suffer a -1 penalty To Hit.

MARK OF SLAANESH: Thase who bear the Mark of
Slaanesh have experienced sensations beyond comprehension, and
are now insensible to mere mortal fears.

If the majority of models in a unit have the Mark of
Slaanesh, the unit automatically passes any Fear, Terror and
Panic tests it has to take.




2 DAMNED BY CHAOS

The Chaos Champion must take a Leadership test
on his own, unmodified Leadership. This test cannot
oe re-rolled for any reason. If the test is passed, the
Chaos Champion receives the Insanity reward (see
below). If the test is failed, the Chaos Champion
instead receives the Spawndom reward (see below).

INSANITY:

The Chaos Champion gains the Stupidity
special rule. If the Chaos Champion already has
the Stupidity special rule, he instead suffers -1
Leadership, to a minimum of 2.

SPAWNDOM™:

If you have a spare Chaos Spawn model, you

can place it anywhere within 6" of the Chaos
Champion, that is more than 1" from any unit or
impassable terrain. Note that this is a normal (if
there is such a thing) Chaos Spawn — it retains
none of the equipment, upgrades, magic items,
Marks of Chaos, Chaos Mutations and Powers,
special rules or spells that it possessed in its former
existence (these are lost). If you do not have a
spare Chaos Spawn model, or if it cannot be placed
on the board according to the aforementioned
restrictions, then no Chaos Spawn model is placed.

Finally, the Chaos Champion is removed from play
as a casualty. If the Chaos Champion is mounted,
his mount is also removed from play, unless it is a
chariot or a ridden monster.

3 EVILEYEBALL:
The Chaos Champion gains + 1 Ballistic Skill.

4 UNHOLY RESILIENCE:
The Chaos Champion gains +1 Toughness.

5 IRON SKIN:

The Chaos Champion’s armour save is improved by 1.

6 MURDEROUS MUTATION:
The Chaos Champion gains + 1 Weapon Skill.

7 THEEYE OPENS:

The Chaos Champion can re-roll one failed roll To
Hit, roll To Wound or saving throw until the end of
his next turn.

8 UNEARTHLY REFLEXES:
The Chaos Champion gains +1 Initiative.

9 DARKFURY:
The Chaos Champion gains +1 Attack.
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10 SLAUGHTERER'S STRENGTH:
The Chaos Champion gains +1 Strength.

11 AURA OF CHAOS:

The Chaos Champion gains a 6+ ward save. If
the Chaos Champion already has a ward save, it 1s
improved by 1 instead (to a maximum of 3+).

12 DARK APOTHEOSIS

The Chaos Champion must take a Leadership test on
his own, unmodified Leadership. This test cannot be
re-rolled for any reason. If the test is failed, the Chaos
Champion receives the Divine Greatness reward (see
below). If the test is passed, the Chaos Champion
instead receives the Daemonhood reward (see below).

DIVINE GREATNESS:

The Chaos Champion gains the Stubborn special
rule. If the Chaos Champion already

has the Stubborn special rule, he instead gains
+1 Leadership.

DAEMONHOOD*:

If the Chaos Champion does not already have

a Mark of Chaos, he immediately gains one
(owning player’s choice, with the exception that

a Wizard can never gain the Mark of Khorne).
Then, if you have a spare Daemon Prince model,
you can place it anywhere within 6" of the Chaos
Champion that is more than 1" from any unit or
impassable terrain. This Daemon Prince will retain
any equipment, Chaos Mutations and Powers,
magic items and any other rewards from this table
gained during its former existence (if it had any).
If the Chaos Champion was your army General

or Battle Standard Bearer, the Daemon Prince
remains so. If the Chaos Champion was a Wizard,
the Daemon Prince retains his Wizard levels and
knows the same spells as the Chaos Champion did
before turning into a Daemon Prince. If the Chaos
Champion had the Mark of Khorne, Tzeentch,
Nurgle or Slaanesh, he will have the Daemon of
Khorne, Tzeentch, Nurgle or Slaanesh upgrade,
respectively. If you do not have a spare Daemon
Prince model, or if it cannot be placed on the board
according to the aforementioned restrictions, then
no Daemon Prince 1s placed.

Finally, the Chaos Champion is removed from
play as a casualty. If the Chaos Champion is
mounted, his mount is also removed from play,

unless it 1s a chariot or a ridden monster.

New models created by these results do not have any
upgrades or award victory points.
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CHAOS LORDS

A

Of all the mortal warriors across the civilisations of the world,
Chaos Lords are the most feared, for they are truly like gods
amongst men. Clad in baroque armour and rich furs, they
tower above even other Champions of Chaos, who are but
feeble children by comparison. A Chaos Lord’s indomitable
will is forged in the fires of war, his skills are tempered and
honed in the crucible of battle, and his blade is eternally
quenched in blood.

Each Chaos Lord has travelled a long and perilous road to
pre-eminence, a road paved with the broken corpses of less
successful aspirants. Regardless of their individual abilities,
they are without exception unstoppably powerful warriors,
combining the strength of a Troll with the speed of a striking
snake. The Lord’s abilities are enhanced further by gifts
from his patrons. Seeking ever more glory in the eyes of his
deities, a Chaos Lord will test his mettle against the most
accomplished of his foes’ warriors, his forbidding challenge
echoing across the field. Those brave enough to meet his
summons are briefly saluted before being hacked to pieces
where they stand, for to stand against a Chaos Lord is to
invite a sudden and brutal death.

A Chaos Lord is not only an exceptional fighter but also a
merciless conqueror. A great leader and strategist, his sheer
force of will binds legions of men and monsters alike to

his service. Each Chaos Lord’s name is spoken in hushed
whispers across the lands of Men, his violent deeds written

in the blood of his enemies. His is the voice that condemns
whole tribes and nations to death. His gaze terrorises his
followers into submission and grovelling obedience. An aura
of power surrounds each Chaos Lord, drawing ever more
devotees to his banner as his legend grows.

When a Lord of Chaos marches to war, the world shakes, for
in their hearts, all fear that one day a Lord will come who will
grind the armies of the world under his heel, and bring about
an age of darkness that will never end.
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TROOP TYPE: Infantry (Character).
SPECIJAL RULES: Eye of the Gods.

EXALTED HEROES

The frozen north spawns some of the hardiest warriors in

all the world. Each is a paragon of deadly ability and lethal
intent. Some ascend to command entire nations, some pursue
the esoteric paths of the arcane, but the majority dedicate
themselves to little more than the brutal butchery of all

who stand in their path. These ruthless killers are known as
Exalted Heroes.

The history of many Exalted Heroes, recorded in scattered
chronicles by the free people of the Old World, is a catalogue
of woes and evil deeds. Their infamy shines bright as they
capture the notice of the Dark Gods of Chaos with ever-
greater feats of slaughter.

Fxalted Heroes frequently seek out others of their kind to
engage in ritual combat. When two of these Champions of
Chaos clash, they duel to the death in the manner of gladiators,
using the full force of every weapon at their disposal. When a
victor emerges, bloodied but triumphant, he will cut a grisly
trophy from his foe, claiming both his vanquished enemy’s
weapons and followers as his own. If the triumphant champion
has truly excelled, he may even succeed in attracting the
attention of the Dark Gods and, in doing so, receive 2 more
permanent reward for his deeds in the form of a mutation or
daemonic gift. With each victory, the Exalted Hero grows
ever closer to becoming a Chaos Lord, with whole armies to
command and daemonhood within his reach.
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TROOP TYPE: Infantry (Character).
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SPECIAL RULES: Eve of the Gods.



Those Champions of Chaos who seek mastery over the
mazical arts are known as Chaos Sorcerers, and they are
==dmen and malcontents all. Chaos Sorcerers wield the wild
=ncrgies of entropy itself, reshaping reality to better serve
“5air whims and those of their dark masters. A word and a
sture from a Chaos Sorcerer can strip a man’s flesh from
== bones, force a lover to murder his beloved, or cause a
s=mment of soldiers to burst into flame. They are amongst
he most awful and depraved of all servants of Chaos, for
they long ago sold their souls in exchange for the heady elixar
05 pure power.

In the far north, amongst the warlike tribes of Chaos
worshippers, spell casters, witches and shamans are a
common sight, casting their bones and practicing their
zncient craft. They are seen as the oracles of the gods and act
== prophets, seers and counsellors, guiding their warlords and
chicftains to ever greater conquests.

WWhere many of the world’s wizards, such as those taught

oy the Colleges of Magic in Altdorf, glean their arcane skill
Trom long years of painstaking research, a Chaos Sorcerer’s
understanding of the Winds of Magic is instant and innate.
However, without the patience and wisdom that such study
brings, a Chaos Sorcerer lacks due wariness and respect for
the ultimate dangers of magic, and so begins an inexorable
descent into deformity and madness. Many are the paths
that lead to this ultimate fate, but most often, the Chaos
Sorcerer seeks to expand his magical powers or harness more
of the occult by simply bartering away another fraction of
ais soul, losing a little more of his humanity in the process.
Before long, the aspirant feels his whole body and mind

owist and zalter, and as the gnawed remnants of his soul are
fnally devoured, he is plunged into the whirlpools of insanity;
leaving behind nothing of the man who was.

Just as frequent are the tales of those scholarly mages who
know full well the dangers ahead of them, but who are
beguiled by the lure of Chaos nonetheless. It is not unusual
for an ambitious wizard, perhaps one who has been found
wanting in talent or in patience, to sell his allegiance to

a Daemon in exchange for raw magical power. A prime
example of this is Egrimm van Horstmann, one of the most
feared of all Chaos Sorcerers, who was ance a noble luminary
of the Light College in Altdorf before his gradual, but
complete, seduction by the Architect of Fate. Though fallen
wizards of this kind grow to wield greater magical potency
than they could ever have dreamt possible, the essence of
Chaos 1s not theirs to command — it commands them instead.
Eventually, their greed transforms these thrice-damned
Sorcerers not into lords amongst men, but into the puppets
of Daemons that make the souls of dark wizards their
playthings for all eternity. Such is the ultimate fate of all who
dabble with Chaos.
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TROOP TYPE: Infantry (Character).
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MAGIC: Chaos Sorcerers are Wizards, and use spells from
one of the following: the Lore of Death, the Lore of Fire, the
Lore of Metal or the Tore of Shadow. A Chaos Sorcerer with
the Mark of Tzeentch, Nurgle or Slaanesh must use either the
Lore of Tzeentch (see page 58) or the Lore of Metal, the Lore
of Nurgle (see page 59) or the Lore of Death, or the Lore of
Slaanesh (see page 60) or the Lore of Shadow, respectively.

Is not the only constant in the universe change? One day all
this will be dust, and even the stars above will flicker and grow
dim. Your life is but a tiny candle in the darkness, and your
death an afterthought, shorn of meaning by its insignificance.

Come, little one, and let me show you how brightly your flame
can burn...”

- Vilitreska, Lord of the Fluz



CHAOS MOUNTS

Champions of Chaos are frequently gifted with mutant beasts and monstrous creatures to bear them
mto battle. A particularly favoured champion might even be gifted with a daemonic steed by his patron;
a creature of magic made manifest, bound and sustained by the unbending will of its rider alone. All of
these mounts are spawned within the Realm of Chaos, sent across unimaginable distances by the Dark
Gods purely so the favoured one can ride to war in a manner befitting his station.

CHAOS DRAGONS

Once noble rulers of the skies, now corrupt with change,
the two-headed Dragons of Chaos are malevolent predators.
Fach is a nemesis of order and sanity that can break armies.

Their twin maws breathe death upon their foes; one exhaling

dark flame, as the other emits corrosive gas. Only the most
powerful can ride such a monster, and even then, it is more
an unholy alliance than a matter of master and servant.
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TROOP TYPE: Monster.
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SPECIAL RULES: Fly, Large Target, Scaly Skin (3+),

Terror.-

Dark Fire of Chaos: A Chaos Dragon has a Strength 4
Breath Weapon that has the Flaming Attacks special rule.

Fumes of Contagion: A Chaos Dragon has a Strength
2 Breath Weapon. No armour saves are allowed against

‘Wounds caused by this Breath Weapon.

CHAOS STEEDS
(see page 34)

DAEMONIC MOUNTS

Known also as Steeds of the Gods, Daemonic Mounts are created
from foul sorcery and summoned to the world by ceremonies

of dark sacrifice and appeasement. Many Daemonic Mounts

have sharp horns, bony plates and fangs of steel corrupting their
immortal bodies, and their eyes burn with the fires of Chaos.

Some Daemonic Mounts are gigantic chargers whose

breath is like a pestilent cloud; others are massive, bear-like
creatures with claws of iron that can disembowel a man with a
single blow, or serpent-bodied aberrations that shimmer and
writhe across the battlefield. Still others are wasted, emaciated
beasts, their sickly frames belying their deadly strength. The
ground itself blazes or weeps at the tread of these Daemon
beasts, the air around them shimmers with magical energy,
and their roars and wails can send shivers down the spine of
the bravest warrior. Only true Champions of Chaos may ride
a Daemonic Mount, for these creatures are canny and do not
usually accept the authority of mere mortals.
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TROOP TYPE: Monstrous Beast.

SPECIAL RULES: Daemonic Attacks, Fear.




MANTICORES
S Eenncores are huge, leonine beasts that soar on leathery wings.
8ey are amongst the most powerful of all the predators that live
= e north’s mountain ranges. The mutating power of Chaos
=ssures that no two Manticores are truly alike. Some have manes
o= writhing serpents, others pelts of iron scales, and many sprout
soieed tails with a poison strong enough to boil a mar’s blood in
== veins. However, all Manticores are berserk killers saturated
b primal fury. They are so fierce that they are held by the
Dhark Elves to be incarnations of Khaine, God of Murder.
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TROOP TYPE: Monster.
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SPECIAL RULES: Fly, Killing Blow, Large Target, Terror.

Uncontrollable: At the start of each friendly turn, a model
=ding a Manticore must take a Leadership test. If the test is
==iled, the Manticore and its rider are subject to Frenzy until
“he start of their next turn. Also, should a Manticore’s rider
5¢ slain, the Manticore does not take a Monster Reaction
==st. Instead, it is automatically affected by the ‘Raaargh!
Monster Reaction result.

UPGRADES:
Iron Hard Skin: A Manticore with the Iron Hard Skin
upgrade has the Scaly Skin (4+) special rule.

Venom Tail: A Manticore with the Venom Tail upgrade
gains an additional Attack that has both the Poisoned
Attacks and Multiple Wounds (2) special rules. Roll

To Hit with this Attack separately, or use a differently
coloured dice to distinguish it from the Manticore’s
other Aftacks. This Attack gains a +1 To Hit bonus if it
is targeted against a unit in the Manticore’s rear arc.

JUGGERNAUTS OF KHORNE
(see page 39)

DISCS OF TZEENTCH

The daemonic steeds of Tzeentch are known as Discs, These
bizarre creations are neither Daemon nor construction, but a
nightmarish blend of the two. Coruscating with mystical force,
Discs fly above the ground, skimming gently forwards upon the
Winds of Magic. While the warriors of Tzeentch march to war,
the proud Sorcerers of Tzeentch drift above them on the Hoating
Discs, raining magical fire upon their foes. The Discs of Tzeentch
themselves are far from defenceless, lashing out around themselves
with bolts of magical fire, or manifesting whirling tentacles and
ripping claws to sash at enemies that approach too close.

S AT LI PO T U W S P IOV R E Y B O B el g b, %

3 M WSBS § T W 1
Disc of Tzeentch P 3 Q-4 A e g

FETITRIET TR TR i S Lo nk o g o R

TROOP TYPE: War Beast.
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SPECIAL RULES: Daemonic Attacks, Fear, Fly.

PALANQUINS OF NURGLE

Those high in the favour of Nurgle are often borne to war
upon repulsive Palanquins, their diseased bulk squashed into
thrones of decaying metal and rotten wood. The Palanquins
are conveyed not by slaves but by a great mound of Nurglings,
diminutive Daemon-mites that hatch from the manifestations
of Nurgle’s choicest plagues. Other than the virulence of the
sicknesses and poisons it carries, an individual Nurgling has
but little power. Nonetheless, the spilling, squabbling masses of
Nurglings that bear Palanquins to battle are so numerous that
they have the strength not only to carry the most corpulent of
Nurgle’s Champions to battle, but also to drag into the dirt any
foe foolish enough to assail him.
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TROOP TYPE: Monstrous Beast.
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SPECIAL RULES: Daemonic Attacks, Fear.

STEEDS OF SLAANESH
(see page 33)



Should a Champion of Chaos survive the endless battles and
the ravaging mutations granted by their fickle masters whilst
still finding favour in their eyes, he may attain the ultimate
reward. The patron of the champion will elevate him to his
side as a Daemon Prince, a being of godlike power, forever
bound to darkness and destruction.

Those that attain the status of Daemon Prince gain
immortality, becoming the enemy of all that is natural in the
world. All who set foot upon the path of Chaos eventually
seek this apotheosis, the glorious moment of metamorphosis
where they shrug off their mortal shell and become a being
of undying darkness. But for every champion who raises his
horned head and roars his triumph to the skies as a newborn
Daemon Prince, untold thousands perish on the field of
battle or end their lives as mewling Chaos Spawn.

At the point of many a Chaos Champion’s transformation,
bat-like wings or mighty feathered pinions may sprout from
his back, bearing him aloft that he might rule the skies and
the earth. Other Daemon Princes might soar on crackling
pillars of flame, arms outstretched as they praise their
blasphemous god. There are even those with the ability to
reshape reality itself, as skilled at manipulating the Winds of
Magic as the most puissant of Chaos Sorcerers.

Daemon Princes are vast in stature, their gigantic forms
twisted into new, terrifying shapes more pleasing to the Dark

DAEMON PRINCES

Gods. They wield unholy weapons and abilities, and the
variations between these masters of misrule are uncountable.
Nonetheless, it is common for the Princes of Chaos to retain
their intellect and their memory, the better to recall the
humanity they left behind. Some enter the Realm of Chaos

to serve their gods on other worlds and dimensions. Many,
however, serve as commanders of the mortal armies of Chaos,
waging eternal war in their patron’s name. These monsters are
sustained by the death and dark praise of their followers, unlike
their kin who fight alongside the daemonic legions of Chaos,
who rely upon the fickle Winds of Magic to tether themselves
to the mortal plane. Thus do Daemon Princes tirelessly hunt
the enemies of their masters, for their meat is human flesh and
their wine mortal souls.
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TROOP TYPE: Monster (Character).

SPECIAL RULES: Daemonic Attacks, Terror,
Unbreakable.

Daemonic Invulnerability: Daemon Princes have a 5+
ward save.

MAGIC: A Daemon Prince that is a Wizard uses spells from
the Lore of Tzeentch (see page 58) or the Lore of Metal if it
is a Daemon of Tzeentch, the Lore of Nurgle (see page 59)
or the Lore of Death if it is a Daemon of Nurgle, and the
Lore of Slaanesh (see page 60) or the Lore of Shadow if it is
a Daemon of Slaanesh.

UPGRADES:
Daemonic Flight: A Daemon Prince with this upgrade
has the Fly special rule.

Daemon of Khorne: A Daemon of Khorne has the
Hatred (Daemons of Slaanesh) special rule. In addition,
on a turn in which a Daemon of Khorne makes a
successful charge, it has a +1 bonus to its Strength for
the rest of the turn.

Daemon of Tzeentch: A Daemon of Tzeentch has the
Hatred (Daemons of Nurgle) special rule, and re-rolls
ward save results of 1. Wizards with the Daemon of
Tzeentch upgrade can also re-roll channelling results
of 1.

Daemon of Nurgle: A Daemon of Nurgle has the
Hatred (Daemons of Tzeentch) special rule. Enemy
models targeting a Daemon of Nurgle in close combat

suffer a -1 penalty To Hit.

Daemon of Slaanesh: A Daemon of Slaanesh has the
Hatred (Daemons of Khorne) and Armour Piercing
special rules.




CHAOS WARRIORS \

Chaos Warriors are fighters of unmatched prowess. Their
sength s infernal and their bodies are as tough as the Iron
Mountains. Imbued with the power of Chaos and encased

i suits of hell-forged armour, a Chaos Warrior is equal to
several battle-hardened mortal men. They are no longer truly
Suman, but living weapons, honed perfectly for the bloody
2sks before them.

When a man pledges his soul to Chaos, he chooses a lifetime
of battle and bloodshed. His life will be harsh, but even the
most battle-hardened fighter can find momentary solace in

2 Sagon of mead by the hearth, or in the arms of a woman.
However, if such a man were to ever don a suit of Chaos
armour and take up the mantle of a Chaos Warrior, he would
“orever leave behind such petty mortal concerns as comfort,
warmth and love. He will have exchanged his humanity for a
ife of constant war in the name of their Ruinous Powers, and

“or dark promises of power and immortality:

A Chaos Warrior has no need of food, drink or sleep, for he
= nourished by the carnage that he wreaks. He has nothing
Sut contempt for the weak or the cowardly and goes about
the business of murder with a vengeance, for there is always
2 part of the man who was that rages against that which he
fas become. A Chaos Warrior’s only solace is in slaughter
— the fulfilment of his new existence as an instrument of his
blasphemous gods’ will, and at battle’s end, his armour is
spattered with the lifeblood of the slain.
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TROOPTYPE: Infantry. |

SPECIAL RULES: Eye of the Gods (Aspiring
Champion only),

CHOSEN

There are those amongst the ranks of the Chaos Warriors
who bear the favour of the Dark Gods more than their
fellows. Known amongst their kind as Chosen, their frames
are swollen with unholy power, and with the gifts bestowed
on them by the Dark Gods in recognition of the many fell
deeds they have committed. These gifts are as varied as
any other aspect of Chaos, but most mutations tend to be
useful as weapons that aid the Chosen in his quest to inflict
devastation on the civilised realms of the world. Even if a
Chosen warrior bears no such stigmata, it is clear that he
carries the grace of the Dark Gods from his aura of dark
menace. The Chosen are truly the nobility of Chaos.

The Chosen lead by example, fighting not as commanders
but as elite warriors and champions. In this way, the Chosen
hope to attract yet more of their master’s favour and ascend
to the ranks of the truly exalted. They advance unflinchingly
through black powder firestorms, hails of arrows and
punishing artillery volleys, their purposeful tread never falters
as they march ever closer to their prey. Battle lines have
buckled and broken at the mere prospect of a unit of Chosen
closing in upon them, blades raised so that the methodical
butchery of the foe can begin.
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TROOP TYPE: Infantry.

SPECIAL RULES: Eye of the Gods (Chosen
Champion only).

The Rewards of Chaos: Immediately before rolling off to
see who gets the first turn, each unit of Chosen must roll
3D6, discard a single dice of your choosing, and consult the
Eye of the Gods table (see page 25). If a unit of Chosen does
not deploy at the beginning of the game, but deploys later,
such as arriving as Reinforcements, roll as soon as they are
placed on the battlefield. If the result rolled is Damned by
Chaos, or Dark Apotheosis, that result is immediately applied
to the unit’s Chosen Champion (if the unit dees not contain
a Chosen Champion, the result is instead treated as a “The
Eye Opens’ result), otherwise the result is applied to every
model in the unit. Note that the result does not apply to any
characters that have joined the Chosen unit.
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CHAOS MARAUDERS

The tribes of Northmen that flock southwards with any
Chaos invasion are known by those in their path as Chaos
Marauders. These savage barbarians fight with heavy axes
and cruelly barbed flails, and charge in great howling mobs
towards the foe. They have little fear of dying in battle, for
they know that they fight under the scrutiny of their gods,
and that cowards are beneath their deities’ notice.

Chaos Marauders are natural fighters, born into hardship
and brought up in a world where surviving each day is no
small victory. Only the strong and capable prosper, for the
weak are weeded out and killed. They have no time for

plough or sickle, for their tools are the axe, the sword and

the shield. What their own lands cannot provide, they simply

take from the lands of lesser men.

Comparing the men of the north to those who dwell in the
temperate south is to compare a wolf to a sheep. Where the
southerners cower behind the high walls of their cities, the
warriors of the north roam the far corners of the world in
search of adventure and plunder. Where the soft-bellied
denizens of the Empire glut themselves on fine wine and
cheese in front of the fireplace, the hardened Northmen rip
into raw meat with their bare hands and teeth. The men of
the south complain bitterly about going abroad in fog or
sleet, where the men of the north brave fierce blizzards clad
in little more than scraps of flea-infested fur. Small wonder

then, that Marauder attacks are feared across the Old World.

The Chieftains that lead these warriors are a daunting sight,
brooding hulks of muscle and hair whose bodies are covered
in the scars and trophies of battle. Bearing weapons worn from
dealing a thousand mortal injuries to those foolish enough to
face them, these savage leaders are independent and fierce.
These battle-hardened killers are the products of a people so
steeped in conflict that, even in times of prosperity; they will
fight to the death for the honour of leading the next raid.
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TROOP TYPE: Infantry

SPECIAL RULES: Eye of the Gods (Marauder
Chieftain only).

MARAUDER HORSEMEN

The first warriors to blood their blades in the Chaos army are
usually the mounted outriders known to their foes as Marauder
Horsemen. They range ahead of the main columns, galloping
around the enemy battle line and cutting off any chance of
escape. When the enemy inevitably flees the onslaught of the
main Chaos army; it is these horsemen that ride them down.
Expert hunters all, these are the true lords of the steppes, for they
are as swift as the wind and as merciless as an ice storm.

Some tribes of Marauders hold horses in high esteem, while
others regard them with fear and superstition. To many, a
warhorse 1s a sign of status, and only the best warriors may
ride them. The steeds ridden by these tribes are powerful
beasts, foul-tempered and strong of limb. Once a rider

has broken such a horse, it will remain loyal to him until
death, but they remain vicious and unruly should a stranger
approach. Fed on a diet of human flesh and watered-down
blood, these snorting, high-spirited steeds have a glint of
intelligent menace in their eyes, and will trample, kick and
bite as if berserk when engaged at close quarters.

In battle, the speed and mobility of Marauder Horsemen
leaves even the most able cavalrymen of the Old World
sorely lacking. Able to steer their steeds with the subtlest of
movements of the waist and knees, the tribesmen have hoth
hands free to wield wicked blades and hooked axes.
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TROOP TYPE: Cavalry.

SPECIAL RULES: Eye of the Gods (Marauder
Horsemaster only), Fast Cavalry.




204 despair, landing mortal blows upon their victims where

ey are most likely to prolong the agonising moment of death.
Some Hellstriders fight with blades that long ago mutated into

heir own flesh, whilst others carry a mass of writhing lashes

hat move with an intelligence of their own. These barbed
whips strike out with incredible speed, splitting skin, ripping

sut throats and flensing flesh in the blink of an eye.

Skaanesh finds the desperation of mortals exhilarating, especially

= those wretches who struggle in vain to achieve greatness when

ey possess neither the strength nor the cunning to succeed.

15 these weak-willed men, Slaanesh whispers a dark bargain —

cower, but at a price. The Dark Prince sends a Steed of Slaanesh
=0 these mortals, offering the creature as a gift to carry him from
one glorious victory to the next. In exchange, Slaanesh asks only

izt his enemies’ souls are sacrificed to him. Few can resist so

==mpting an offer, for with such a kingly gift they would surely
fave the power they need to become a mighty Chaos Lord.

HELLSTRIDERS OF SLAANESH

Hellstriders are devotees of torment who hunt from the back
% impossibly swift daemonic steeds. They fight to inflict pain

However, once they sit astride the daemonic steed and the pact is

sealed, they will never again dismount. Though they do not yet

sealise it, they have just become Slaanesh’s willing slaves.

As a Hellstrider fells his enemies, each slain soul is rewarded
5y the Dark Prince. Intoxicating energy courses through the
warrior’s veins, invigorating his form with a potent draught
of pain and despair which leaves him shuddering in delight.
However, such pleasure does not last for long, and it is
zddictive in the extreme. At battle’s end, all that remains are
the pangs of suffering and a gnawing hunger that consumes
a1l thoughts bar one — to feel Slaanesh’s stimulating embrace

zzain. Not even the dream of becoming a mighty Lord of

Chaos survives, sacrificed as the cravings take hold. So it is
that Hellstriders have cursed themselves to the eternal hunt;

they must fight to feed their addiction to pain and torment, or
die from the withdrawal — there are no other choices.
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TROOPTYPE: Cavalry.

SPECIAL RULES: Eye of the Gods (Hellreaver only),
Fast Cavalry, Fear, Mark of Slaanesh.

Soul Hunters: When a unit of Hellstriders of Slaanesh
destroys an enemy unit in close combat (including catching a
fleeing unit), they gain a bonus special rule for the remainder

of the game. The bonus gained depends on the number of
units theyw have destroyed over the course of the battle, as
described below. Note that the bonuses are cumulative and
only affect the rider, not the mount.

Units Destroyed
1+
2+
3+

Bonus

Fuelled by Pain: Devastating Charge

Intoxicating Delirium: Stubborn
Insensible to Agony: 4+ ward save

iadacs m B Al ey

UPGRADES:

Hellscourges: A unit of Hellstriders of Slaanesh
upgraded with hellscourges have the Always Strikes
First special rule in the first round of each close combat.

STEEDS OF SLAANESH

These strange bipedal beasts are sometimes gifted to a
particularly successful disciple of Slaanesh. Like all Daemons
of Slaanesh, the Steed has a perverse beauty, combining grace
and elegance with an unnatural appearance. Its sinuous body
writhes sensuously as it speeds across the field of battle. A
whip-like tongue flicks from its mouth, tasting the souls of
mortals as a beast catches a scent on the breeze. These beasts
skitter across the battlefield, springing on the unwary and
ensnaring their foes with their lash-like tongues.
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TROOP TYPE: War Beast.

SPECIAL RULES: Armour Piercing, Daemonic Attacks,
Fast Cavalry, Fear, Poisoned Attacks.
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The grizzled generals of the Old World are constantly called
upon to fight unholy and repulsive foes. They battle against
the shambling hordes of the living dead and the rampaging
armies of greenskins, meeting invasion after invasion with
little more than cold steel and iron resolve. These brave
individuals fight against hulking monsters and twisted
mutants psychotically devoted to the overthrow of civilisation
itself, but there is one sight that strikes the cold chill of dread
into the hearts of even the most battle-hardened commander
— the sight of a regiment of Chaos Knights galloping towards
them through the mists.

Chaos Knights are feared throughout the Old World and
beyond as merciless butchers capable of turning the course
of battle with a single charge. They are towering brutes atop
immensely powerful Chaos Steeds, rider and mount clad in
thickest plate, each section of armour crafted by a master
dacmonsmith. A Chaos Knight’s greaves are jagged blades,
well suited to slicing through the flesh of the enemy. Even
the frightful reputation of the Chaos Knights is a weapon in
its own right, crippling those who would stand against them
before a single blow is struck.

Many Chaos Knights ride to war with great lances, evil-
looking polearms designed to impale and tear their foes.
Others wield a deadly assortment of weapons, from cleavers
and war-picks to heavy maces. Some Chaos Knights even
brandish magical blades, each bearing a small measure of

CHAOS KNIGHTS

power. Regardless of the form or the hexes inscribed upon
these ensorcelled weapons, they are all enchanted in order to
kill, and most flicker with dark fire.

Each Chaos Knight is a paragon amongst his warrior brethren,
for he has trod the path of damnation for many years and holds
the favour of the Dark Gods. A Knight’s horned helmet may
conceal a twisted and permanent rictus smile of sharp metallic
fangs, or a striking and cold beauty that steals the breath

away. Few have a chance to find out, for those who behold the
Knights of Chaos are but moments away from a grisly end. A
full unit of Chaos Knights, galloping at speed, will hit a battle
line like the mailed fist of the gods.

Chaos Knights consider themselves superior even to other
Champions of Chaos. They bow to none save perhaps a
Chaos Lord or Daemon Prince, and even then they will not
dip their banner, for their collective pride is the equal of their
martial prowess. After the battle, the Chaos Knights will take
their pick of the survivors, hounding them away as sacrifices
to the Dark Gods. These unfortunates are never seen again,
save as grisly trophies adorning the armour of the Chaos
Knights themselves.
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TROOP TYPE: Cavalry.
SPECIAL RULES: Eye of the Gods (Doom Knight only),

Fear.

UPGRADES:

Ensorcelled Weapons: Attacks made with ensorcelled
weapons are resolved at +1 Strength. In addition, these
are magical attacks.
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CHAOS STEEDS

The dark stallions ridden by the Knights of Chaos are as
strong and fierce as their riders. No normal horses are these,
but coal-black chargers with daemonic ichor for blood, needle-
sharp teeth and the intelligence of cruel men. A Chaos Steed’s
head and flanks are protected by sculpted plates of thick,

metal barding that no normal steed could bear, and they gore
and slash those before them with bladed horns and hooves.

It is said that these evil steeds are gifts from the Dark Gods
themselves, and that they are subservient to their master alone.
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TROOP TYPE: War Beast.
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Skullcrushers are unsubtle warriors who revel in battle and
=% only for the shedding of blood in the name of Khorne.
(}‘I" those Chaos Knights who devote themselves utterly to
= Lord of Slaughter and offer to him a mountain of skulls
== destined to become Skullcrushers, but they are truly

_'—.-:g engines of death and carnage. Anything foolish enough
= stand before them is destined only for a short and brutally
wiolent fate, for Skullcrushers are completely without mercy
and they leave only a trail of broken bodies and a river of bpﬂt
=ore in their wake.
So favoured in the eyes of Khorne are these murderous
“nizghts that the Blood God has glftcd them with Juggernauts
2 carry them to war. These massive daemonic mounts are
=ace of living metal and pure rage; they are dealers of untold
Sestruction who grind their foes beneath steel sinews and
“ass hooves. As formidable as a Chaos Knight is, when
sunted upon a Juggernaut, he is nigh unstoppable As the

sod-crazed knights bellow their battle cries, their fearsome
sunts snort steam and paw out divots the size of shallow

es before stampeding towards the ranks of their prey and

7‘°n1ng anything in their way. The knights themselves are
=0 less brutal, hackmg their opponents apart with axes and
..... vers, or else running them through with jagged lances.
.»L:ht{est of all their number is the Slmﬂhunter, he who has
so:it the most blood in Khorne’s name and who has gifted his
Zark patron with the skulls of mighty kings and great heroes.
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sullerushers roam the Realm of Chaos and the lands of the
th, butchering all who cross their path. Such is their need
kill that Skullcrushers will charge the moment a foe is
ighted. Only the will of a truly mighty Chaos Lord can hope
quell their thirst for battle, and ‘[hen onl} as Iong as there

ool

sa i3 7 t d bountiful battlefield
Q- o e o il i JUGGERNAUTS OF KHORNE

However, not even the command of the Everchosen himself

can rein in such insatiable battle lust forever, and sooner Juggernauts of Khorne are massive creatures that are part

or later, the Skullcrushers will break formation and charge Daemon and part enchanted metal. They are forged in dark

headlong into the fray. Ultimately, it is the knights’ own flames and bound with dire runes, their primordial rage

rage that will be their downfall, for it blinds them to mortal barely held within a shell of groaning iron and brass. The ;
Zangers and reason. Eventually, Skullcrushers will challenge charge of a Juggernaut causes the ground to shake, and the

= monster that dwarfs even their massive stature, or pile into protection afforded by its armoured body ensures that the

2 foe whose numbers are simply too overwhelming, and their warrior atop its back can plunge into the thickest of enemy

bodies will be torn asunder. However, the Skullcrushers see formations, slaying all about him without fear of reprisal.

=ven their own deaths as a victory of sorts, for Khorne cares
zot whose blood is spilt, so long as it ﬂov&s
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TROOP TYPE: Monstrous Cavalry. SPECIAL RULES: Daemonic Attacks, Fear.
SPECIAL RULES: Eye of the Gods (Skullhunter only), Brass Behemoth: A Juggernaut improves its rider’s armour
Fear, Mark of Khorne. saving throw by +2, rather than the usual +1 for monstrous
cavalry mounts.
UPGRADES:
Ensorcelled Weapons (see page 34). Murderous Charge: On a turn in which a Juggernaut of

Khorne makes a successful charge, it has + 1 Strength.




Chaos Chariots are more than just machines of war; they are
symbols of status and power. Often, a Champion of Chaos
will ride to battle upon a chariot festooned with icons and
pennants fashioned from the remains of those they have
ground beneath their wheels, grisly trophies proclaiming his
many victories and allegiance to the Dark Gods. Unlike the
comparatively flimsy wooden chariots used by Elves and the
Undead legions of distant Nehekhara, the carriages of Chaos
war machines are wrought of iron and drenched in blood.
Chaos Chariots weigh so much that, when they have gathered
pace, nothing short of a castle wall can halt their charge.
Worse still, their stout wheels sport great spinning scythes
that scream and shriek as they slice into the foe.

Chaos Chariots are drawn by a pair of huge destriers swollen
to unnatural size by the corrupting energies of Chaos. Each
of these beasts is clad in tempered steel plates in the manner
of their unholy masters. As these deadly creatures gain
momentum, balefire flickers from their eyes and nostrils,
giving the impression that the chariot has galloped straight
from the realm of nightmares into reality.

When a Chaos Chariot slams into the enemy lines, the
bone-splintering impact is only the start of the carnage it

can wreak. As the enemy is hurled in all directions by the
sheer force of the chariot’s charge, the hellish steeds plough
through the enemy ranks, iron-shod hooves trampling
bodies, and fanged maws snapping at exposed flesh. Spinning

CHAOS CHARIOTS

scythes slice apart the legs of those who attempt to flank the
chariot, and the barbs and spikes that cover its chassis rip and
tear at any foolhardy enough to stand their ground. But the
chariot’s cargo is just as deadly: the charioteers stab and slash
from their fighting platform, maiming and decapitating those
nearby with their cruel blades and spiked whips.
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TROOP TYPE: Chariot (Armour Save 4%
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GOREBEAST CHARIOTS

There is little subtlety to the machines of death used by the
armies of Chaos, but the Gorebeast Chariot is amongst the
most brutal. A Gorebeast Chariot is a massive construction of
hell-forged metal, mutant beast and jagged blade, ridden to
war by some of the most powerful and bloodthirsty warriors
in the world. Its sole purpose is to deliver an unstoppable
force to a weak point in the enemy battle line, smashing
apart those before it and scattering the rest in panic and
disarray. Few foes can muster the courage required to stand
before the thunderous charge of one of these murderous war
machines, and those foolish enough to do so are torn apart
by monstrous jaws, cut to pieces by keen-edged halberds, or
crushed into the dirt beneath heavy, iron-shod wheels.

Gorebeast Chariots are even heavier and sturdier than other
Chaos Chariots. No normal beast would have the strength to
pull such a massive instrument of war, and they are therefore
pulled into battle by a Gorebeast — a muscular creature
renowned for its violent temperament. These grunting brutes
strike their prey with such shocking force that those not
impaled upon jutting armour spikes are torn apart by the
mpact. Even the lowliest of beasts recognise the bulky shape
of a Gorebeast as synonymous with death. Each iron-clad
chariot drawn by one of these formidable mutants is thus
followed, at some distance, by circling carrion crows and
slinking scavenger hounds waiting to feast on the bloody
remnants of a Gorebeast’s grim harvest.
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TROOP TYPE: Chariot (Armour Save 3+).
SPECIAL RULES: Fear.

Gorebeast Charge: All Impact Hits made by a Gorebeast
Chariot have the Killing Blow special rule.




25e three-headed Chimera is one of the most fearsome of all
“Sildren of Chaos, a beast whose progenitors were so warped
52t 1t 1s now impossible to say what manner of creatures

ey might once have been. Like all monsters that dwell

= or near to the Realm of Chaos, the Chimerae take many
sezarre shapes. However, Chimerae are more susceptible than
=ost monsters to the twisting power of Chaos. The heads

== some Chimerae breathe fire in the manner of Dragons,
whilst other heads sprout razor-sharp fangs or jaws that drip
w2th 2 poisonous slime. Most Chimerae possess a fiendish tail
=2t ends in a snapping maw possessed of an intelligence and
sunger of its own. There are even some Chimerze, like those

==at dwell among the spires of the Bloodshriek Citadel, that are

s21d t0 have bathed in the coruscating Winds of Magic at the
summit of the world. The skin of these Bloodshriek Chimerae
% an ever-shifting pattern of bright colours and hues, turning
“=nslucent one moment before running like molten wax to

sover and heal the rips and gashes in its tainted flesh the next.

Regardless of their exact form, all Chimerae share a savage and

anpredictable nature, and wherever their tri-throated roars are
Seard, death and carnage are surely not far behind.

A particularly powerful Chaos Lord, or an insanely brave
Sorcerer, may sometimes try to bind a Chimera to his service,
%or the sheer carnage they can wreak upon the battlefield is a
spectacle bound to attract the attention of the Dark Gods. It is
saxd that only those truly favoured by Chaos will have any hope
ot binding such a creature to their will, and a champion may
spend a lifetime searching for a Chimera, and never succeed,

or else find his prize and be torn apart by it moments later.
However, those few who succeed in their quest have at their
Sisposal a monstrous creature of unbridled destructive potential.
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TROOP TYPE: Monster.
SPECIAL RULES: Fly, Large Target, Scaly Skin (4+),

Terror.

Fiend Thail: In addition to its normal Attacks, a Chimera
fzs an additional Attack that has the Random Attacks (D3)
special rule. Roll To Hit with these Attacks separately, or
use differently coloured dice to distinguish them from the
Chimera’s other Attacks. These Attacks gain a +1 To Hit
bonus if they target a unit in the Chimera’s rear arc.

|

UPGRADES:

Flaming Breath: A Chimera with the Flaming Breath
upgrade has a Strength 4 Breath Weapon which has the
Flaming Attacks special rule.

Regenerating Flesh: A Chimera with the Regenerating
Flesh upgrade has the Regeneration special rule.

Venomous Qoze: A Chimera with the Venomous Ooze
upgrade has the Poisoned Attacks special rule.
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T walked across the plain of bone beneath the brazen sky. All

¥ about were the skulls of the slain, and among them grew black

flowers, each twisted bloom a soul in thrall. Crimson-flecked flies
sucked at the red nectar in that field and the air tasted bloody in
my mouth. The black flowers nodded their heads as I passed and
whispered in the bitter-scented breeze. A distant Daemon'’s shriek
reached my ears and the sound of tormented laughter drifted by

: and was swallowed by silence.

And then I came to the Tree of Damned Shades.

Living souls had hung upon its branches and living souls had fed
its roots in ages past. Tiisted with the pain of their misquided
loyalty, the shades had made their pact and now had their reward.
Those same shades moaned their regret and agony, pleading for
Ppity from every branch and twig, save one whose deviant eye I
met. I paused in the glare of that eye. The Tree of Damned Shades
spoke in a splintering voice, crying out as if a thousand azes were
tearing at its heartwood.

“By my broken faith and darkened promises, a mortal walks in the
garden of blood. Once my roots taste of his mortal body, he is
mine and I am he. A man... aman... I will be free in flesh and bone.

.+ L will slay yyou for my master. Blood beyond measure I will spill

upon the battlefields of the world. Oh... freedom from this wooden

. frame that I could once again march to the beat of my heart!”

The tree withered and shook its dark branches and I fled, for my
fate lay not with those trapped and hideous souls..."
- Liber Malefic, Marius Hollseher: l
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FORSAKEN

Forsaken are frothing maniacs that howl and scream as they
sprint pell-mell towards the enemy lines, mutated limbs flailing
and distended jaws snapping like those of ravenous beasts.
Though they were once proud and mighty Chaos Warriors,
because of the severe mutations bestowed upon them, they have
become something less than human, with no more understanding
of battlefield tactics than the hounds that gather around their
bone-strewn lairs. Forsaken plunge headlong into battle without
discipline or caution. They attack without heed for their own
defence, a random mass of mutant appendages snapping in fury
as they seek to tear their foes apart. These unfortunates have been
reduced to the level of animals, and snarl and growl in a guttural
parody of true language. Where they once killed in the name of
martial ambition and the glory of the Dark Gods, they now kill
because of a savage and unnatural hunger.

Many Wartiors of Chaos, often no less valiant in the service

of their deities than their Chosen counterparts, find that the
rewards of the gods turn out to more closely resemble afflictions
than blessings. In time, many Forsaken lose any capacity for
rational thought, setting aside sophisticated weaponry in favour
of jagged teeth and twisted claws. They have no intelligence
glinting within their black eyes, for their minds churn with
nothing more than thoughts of killing and devouring everything
they can catch. These atavistic warriors often bear ever-twisting
assortments of mutations, including writhing tentacles, chitinous
claws, extra heads and hairy, grasping limbs that push out
through their armour. Some Forsaken manifest even more

extreme mutations, their warped forms echoing their bestial
minds; a sure sign that they are but one mutation away from
suffering total degeneration into spawndom.

Though they seem benighted and hideous to those from the
south, the Warriors of Chaos make little distinction between
the Forsaken and those other warriors who bear the mark
of the gods. In fact, they consider even the most freakishly
mutated Forsaken to be blessed, for is it not better to attract
the attention of the gods and die a glorious death in battle,
than to live an unremarkable life?
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TROOPTYPE: Infantry.
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SPECIAL RULES: Frenzy, Immune to Psychology,
Random Attacks (D3).

Freakish Mutations: If a unit of Forsaken are in base
contact with one or more enemy units at the start of a Close
Combat phase, roll a D6 on the table below. The effect lasts
until the end of the Close Combat phase.
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D6 Mutation

1  Slug Brains: All Forsaken in the unit have the
Always Strikes Last special rule.

2 Razor Talons: All Forsaken in the unit have the
Armour Piercing special rule.

3  Lashing Tentacles: All Forsaken in the unit have
the Always Strikes First special rule.

4  Venomous Fangs: All Forsaken in the unit have
the Poisoned Attacks special rule.

S  Healing Flesh: All Forsaken in the unit have the
Regeneration (5+) special rule.

6  Decapitating Claws: All Forsaken in the unit have
the Killing Blow special rule.

UPGRADES:
Forsaken of Khorne: Forsaken of Khorne have the
Hatred special rule.

Forsaken of Tzeentch: Forsaken of Tzeentch have the
Magic Resistance (2) special rule.

Forsaken of Nurgle: Forsaken of Nurgle have the Fear
special rule.

Forsaken of Slaanesh: Forsaken of Slaanesh have the
Swiftstride special rule.




"CHAOS SPAWN

A warrior who is visited by too many gifts of the Dark Gods
sventually succumbs to madness and mutation. His altered
Dody reaches a point where reason no longer sustains it, and
5e wails in anguish as his flesh ripples, sprouts and writhes,
undergoing the most profound and final of changes. Truly,
Chaos Spawn have a thousand faces and forms.
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TROOP TYPE: Monstrous Beast.

Ld
2D6+110 §

TR R

bl al ki

Chaos Spawn

SPECIAL RULES: Fear, Random Attacks (D6+1),
Random Movement (2D6), Unbreakable.

UPGRADES:

Spawn of Khorne: A Spawn of Khorne has the
Devastating Charge special rule.

Spawn of Tzeentch: A Spawn of Tzeentch has a
Strength 3 Breath Weapon that has the Flaming Attacks
special rule.

Spawn of Nurgle: A Spawn of Nurgle has the Poisoned
Attacks special rule.

Spawn of Slaanesh: A Spawn of Slaanesh has the
Always Strikes First special rule.

CHAOS
WARHOUNDS

In Norsca, wolves and hounds prowl in the flickering
shadows of the campfires made by the barbarian tribespeople
of the frozen lands. The further north the tribe dwells, the
more likely it is that the hounds that follow them will be
mutants, their bodies swollen by the energies of Chaos.
Brutish and bloodthirsty, the Warhounds of Chaos are
natural killers built of muscle and fang that prowl the
wilderness in ravening packs. They will even charge a
spearwall with total abandon, their only concern the moment
when their slobbering jaws sink into juicy, yielding flesh.
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TROOP TYPE: War Beast.

UPGRADES:
Scaly Hide: Chaos Warhounds with this upgrade have
the Scaly Skin (6+) special rule.

Mutant Poisons: Chaos Warhounds with the Mutant
Poisons upgrade have the Poisoned Attacks special rule.




Ogres are brutal, frightening, muscle-bound thugs to whom
only two things really matter — fighting and eating. They
roam the world over, picking on anything smaller than them
and hiring out their services as mercenaries in exchange for
gold, weaponry and copious amounts of food. If a group of
Ogres is sufhciently impressed by the savagery and skill of a
northern tribe, they may join them for a time, or even become
a permanent part of their warband.
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TROOP TYPE: Monstrous Infantry.
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SPECIAL RULES: Eye of the Gods (Ogre Mutant only),

Fear.

Ogre Charge: Chaos Ogres have the Impact Hits (1)

special rule. This is increased to Impact Hits (D3) if, when
calculating the charge range (or a pursuit into a new enemy),
the two highest dice score a total of 10 or more (you may want
to mark Chaos Ogre units that rolled a 10 or more for their
charge roll with a suitable counter, so you don’t forget in the
Close Combat phase). A unit of Chaos Ogres adds its current
Rank Bonus to the Strength of any Impact Hits they inflict.

CHAOS TROLLS

Chaos Trolls are malformed monsters whose lack of
intelligence is as legendary as their great strength. Chaos
Trolls are greatly feared because of their unthinking ferocity
and indiscriminate appetites. Like all their kind, Chaos
Trolls can vomit forth the steaming contents of their guts,
dissolving their victims with powerful acids and flesh-eating
worms. They are also possessed of powerful regenerative
abilities: lost limbs and even heads can grow back. However,
Trollflesh is extremely susceptible to the mutating power of
Chaos, and Trolls who have lurked too close to the Realm
of Chaos find tentacles, screaming maws and even stranger
mutations sprouting from their wounds.
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TROOP TYPE: Monstrous Infantry.
SPECIAL RULES: Fear, Regeneration, Stupidity.

Troll Vomit: A unit of Chaos Trolls can make Vomit Attacks
instead of their ordinary Attacks in close combat (but they
can still Stomp). Each Chaos Troll that can attack, including
those that can make supporting attacks, can make a single
Vomit Attack at Strength 5. A Vomit Attack hits automatically
and no armour saves may be taken against it.




Dr=con Ogres are amongst the most ancient of the world’s
&0 creatures. Their incredible longevity, as with almost all
Shinss supernatural, is the work of the Chaos Gods. Aeons
250, the elders of their race made a pact with the Ruinous
Powers, embracing damnation in order to save themselves
=m a slow decline into extinction. They were given

===rnal life, and in return, the entire Dragon Ogre race put
& mselves at the command of the Dark Gods. Since that day,
e Dragon Ogres have carved their names across the ages as
“=mortals who can only die in battle, monstrous beings that
—use themselves only in the name of destruction.

Though they have lived for an age, Dragon Ogres spend
most of their years slumbering under the mountains, and it

% only when terrible storms assail the crests of the world that
5 stir and come to life. As lightning spears out of the skies,
= Dragon Ogres scale mountain and glacier. They do this
= arder to bathe in lightning, rejoicing in the raw forces of
s=-ure, for it is the storm that invigorates them and fills them
with deadly energy for their coming battles.

The Dragon Ogres look forward to a time when their eternal
Sendage will end with the destruction of the world by Chaos.
2mid the lightning and thunder of the apocalypse, they

ieve that their entire race will wake once again. Until
<hen, these creatures bring death to the enemies of Chaos in
~ceparation for the End Times, hewing bodies with every
sweep of their blades and swipe of their monstrous claws.
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TROOP TYPE: Monstrous Beast.

SPECIAL RULES: Fear, Scaly Skin (5+).
Storm Rage (see below).

DRAGON OGRE
SHAGGOTHS

Dragon Ogre Shaggoths are living legends of carnage
zod devastation. As a Dragon Ogre ages, it becomes ever
larger, growing stronger and more powerful. As long

=< it can find lightning to refresh its body and revitalise
< mind, there is no limit to the size one can reach. The
=ldest and most primal of their kind are truly titanic
Seings, each a towering mountain of muscle and fury,
reinforced by the power of the raging storm.

=2

A% before the Elves had mastered the written word, before
the first greenskins crawled out of their caves, perhaps even
Sefore the Old Ones themselves visited the world, the oldest
Shagooths towered over forest canopies, temples and even

S —rcsses. These monsters are the same creatures that bartered

with the Dark Gods at the coming of Chaos, and all who stand

“efore them are slain with blade and claw. Only the mightiest

DRAGON OGRES

\.

of thunderstorms can awaken a Dragon Ogre Shaggoth, and it
is fortunate for the Old World that such ferocious tempests are
rare. However, with each passing year the storm clouds grow a
little blacker, and legend has it that when the Fnd Times come,
2 storm will break of such apocalyptic magnitude that even

the sire of the Dragon Ogre race, Krakanrok the Black, will
emerge from his ten-thousand-year slumber to lead his people
in the final battle to visit his fury upon the world.
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TROOP TYPE: Monster.
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SPECIAL RULES: Immune to Psychology, Large Target,

Scaly Skin (5+), Terror.

Storm Rage: Models with this special rule have a 2+
ward save against all lightning-based attacks. This includes
hits caused by spells (such as Chain Lightning, Urannon’s
Thunderbolt, Warp Lightning, Storin of Shemiek tc.), weapons

(such as Skaven Warp Lightning Cannons) and other special

abilities and attacks (such as a Skaven Doomwheel’s Zzzap!,
or Kholek Suneater’s Lord of the Storm attack). If a model

with this special rule is ever hit by a lightning-based attack or

effect, they immediately gain the Frenzy special rule.
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Part Dacmon, part war machine, a Hellcannon is a massive
construct of metal that growls and shakes with daemonic
sentience. In battle, these arcane engines heave crackling
blasts of raw energy that soar through the air into their
targets, liquefying anything they touch and sending the
survivors insane with fear.

Hellcannons are guided by a team of corrupt and sadistic
Chaos Dwarfs. These malign warsmiths escort and restrain
the Hellcannons in battle, for the Daemons bound within
hunger for a banquet of flesh. Such is the Hellcannon's
bloodlust that it must be chained to the ground to stop it
rampaging towards enemy lines. Even these precautions
often prove inadequate, as there is little that can stay a
Hellcannon's lust for destruction.

The Chaos Dwarfs load their charge by brutally shovelling the
bodies of their enemies into the Hellcannon’s dire-furnace. Flesh
runs like wax as the Daemon-machine’s hearth feasts on body
and bone. Soon, only the souls of its victims are left, harnessed in
the Hellcannon’s gullet as crackling bolts of energy that are fired
towards the enemy in powerful spasms of malice.
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" HELLCANNONS

TROOP TYPE: Monster.

SPECIAL RULES: Daemonic Attacks (Hellcannon
only), Large Target, Monster and Handlers, Terror,
Unbreakable.

Caged Fury: At the start of your turn, if the Hellcannon 1s
not in combat, take a Leadership test. If the test is passed,
the Hellcannon acts as normal. If the test is failed, pivot the
Hellcannon to face the closest enemy unit. It is then subject
to the Random Movement (3D6) special rule until the
beginning of the next turn, except it can only move forwards.

Daemonic Construction: A Hellcannon has a natural
armour save of 4+ and a ward save of 5+.

Doomfire: Doomfire is fired following the rules for a stone
thrower with the following profile:

Strength
5(10)

Special Rules

Move or Fire,

Multiple Wounds (D6),
Slow to Fire

Range
12—60”

The Doomfire’s Multiple Wounds (IDé) special rule applies
only to the high-Strength hit caused against the model under
the template’s central hole. Any unit that suffers one or more
casualties from Doomfire must take a Panic test as if it had taken
25% casualties, with a -1 penalty to their Leadership. Should the
artillery dice roll a misfire, roll a D6 on the following table:

e ~.
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D6 Result

1  Free at Last! The Daemon breaks its bonds. Every
unit within 3D6" takes D6 Strength § hits. Then,
remove the Hellcannen and its Chaos Dwarf Handlers
from play as casualties.

2 Schlurp: The Hellcannon sucks its own handlers into
its furnace. Remove all the Hellcannor’s remaining
Chaos Dwarf Handlers from play as casualties.

3  Thzzzz: The Hellcannon fires great pulses of raw
magic. All Wizards (friend or foe!) within 24" must
immediately pass a Leadership test or suffer a miscast.
Ignore any instructions to lose dice from the pool. Any
spells lost are determined randomly.

4  Grrraaagh: The enraged Daemon inside the
Hellcannon goes berserk. Remove D3 of the
Hellcannon’s Chaos Dwarf Handlers as casualties.

5 Blooood! The Hellcannon breaks its chains and rushes
forwards. Move the Hellcannon 3D6" directly forwards
as if it were subject to the Random Movement special
rule and it was the Compulsory Moves sub-phase.

6  Boom! The Hellcannon fires a devastating blast.
Resolve the Doomfire shot as if a Hit! had been rolled,

doubling the Strength of any hits (to 2 maximum of 10).
The Hellcannon cannot fire for the rest of the game.




PECEG Vo U B0 O 71

The men of the north are ever conscious that their actions
could catch the eye of their diabolic masters, and they do
everything in their power to attract their notice. For this
s=ason, many tribes bring blasphemous icons and unholy
relics to battle, hoping to draw the gaze of the gods. The
most powerful go even further, carrying vast shrines and
altars into battle so that the slaughter they wreak in the names
of their gods may be offered up directly to the Ruinous
Powers themselves.

Chaos Warshrines can vary wildly in design. Some are mere
wagons, piled high with skulls, weapons and other offerings
pleasing to their god. Others are vast altars mounted atop
iron platforms and borne aloft by mutant beasts that roam
the Chaos Wastes, creatures whose misshapen, over-muscled
bodies are evidence of the Dark Gods’ favour. Regardless

of who, or what, bears a2 Chaos Warshrine into battle, these
beasts of burden fight with unholy fervour, using their
prodigious strength to lash out with fists, teeth and claws,
striking down any who dare approach.

The shrine bearers are goaded towards the front lines by a
Shrinemaster, who condemns the souls of the slain to the
otherworldly beings of the Realm of Chaocs. The prayers

and sacrifices that are offered up are like sweet nectar to the
Chaos Gods, and the air crackles with blasphemous power
when they turn their glance towards the Warshrine. The
presence of a Chaos Warshrine empowers the warriors that
fight before it, the blessings of the Dark Gods manifesting in
the faithful nearby.

A Chaos Warshrine’s outward appearance often reflects the
persona of the deity to which it is dedicated. The Warshrines of
Khorne are great constructs of brass and blades that constantly
run with rivulets of blood, their every spike adorned with

the rune-etched skull of a powerful enemy warrior. Those
dedicated to Slaanesh are gilded carriages of scented silk, wax
and human flesh, draped in the still-living skins of those whose
organs have been offered to the Dark Prince. Warshrines of
Nurgle are fouler still, heaped high with flyblown offal and
stinking waste that is host to unimaginable parasites and
plagues. The Warshrines consecrated to the Changer of the
Ways are the strangest of all, their frames adorned with silver
bells, caged dragonflies and crystalline bones to tinkle and
chime with the music of the stars.
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TROOP TYPE: Chariot (Armour Save 4+).

SPECIAL RULES: Fear, Random Attacks (D6+2)
(Chaos Shrine Bearers only).

Favour of the Ruinous Powers: If a friendly model is
within 12" of one or more Chaos Warshrines when he rolls
on the Eye of the Gods table, he rolls an additional D6 and

discards a single dice of his choosing.

CHAOS WARSHRINES |

Giver of Glory: As mortal souls are offered 1o the Rusnous
Powers, the Shrinemaster imploves the Chaos Gods for their atd,
bestowving their dark blessings onto nearby Champions.

Innate bound spell (power level 4). Giver of Glory is an

angment spell that targets D3 friendly models with the Eye T
of the Gods special rule within 12". The targets of the spell %
immediately roll on the Eye of the Gods table (see page 25).
Remember, they will also benefit from the Chaos Warshrine’s

Favour of the Ruinous Powers special rule (see above).

Protection of the Dark Gods: A Chaos Warshrine has a
44 ward save.

War Platform: Unlike other chariots, a Chaos Warshrine has
neither the Swiftstride nor Impact Hits (D6) special rules.

If a Chaos Warshrine has the Frenzy special rule (from the
Mark of Khorne or otherwise), the Chaos Shrinemaster and
the Chaos Shrine Bearers each gain an Extra Attack. Finally,
if a Chaos Warshrine is required to take a Dangerous Terrain
test, treat its troop type as infantry.

‘I have been chosen for greatness by the Dark Gods themselves.
You, petty mortal, have been chosen only for death.”

- Eglizus, The Executioner of Trechagrad



Chaos Giants are monstrous humanoids with a prodigious
appetite for violence. They are single-minded engines

of destruction, as dedicated to murder and mayhem as
Champions of Chaos themselves. Chaos Giants are most
often encountered in the far north of the world, being fond
of the cold, rocky climes, and many find themselves in
service to a warband, either for their fill of fresh meat and
strong alcohol, or for the promise of slaughter and battle.
A swearing, bellowing monstrosity that revels in displays
of immense strength, a Chaos Giant is only content when
if is crushing people beneath its enormous cloven hooves
or smashing a battle line apart single-handedly. No wonder
these creatures are favoured by the Chaos Gods, for they are
annihilation incarnate.

Chaos Giants are instinctively drawn to those who bear

the favour of the Dark Gods, perhaps because the corpses
are always thick on the ground in the company of such
individuals. A Chaos Giant has the intelligence to recognise
friend from foe, but little else, and it certainly has no real
concept of obeying the orders of anything smaller than itself,
Things such as tactics and strategy just confuse a Giant, who
goes to battle primarily to kill and to feed. When a Chaos
Giant has ploughed into the enemy ranks, it is as likely to
grab a foe and store him somewhere for a later meal as it is
to lay about itself with a jagged menhir or massive blade- .
studded tree trunk. Regardless of its whim, a Chaos Giant’s
attacks are always devastating.

CHAOS GIANTS
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TROOP TYPE: Monster.
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SPECIAL RULES: Large Target, Stubborn, Terror.

Fall Over: Giants are ungainly and frequently befuddled,
as a consequence of which they often fall down, crushing
anything unfortunate enough to lie beneath them. They
are especially prone to this if they’ve been raiding the local
brewery, which isn’t altogether uncommon.

A Chaos Giant must test to see whether it falls over if any of
the following apply:

- It is beaten in close combat. Test once results are established
but before taking a Break test.

- It is fleeing at the start of its Movement phase.
- It crosses an obstacle. Test when the obstacle is reached.

- The Giant decides to Jump Up and Down on an enemy.
Test immediately beforehand.

To see if the Chaos Giant falls over, roll a D6. If the dice roll
is a 1, the Chaos Giant falls over. A slain Chaos Giant falls
over automatically.

To determine in which direction the Giant falls, roll a scatter
dice. Place the Fallen Giant template (see page 96) with its
feet at the model’s base and its head in the direction of the
fall (if a “Hit! is rolled, the direction of the fall is determined
by the small arrow on the Hit! symbol). The Fallen Giant
template is a special shaped template, which otherwise

uses all the template rules from the Warkammer rulebook

(so any models lying completely or partially under it are
automatically hit).

A model hit by a falling Giant takes a Strength 6 hit that

has the Multiple Wounds (D3) special rule. If the unit is in
combat and the Chaos Giant has fallen over whilst attempting
to Jump Up and Down, Wounds inflicted by a falling Chaos

Giant count towards the combat result.

A Chaos Giant that falls over automatically suffers 1 Wound.
If the Chaos Giant is in combat, then this Wound counts
towards the combat result.

Once on the ground (you may lie the model down if you
wish), a Chaos Giant may get up in his following Movement
phase, but may not move that turn.

Whilst on the ground a Chaos Giant may not attack, but he
can still defend himself after a fashion, so the enemy must still
roll to score hits on him. If forced to flee whilst on the ground,
the Chaos Giant is slain — the enemy swarm over him and

cut him to pieces. If the Chaos Giant gets the opportunity to
pursue his foes whilst he’s on the ground, he stands up instead.
A Chaos Giant may attack on the turn it stands up.




Giant Special Attacks: Chaos Giants do not attack in the
same way as other creatures. They are far too large and
fractious to take orders and much too scatterbrained to have
any sort of coherent plan. To determine what happens in each
Close Combat phase, pick a unit in base contact with the Chaos
Giant and roll a D6 on one of the following tables. Which table
you use depends on the size of the Chaos Giant’s vicim. When
fighting characters nding monsters, decide whether to attack
the rider or mount before rolling on the table.

AR T e

Big Things Table

Use this table when fighting monsters, monstrous beasts,
monstrous infantry, monstrous cavalry, chariots, war
machines, anything with the Large Target special rule,
and characters nding any of the above.

D6 Result

1 Yell and Baw!

2-4 Thump with Club
5-6 ’Eadbutt

i i o o S T e ey
Man-sized or Smaller Things Table

Use this table when fighting anything not covered by the
Big Things table, above.

D6 Result

1 Yell and Bawl

2 Jump Up and Down
3 PickUpand...

4-6 Swing with Club

Yell and Bawl: The Chaos Giant yells and bawls at the
enemy. This is not pleasant as Chaos Giants are deafeningly
loud and tend towards poor oral hygiene. Neither the Chaos
Giant nor models in contact with him actually fight if they
have not already done so this round. The Chaos Giant’s side
automatically wins the combat by 2 points (if both models
have a model that Yells and Bawls, the combat is a draw).

Thump with Club: The Chaos Giant picks one model as
his target and brings down his club with a single mighty
strike. The target may attempt to avoid the blow by passing
an Initiative test (use the lowest if the model has several
different values). If the test is failed, the model takes 2Dé6
hits that wound automatically, with no armour saves allowed.
If a double is rolled, the Chaos Giant’s club embeds itself in
the ground and the Chaos Giant cannot attack at all in the
following round whilst he recovers his weapon.

"Eadbutt: The Chaos Giant head-butts a single enemy
model from the target unit, automatically inflicting 1 Wound
with no armour saves allowed. If a victim is wounded but not
slain, then he is dazed and loses all of his following Attacks.
If the target has not yet attacked in that combat round, he
loses those Attacks; if he has already attacked, then he loses
the next round’s Attacks.

Jump Up and Down: The Chaos Giant jumps up and down
vigorously on top of the enemy. Before he starts, the Chaos
Giant must test to determine if he falls over (see previous page).
If he falls over, work out where he falls and calculate damage

as already described. Any Wounds caused by the fall (on either
side) count towards the combat result. If the Chaos Giant

remains on his none-too-nimble feet, the target unit sustains

2D6 hits resolved at the Chaos Giant’s Strength. Work out

damage and saves as usual. Chaos Giants enjoy jumping up and

down on their enemies so much that a Chaos Giant that does so

in one combat round will automatically do so in the following

round if he is able to, assuming that he did not fall over in the ~
previous round. A Chaos Giant that starts to Jump Up and &
Down will therefore continue to do so on the same target until he

falls over, the target is destroyed, or the combat ends.

Pick Up and...: The Chaos Giant stoops down and grabs
a single model in base contact from the target unit (Chaos
Giant player’s choice). The target must make a single Attack P!
to try to fend off the Chaos Giant’s clumsy hand. If this i3
Attack causes an unsaved Wound, the Chaos Giant’s Attack

fails. Otherwise, the Chaos Giant grabs the model and the

player rolls a D6 to see what happens next:
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D6 Result

1  Stuff into Bag. The Chaos Giant stuffs the victim
into his bag along with sheep, cows and other
plunder. The model is removed as a casualty.

2  Throw Back into Combat. The victim is hurled
back into his own unit like a living missile. The
victim is removed as a casualty, and D6 Strength 3
hits are inflicted on the unit (save as normal).

3 Hurl. The victim is hurled into an enemy unit
within 12" of the Chaos Giant — randomly
determine which. The victim is removed as a
casualty, and the unit takes D6 Strength 3 hits
(save as normal). Unsaved Wounds from these hits
count towards the Chaos Giant’s combat result. If
no enemy units are in range, treat this as a Throw
Back into Combat result instead.

4 Squash. This doesn’t really bear thinking about.
Suffice to say the model is removed as a casualty

5  Eat. The Chaos Giant gobbles his victim up,
swallowing him whole. The model is removed as
a casualty.

6  Pick Another. The Chaos Giant hurriedly stuffs the
victim into his bag or under his shirt (or down his
trousers if they’re really unlucky). Treat the Attack
as if the Chaos Giant had rolled the Stuff into Bag
result, above, and then choose another victim. The
second victim makes a single Attack as usual to
avold being picked up — if he fails, roll again on this
table to see what the Chaos Giant does with him.

Swing with Club: The Chaos Giant swings his club across
the enemy’s ranks. The Chaos Giant inflicts D6 hits on the
target unit, resolved at the Chaos Giant’s Strength.

UPGRADES:
Giant of Khorne: A Giant of Khorne has +1 Strength.

Giant of Tzeentch: A Giant of Tzeentch hasa 6+
ward save.

Giant of Nurgle: A Giant of Nurgle has + 1 Toughness.

Giant of Slaanesh: A Giant of Slaanesh has
+ 1 Initiative.
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" MUTALITH VORTEX BEASTS
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A Mutalith Vortex Bcast‘is an utter abomin:ation of nature. 3 P T e e
It is a terrifying fusion of monster and magic, a creature ¥ Mubahith Vot Bien® ot - 4 o)t | como s speioty S8 1
mutated beyond all reason by the power of Chaos. In battle, B T =S BEE e e, T
a Mutalith’s tentacles smash into the ranks of the foe. Those
not flung through the air are dragged screaming into the TROOP TYPE: Monster.
Mutalith’s maw, where hundreds of needle-like teeth shred
flesh and crunch bones to powder. As horrifying as such a SPECIAL RULES: Large Target, Random Attacks
fate is, though, it is not the thought of being eaten alive by a (D6+2), Regeneration (5+), Scaly Skin (4+), Terror.
Mutalith that gives its enemies waking nightmares.

Aura of Mutation: Tides of raw magic seep ont of the vortex,
Wherever a Mutalith treads, mutation and madness follow. mutating and (wisiing anything they touch.
A ball of raw magic is anchored into the creature’s body,
a seething orb of Chaos energy that warps and twists Innate bound spell (power level 5). Aura of Mutation is a
everything nearby. The flesh of the Mutalith itself 1s forever direct damage spell with a range of 18". Roll 2 D6, and
being healed and remoulded, sucked in and poured back out consult the table below to discover how many Toughness tests
again by the vortex. These same wisps of malign energy reach  the target must take, and 1f any long lasting mutations have
out across the battlefield, mutating everything they touch. occurred. For each Toughness test failed, the target suffers a

single Wound with no armour saves allowed:
When facing a Mutalith, enemy soldiers are wracked with A e St S it

random mutations. For every warrior who sprouts an extra

limb, another is transformed into a gleaming crystal statue D6 Result

or a pile of squirming three-eyed fish. Heroes have died as 1 Hideous Disfigurements: The target must take
their own spines burst from their backs to strangle them, D6 Toughness tests, and gains the Fear special rule
and warriors have watched on in horror as their flesh melts for the rest of the game.

and falls off their bones. Worse still are those times when the

vortex pulses, and entire regiments are engulfed by waves of 2 Trollbrains: The target must take D6 Toughness
mutating power that cause their bodies to twist together into tests, and gains the Stupidity special rule for the
the shape of a hideous Chaos Spawn. rest of the game.

3  Gift of Mutations: The target must take D6
Toughness tests. After resolving these tests, one
of the unit’s characteristics (roll 2 D6 to randomly
select between WS, BS, S, T, T or A) is increased
by 1 (to a maximum of 10) and one of their
characteristics (roll another D6 to randomly select
between WS, BS, S, T, T or A) is decreased by 1 (to
a minimum of 1) for the rest of the game.

4  Tide of Transformation: The target must take
D6 Toughness tests. Once the tests have been
resolved, roll 2 D6: on a 3 or more, choose another
enemy unit within 6" of the initial target — it must
take D6 Toughness tests. Keep rolling for further
victims (each within 6" of the last target struck),
until the roll is less than 3 or there are no more
viable targets. A unit can only be the target of Tide
of Transformation once per casting.

5  Maelstrom of Change: Place the small round
template over the target and scatter it D6". If a Hit!
is rolled, the template does not scatter. Every model
underneath the template must take a Toughness test.

6  Spawnchange: Every model in the target unit must
take a Toughness test. If the target suffers one or
more unsaved Wounds, you can immediately place a
new Chaos Spawn anywhere within 6" of the target
unit that is at least 1" from any unit and impassable
terrain. If the target suffered no unsaved Wounds, 1f
you do not have a spare Chaos Spawn model, or if it

cannot be placed, then no Chaos Spawn is created.




SLAUGHTERBRUTES

A Slaughterbrute is a hulking monster of muscle

and aggression. Such a creature cannot be broken by
conventional means, and those foolish enough to try are torn
apart and eaten for their efforts. Instead, a Slaughterbrute’s
mind is enslaved, through magic, to that of a Chaos
Champion. The binding ritual for a Slaughterbrute is long
and arduous. First, the beast is bound with magical chains,
its flesh carved with runes of domination and branded with
sigils of enslavement. Finally, daggers are soaked in the
blood of the champion who would be the beast’s master.
These are then driven deep into the creature’s spine, at
which point its thoughts are immediately subsumed with a
malign intelligence that is not its own.

Though some champions control a Slaughterbrute through
the movement of a marionette, most are able to manipulate
the creature through surpassing force of will, controlling its
every action as if they were their own. Under such dominion,
2 monster that would otherwise lash out with blind fury,
instead strikes with the skill of a warrior born. Every sweep
of its over-muscled arms leaves behind a trail of broken and
mangled bodies; every bite from its massive jaws rips another
enemy in half. As terrifying as a Slaughterbrute is, it is the
sight of so massive a creature feinting and parrying blows
that most unnerves their foes. Worse still, as a Slaughterbrute
carves through entire regiments, the unmistakable sound

of laughter can be heard rumbling from within the beast’s
throat, a throat that should by all rights be roaring with
bestial fury.

The combination of raw strength and pure skill is a

mighty boon for the followers of Chaos. However, if

the Slaughterbrute’s puppeteer should ever be slain, the
magical shackles binding the monster will sever. Unbound,

a Slaughterbrute reverts to its natural state, and a red haze
descends that makes no distinction between friend and foe.
To a Slaughterbrute free of enslavement, everything it sees is
prey to be crushed, stomped, and ripped apart. The only way
to halt the resultant rampage is to hack the beast down, and
few warriors are up to such = task.
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TROOPTYPE: Monster.
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SPECIAL RULES: Large Target, Scaly Skin (4+),

Terror. -

Runes of Binding: At the beginning of the game, you must
nominate a single friendly Lord or Hero and make sure
your opponent is aware which model you have nominated

" this is the Slaughterbrute’s master. If you have more than
one Slaughterbrute, you must nominate a different Lord or
Hero for each Slaughterbrute — if you do not have enough
Lords or Heroes for all your Slaughterbrutes, the remainder
start the game Unbound (see Unbound, below). Whilst the
Slaughterbrute’s master is alive, the Slaughterbrute uses that
madel’s current Weapon Skill and Leadership instead of its
own (unless it would normally be higher).

Unbound: If, at the beginning of its Movement phase,

a Slaughterbrute’s master has been slain (or if it started

the game without a master), it is Unbound. An Unbound
Slaughterbrute has the Random Movement (2D6) and
Frenzy special rules. An Unbound Slaughterbrute can never
lose its Frenzy, even if beaten in close combat. In addition,
an Unbound Slaughterbrute cannot choose the direction

it travels in. Instead, roll a scatter dice in the Compulsory
Moves sub-phase and move the Unbound Slaughterbrute in
the direction rolled (if a ‘Hit!” is rolled, the Slaughterbrute
moves straight forwards). If an Unbound Slaughterbrute
moves into contact with the board edge, a building or
impassable terrain, it instead stops 1" away.

Unlike other random movement, an Unbound Slaughterbrute
can move into base contact with a friendly unit, in which case it
will come to a stop and immediately inflict D6+2 Strength 7

hits on the unit. (If it comes into base contact with more than one
unit, you must choose one to inflict hits on.) After resolving these
hits, move the Slaughterbrute directly backwards 1", so that it is
no longer in base contact with the unit.

UPGRADES:

Extra Claws: A Slaughterbrute with this upgrade has
two additional Attacks to those shown on its profile. These
Attacks are resolved at Strength 5, so should be rolled for
separately. If the Slaughterbrute’s Strength is modified,
these additional Attacks are modified by the same amount.




Archaon is the Lord of the End Times, the vessel through
which the Dark Gods will unite their followers and turn

the whole world into a Realm of Chaos. He is an individual
whom all the Chaos Gods have bestowed their gifts upon.
Of all the Everchosen of Chaos who have assailed the world
over the ages, Archaon is the most ruthless and powerful. At
the heart of Archaon’s army is his old warband, the Swords
of Chaos, the most dread group of Chaos Knights ever to
have blighted the world. The Everchosen often rides to war
leading this cadre of veterans from atop the daemonic beast
known as Dorghar, the Steed of the Apocalypse.
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ARCHAON

The Everchosen, The Lord of the End Times
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TROOP TYPE: Infantry (Special Character). Dorghar is a
Monstrous Beast.

MAGIC: Archaon is a Level 2 Wizard. He uses spells from
one of the following: the Lore of Death, the Lore of Fire, the
Lore of Metal, the Lore of Shadow or the Lore of Tzeentch.

SPECIAL RULES (Archaon): Eye of the Gods.

Chosen of the Gods: Uniquely, Archaon has the Mark of
Khorne, Mark of Tzeentch, Mark of Nurgle and Mark of
Slaanesh. This does not prevent Archaon from joining any
unit that has a Mark of Chaos, nor does it prevent any other
character that has a Mark of Chaos from joining Archaon’s
unit. In addition, Archaon may re-roll any Eye of the Gods
roll, but the second result stands, even if it is worse.

Lord of the EEnd Times: If you take Archaon, he must be
your army General. His Inspiring Presence has a range of 18"

The Swords of Chaos: If your army includes Archaon, one
unit of Chaos Knights that does not have a Mark of Chaos
may be upgraded to be the Swords of Chaos. This unit has
the Hatred and Immune to Psychology special rules.

SPECIAL RULES (Dorghar): Daemonic Attacks,
Fear, Strider.

MAGIC ITEMS:

The Slayer of Kings: /e Second Everchosen, Vangel, trapped
the Greater Daemon U’zuhl inside this blade.

Magic Weapon. No armour saves are allowed for Wounds
caused by the Slayer of Kings. In addition, Archaon may
unleash the power of Uzuhl in any Close Combat phase. If he
does this, he fights with double his normal number of Attacks
(to a maximum of 10) but any rolls To Hit of a 1 will strike
either himself or a friendly model in base contact (controlling
player’s choice). Archaon may not re-roll To Hit results of

a 1 when unleashing [’zuhl. Once U’zuhl is unleashed,
Archaon must use this special ability in every close combat he
1s subsequently involved in for the rest of the battle.

The Armour of Morkar: Once belonging to the Lord Morkas;
Jirst Everchosen of Chaos, this armour shields Archaon from all
but the deadliest of blows.

Magic Armour. The Armour of Morkar grants Archaon

a 3+ armour save. In addition, no attack against him may
ever have a better chance To Wound than a 3+. Attacks that
wound automatically, always wound on a 2+, and so on, will
still need a 3+ to wound Archaon.

The Crown of Domination: An ancient battle-helm dating
back to the time of Morkar; the Crowon of Domination exudes an
anra of raw malice, cowing the unruly servants of Chaos and
revvifying the enemy.

Enchanted Item. The Crown of Domination grants Archaon
the Terror special rule. In addition, Archaon and any friendly
unit within 12" of Archaon may re-roll failed Break tests.

The Eye of Sheerian: T%e Eye of Sheerian, named afier the
Taeentchian Sorcerer who first discovered it, granis the bearer
visions, allowing Archaon to predict the attacks of the enemy and
counter or avoid them.

Talisman. The Eye of Sheerian grants Archaon a 4+ ward
save (which is increased to 3+ by the Mark of Tzeentch).



WULFRIKTHE WANDERER =~ ¥

Worldwalker, The Eternal Challenger

Walfrik the Wanderer is the ultimate seafaring warrior.

A hairy giant of a man, adorned with the trophies of his
many kills, Wulfrik travels the four corners of the world

and beyond. He seeks out and challenges the mightiest
champions of every race and creed, for as punishment for his
fubris, Wulfrik is bound to a lifetime of constant duelling
and violent death.

A warrior born, Wulfrik was ever known for his hulking
frame and tremendous skill at arms. He took the heads

of every Chaos champion who crossed his path, proudly
displaying them for all to see. Many sagas were sung to his
honour in his tribe, and his reputation spread far and wide.
Pride proved to be Wulfrik’s downfall, however. At the
victory banquet held in his name after he slew King Torgald
at the Battle of a Thousand Skulls, Wulfrik drank four full
barrels of mead, drunkenly boasting that he was the equal
of any other warrior anywhere in this world or the next. The
gods have a way of punishing such rash claims.

That night, Wulfrik was visited by a strange emissary of the
Dark Gods. In his dreams, Wulfrik journeyed to paradises,
necropolises and fantastic netherworlds, and everywhere he
passed was drowned in a great tide of blood. When Wulfrik
awoke, he was blessed with the gift of tongues — the ability to
issue an irrefusable challenge to any warrior or beast in their

own language. Simultaneously, he was cursed to wander the N )
length and breadth of the world on a never-ending quest to

prove himself against the most gifted warriors alive; living or

dead, mortal or daemonic.

Since that fateful night, Wulfrik has led a life of exile. His

warriors, loyal to the end, sail with him across the seas in the

sturdy longship Seafang. The stories have it that Wulfrik’s ¢
travels have taken him into the Realm of Chaos, where Seafang

sailed upon the Winds of Magic themselves, and that the great

vessel still retains the memory of flight. It is also said, perhaps /
because of this remarkable ship, that it is impossible to escape !
Waulfrik once he has decided upon his next quarry. Wulfrik the '
Wanderer is one of the most devout worshippers of the Dark

Gods ever to journey across the world. He has made offerings

of lordlings, sea serpents and Dragons to his nefarious masters.

To Khorne, he gives the skulls of his victims, to Slaanesh their
still-beating hearts, to Nurgle the contents of their slit guts,

and to Tzeentch their dying breath.
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TROOP TYPE: Infantry (Special Character).
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SPECIAL RULES: Eye of the Gods.

Gift of Tongues: When Wulfrik the Wanderer issues

a challenge, your opponent cannot choose to refuse it.
Furthermore, Wulfrik nominates which character will accept
the challenge — your opponent does not get to choose as per
the normal challenges rules.

Hunter of Champions: As soon as Wulfrik the Wanderer
is placed on the tabletop, nominate one enemy character in
your opponent’s army — this is the champion Wulfrik has
Journeyed to challenge. Wulfrik gains +2 Strength and re-
rolls all failed To Hit rolls against the chosen character.

Seafang: Before any units are deployed, Wulfrik the
Wanderer and a single unit of Chaos Marauders may choose
to use Seafang to encircle their foes. If they choose to do this,
they have the Ambushers special rule. When rolling to see if
Waulfrik and the Chaos Marauders arrive, roll once for both
Walfrik and the unit. When they arrive, the unit must be
deployed with Wulfrik joined to it.

' “Face me if you dare, stunted whelp, or do you lack even an
Elven maid’s courage? I thought the Sons of Grungni were
great warriors, but perhaps you are no true Duwarf. Indeed,
maybe you are instead some breed of bearded Goblin, though
in truth I have seen a finer beard on a Troll’s back-side.”

- Walfrik the Wanderer,
to Duwarf King Thurbad Stonebeard, in perfect Khozalid

B4



There is a legend of a cruel but beautiful warrior woman

who is the consort of Khorne himself. Her violent deeds are
watched over by her battle-hungry patron, and it is said that
those who earn her blessing will fight in the halls of the Blood
God for all eternity. Her name is Valkia the Bloody, and she
was returned from the dead to further the work of Khorne.

Once the fell queen of a great northern tribe, Valkia rose to
infamy by decapitating anyone foolish enough to question
her right to reign. This pleased Khorne greatly, for Valkia
dispatched many minions of his brother gods. One such
individual was Locephax, an unimaginably perverse Daemon
Prince of Slaanesh. Struck by the queen’s cold beauty, the
leering Daemon Prince suggested that Valkia would be

better suited to life as a slave gitl than as a monarch. The
warrior queen did not take kindly to this; taking up the spear,
Slaupnir, she flew into a berserk rage. They duelled for days,
but ultimately Queen Valkia was triumphant.

From that day forwards, Valkia enjoyed great favour in the
eyes of Khorne. The Gorequeen meant to slaughter her way
to the northernmost point of the world and cross through into
the Realm of Chaos, personally placing the head of Locephax
at the base of Khorne’s throne. She nearly fulfilled her quest,
but before a year was out, her corpse joined the thousands of
others littered across that hellstained realm.
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" VALKIATHE BLOODY

Bringer of Glory, The Gorequeen

Khorne raged at Valkia’s passing, and his fury was so thunderous
that it awoke her from death and, taking her in his claws, Khorne
reforged the queen into a form even more pleasing to him. Valkia
returned to the mortal world a vision of destructive power. Every
new dawn, she descends from the skies, taking more skulls for
her diabolic paramour and choosing those who will fight on in
the Realm of Chaos after their death. The Warriors of Chaos
fight all the harder in her presence, for it is said the gaze of
Khorne lingers about her still. Many champions redouble their
efforts knowing that the Blood God despises cowards and will
strike down those who flee, whilst others see a chance to gain his
attention on the field of slaughter, knowing that to become one of
his chosen is a prize beyond measure.
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TROOP TYPE: Infantry (Special Character).

SPECIAL RULES: Eye of the Gods, Fear, Fly,
Mark of Khorne.

Consort of the Blood God: If Valkia the Bloody is
required to roll on the Eye of the Gods table, do not roll
any dice. Instead, she is always counted as having rolled the
Slaughterer’s Strength reward (see page 25).

The Gaze of Khorne: All friendly units within 12" of Valkia
the Bloody re-roll failed Break tests. However, any friendly
unit that flees whilst within 12" of Valkia the Bloody, for
whatever reason, immediately suffers D6 Strength 6 hits.

MAGIC ITEMS:

The Spear Slaupnir: The Goregueen’s bavbed spear has slain
kings and paupers alike, ripping out their hearis or striking their
heads from their bodies in one deft blow.

Magic Weapon. All close combat attacks made by the Spear
Slaupnir have the Armour Piercing special rule. In addition,
on any turn in which Valkia the Bloody charges, Slaupnir
confers +2 Strength and the Killing Blow special rule.

Daemonshield: Te horned head of Locephax has adorned
Valkia’s shield ever since the Daemon Prince angered the
Gorequeen, its hypnotic eyes gazing at all who come close.

Magic Armour. The Daemonshield follows all the normal
rules for a shield. In addition, whilst an enemy model is in
base contact with Valkia the Bloody, they reduce their Attacks
by 1, to 2 minimum of 1.

The Scarlet Armour: Tis suit of armour runs ved with thick
strings of blood, sapping the strength of all Khorne's enemies.

Magic Armour. The Scarlet Armour grants Valkia the
Bloody a 3+ armour save. In addition, whilst an enemy
model is in base contact with Valkia the Bloody, they reduce
their Strength by 1, to a2 minimum of 1.



" VILITCH THE CURSELING

Master of Misrule, The Twisted Twin

Once there was born a pair of twins; one healthy, strong and
zood to look upon, and one wretched, weak and tiny. Though
the tribe’s leaders expected the wholesome son to become a
great warrior, it was the runt Vilitch who was to change their
“ate forever.

The twins had a difficult birth, and their mother died

soon afterward, for it took all her strength to nourish the
greedy infants. As they grew up, Thomin — the thriving

twin — excelled in the hunt, and soon rose to lead the tribe’s
voungest warriors. The weakling Vilitch, on the other

hand, was universzlly despised for his ugliness and frailty.
He was forced to perform his dead mother’s chores and,
humiliatingly, was denied the use of a sword. Thomin used to
beat Vilitch for the slightest infraction and, despite the runt’s
pleas, his father would not intervene.

As they grew up, Thomin became well-muscled and athletic,
quickly learning the ways of the warrior. Vilitch barely
managed to scrape by as an apprentice to the tribe’s shaman,
where he learnt a few meagre cantrips and a little knowledge
zbout the powers that dwelt beyond the veil. Every night, the
runtling prayed fervently to Tzeentch to reverse their fates,
to make him the strong one and his brother the slave. The
Great Sorcerer, who delights in anarchy, eventually agreed to
Vilitch’s selfish request.

One Geheimnisnacht, when the Chaos moon passed close to
the world, Vilitch awoke to find that his body and that of his
sibling Thomin had melded together. His brother’s intellect
had been added to his own, and there was nothing left of
Thomin's mind save for a drooling automaton enthralled to
Vilitch’s command.

The grotesque fusion of warrior and runtling that staggered

out of the twins’ tent glowed with the power of baleful magic.
Vilitch’s budding magical abilities had been enhanced a
hundredfold, and the hulking body to which his withered frame
had been fused was possessed of diabolic strength. Laughing
maniacally at his newfound powers, Vilitch embarked upon a
bloody killing spree, sending crackling arcs of pure change into
those who had looked down upon him in the past and forcing
the body of Thomin to throttle any who tried to stop him. By the
time the sun set, the village had been consumed by sorcerous fire
and the streets ran with molten flesh.

But Vilitch’s story did not end there. The malformed
sorcerer-twin hunted down all of the warrior elite of his tribe
and used his dire powers to enslave their minds, making
them little more than walking puppets that lived and died
according to his whims. Now, wherever the Curseling plots
and schemes to further his own power, a band of hard-bitten
veterans marches at his side, each of them under the fearful
command of the disturbing creature that they know only as
the Twisted Twin.
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TROOP TYPE: Infantry (Special Character).

MAGIC.: Vilitch the Curseling is a Level 4 Wizard. He uses
spells from the Lore of Tzeentch.

SPECIAL RULES: Eye of the Gods,

Loremaster (Lore of Tzeentch), Mark of 'I'zeentch.

MAGIC ITEMS:

Vessel of Chaos: Vilizch enjoys the patronage of the Great
Sorcerer himself, and as part of Tzeentch’s fickle plans, he has
gifted the Tvisted Roin with a dark crucible - a powerfid artefact
that is able 10 harness and stove a great reservoir of unstable
magical energy.

Arcane Item. When an enemy Wizard fails to meet the
casting value of a spell, the power dice used for that attempt
are converted to bonus dispel dice that Vilitch the Curseling
may utilise later that phase. Conversely, should the enemy
make a failed dispel attempt to counter one of Vilitch the
Curseling’s spells, the dispel dice used for that attempt are
immediately converted to bonus power dice that Vilitch may
utilise later that phase. Note that these bonus dice cannot
take your pool above the maximum limit and no other
Wizard can use these bonus dice — if Vilitch is unable to use
them, they are lost.




FESTUS THE LEECHL

ORD

Dark Apothecary, The Fecundite

If an unfortunate traveller were to stray onto the twisted
roads that lead from the northern forests into the Chaos
Wastes, he might be paid a visit by a most UIsavoury
individual during the dark of the night. A shuffling,
muttering figure stalks these lands, his moth-eaten robes
gently clinking with vials containing unimaginable
concoctions, which he is seeking to test out upon those he can
catch or deceive. A devotee of the plague god Nurgle, this
mysterious apothecary is quite, quite mad, though he once
bore the respect of physicians, alchemists and scientists across
the length and breadth of the Old World.

Doctor Festus was once a skilled chirurgeon who founded
hospices all across the province of Nordland, and was as
compassionate as he was gifted. Specialising in curative
unguents and salves, the good doctor cured hundreds

of people every year. With Festus’ guidance, Nordland
overcame outbreaks of the Screaming Ague, Blacklegge, and
even the crippling Ghoulpox.

It was the onset of Gnashing Fever that marked the
beginning of the end for Festus. Try as he might, the doctor
could not stem the spread of this new and highly contagious
disease. Festus locked himselfin his laboratory, working
ceaselessly to create a healing elixir. Countless sleepless nights
passed, and despite his best efforts, Festus still had no cure.

Those plague victims he had managed to sequester in his
laboratory were dying and he was powerless to prevent it. As
the last of his test subjects shook themselves to death, Festus
dropped to his knees, crying out for help. One by one, the
slack-jawed corpses in Festus’ laboratory turned their heads
to look at him. With one voice emanating from a score of
parched throats, they promised to give Festus the knowledge
necessary to cure not only this plague but all the diseases

1n the world, in exchange for a lifetime of service. In his
desperation, Festus agreed.

In the blink of a bloodshot eye, Festus’ mind was filled with
every detail of every sickness, ailment and plague known to the
great god Nurgle. This drove him entirely mad, washed away his
compassion and left nothing more than an intimate knowledge of
disease and a desire to experiment. Festus became the Leechlord
of Nurgle, who goes to war in the name of furthering his
revolting studies. Though his curative powers are greater than
ever before, woe betide the fool who crosses the Doctor; for he 1s
always in need of new test subjects, and not ahove force-feeding
his latest concoctions to his victims in his quest to bring ever
more repugnant forms of life into the world. It is a better fate by
far to die on the field of battle than to be captured alive by Festus
and used for his latest dark experiments.
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TROOP TYPE: Infantry (Special Character).

MAGIC: Festus the Leechlord is 2 Level 2 Wizard. He uses
spells from the Lore of Nurgle.

SPECIAL RULES: Eye of the Gods, Mark of Nurgle,

Poisoned Attacks, Regeneration.

Harbinger of Pestilence: Whilst Festus the Ieechlord is
in a unit, all models in that unit have the Poisoned Attacks
special rule.

Healing Elixirs: Whilst Festus the Leechlord is in a unit, all
models in that unit have the Regeneration (5+) special rule.

MAGIC ITEMS:

Pestilent Potions: Fesius is a walking repository of alembics and
Joul-smelling potions. Tb one blessed by Grandfather Nurgle, these
elixirs ave restovative brews, but to others, they are deadly poisons.

Enchanted Item. At the beginning of each Close Combat
phase Festus may cither drink his potions, in which case

he will immediately regain a single lost Wound, or try to
force them down the throat of 2 single enemy model in base
contact. If he attempts the latter, both players roll 2 D6 and
add their model’s unmodified Strength to the result. If your
opponent’s total is higher, nothing happens. If Festus’ total is
equal or higher, his victim immediately suffers D3 Wounds,
with no armour saves allowed. Any unsaved Wounds inflicted
by Pestilent Potions count towards the combat result.




Though he appears to be little more than sixteen summers
o age, Sigvald the Magnificent has blighted the world for
over three hundred years. The personification of beauty

oa the outside, but rot within, Sigvald rides at the head of

2n army of utterly devoted followers who would give their
Sves for him without a second thought. His elite bodyguard
Sear mirrored shields so that Sigvald might bask in his

own divine glory, and dozens of exotic females attend to his
svery whim and desire. Such are the depths of Sigvald’s
self-obsession that he will even call his retainers to attend
bim with their mirrors in the midst of battle, preening and
murmuring compliments to himself as men plunge into battle
2nd die all around him. Sigvald’s baroque armour remains
forever untarnished by age or the tiniest fleck of dirt, and
warm perfumed air surrounds him even during the fiercest
blizzard. The ground itself reshapes itself to let Sigvald pass,
and his feet float an inch above the world’s surface so that his
Doots are never touched by the mud or gore of the battlefield.
He has defeated warriors twice his size with a contemptuous
dick of his rapier, for Sigvald the Magnificent is the chosen
scion of Slaanesh, his every wish granted in exchange for an
eternity of depravity.

Sigvald was once the son of a powerful warlord-king whose
dark desires led him to carnal and unnatural acts. When a
child was born from the union of the warlord and his own
sister, the bastard infant was handsome indeed. His hair was
like spun gold and his skin was unblemished save for a tiny
horned birthmark on the back of his neck. At first, Sigvald’s
every wish was made manifest. However, the Prince’s
excesses eventually grew too obscene even for his father and,
when his fondness for human flesh was discovered, Sigvald
was banished. The boy-prince feigned dismay, but when his
father retired for bed, Sigvald slew him with his own blade.
The boy-prince left the tribe, reasoning that a man of his
calibre would thrive in the Chaos Wastes. And thrive he did,
but not through honest toil. Before the next dawn, the young
warrior had a new patron in the form of Slaanesh.

Hundreds of years later, Sigvald the Magnificent marches to
war at the head of an army of admiring followers. Any who the
Prince deems to be ugly, crude or irritating he has put to the
blade, sometimes eradicating whole cities on a whim. Slaanesh
spoils his adopted son as an indulgent father, and Sigvald’s
wild excesses only serve to elevate him further in the Dark
Prince’s favour. Jaded and capricious in the extreme, Sigvald
the Magnificent ever strives to plumb new depths of cruelty in
his conquests. He inspires fanatical devotion in his followers,
for they know that in the aftermath of battle, they may sate
their most unholy lusts without restraint.
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Scion of Slaanesh, The Geld-Prince
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TROOP TYPE: Infantry (Special Character).
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SPECIAL RULES: Eye of the Gods, Mark of Slaanesh,
Strider, Stubborn, Stupidity.
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Favoured Son: If Sigvald the Magnificent is required to roll
on the Eye of the Gods table, do not roll any dice. Instead, he
15 always counted as having rolled the Dark Fury reward (see

page 25).

Supreme Vanity: Sigvald the Magnificent may never re-roll
a failed Stupidity test, nor use another model’s Teadership
when taking a Stupidity test (such as the army General’s) —
he’s far too self-absorbed to take notice of anyone other than
his own handsome reflection. The above also applies to any
unit that Sigvald is currently joined to.

MAGIC ITEMS:

Sliverslash: Prince Sigvald’s sword is forged from a stiver of
Slaanesh’s own blade. 1t moves like quicksilver; striking its foes
down in a flurry of lightning-quick blows.

Magic Weapon. Sliverslash grants Sigvald +2 Attacks and
the Always Strikes First special rule.

Auric Armour: The Auric Armour is a sculpted suit of plate mail
Jorged from ensorcelled gold. Tendrils of dark energy constantly
caress the skin of the weares; rejuvenating his flesh and closing his
wounds with a tender touch.

Magic Armour. The Auric Armour grants Sigvald a 2+
armour save and the Regeneration special rule.



Even the most lackwit child knows that Trolls are grossly
stupid beasts. Nonetheless, around the campfires of the
north, there persist rumours that in the depths of Troll
Country there is an elder beast whose mutations were not just
of the body but also the mind — a Troll King possessed of 2
grim and malevolent cunning who seeks to grind the realms
of Man under his monstrous rule.

At the heart of an icy labyrinth strewn with the gnawed
corpses of once-mighty heroes, the Troll King, Throgg, sits
brooding upon his rocky throne. No fanfare announces his
arrival, no vassals pay him tithe, and no courtiers vie for his
favour. His subjects are drooling, stinking monsters and his
domain is a desolate and wind-whipped wasteland. A filth-
encrusted crown rings one of the Troll King’s tusks, a once-
priceless heirloom taken from a great warrior whose quest led
him only into Throgg’s gullet.

There was a time when Throgg was content purely with a life
of hunting, raiding and killing. He led his monstrous kin in
ambushes and midnight attacks, each more successful than
the last. Throgg had a knack of using the harsh climate of the
north as his ally, for Trolls are quite at home in the numbing
cold; to them a fierce ice-shard blizzard is no more troubling
than a light summer rain. Before long, the Troll King became
infamous, known amongst the warriors of the Old World as

THROGG

Wintertooth, King of Trolls

Wintertooth. Every season, great and lauded heroes would

ride northwards, brave knights and adventurers, all seeking
out Throgg’s lair to slay him. Every season, the Troll King

dined upon noble flesh.

One moonless night, as Throgg was picking his yellowed
tusks clean with a gem-encrusted blade, he beheld the broken
bodies of his prey and began to think. Throgg muttered to
himself, his eyes burning with cold fire for several long days.
If the race of Man was so keen to fight him and his bestial
subjects, then fight he would, with all the monsters of Troll
Country at his side.

That night, Throgg vowed that he would see the lands of
Men despoiled in the name of the Dark Gods. He would
gather every monster, mutant and madman under his rule
and march at the head of a nightmarish horde deep into the
so-called civilised lands of the south. On his heels would
come the bitter cold of winter, for where the creatures of
Chaos tread, the land itself warps and changes. Throgg
would bring about an age of ice and darkness and make all of
the races of the Old World his slaves.

As the Troll King marches determinedly south, his monstrous
entourage grows with every passing day. Under Throgg’s
dominion, the creatures of the hinterlands have united into a vast
army, and soon the race of Man shall feel the Troll King’s wrath.

I T T
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TROOP TYPE: Monstrous Infantry (Special Character).

SPECIAL RULES: Eye of the Gods, Fear,
Troll Vomit (see page 40).

Copious Vomit: Throgg has a Strength 5 Breath Weapon.
No armour saves are allowed against Wounds caused by this
Breath Weapon.

Lord of the Monstrous Horde: If your army includes
Throgg, units of Chaos Trolls count as Core choices instead
of Special choices.

Mutant Regeneration: Throgg has the Regeneration special
rule. In addition, if Throgg passes two or more Regeneration
saving throws in the same phase, he rolls on the Eye of the
Gods table at the end of that phase.

MAGIC ITEMS:

The Wintertooth Crown: Whether by some property of this
battered crown, or by the grace of the Dark Gods themselves, all
things bestial and savage obey the Troll King’s barked commands.

Enchanted Item. Providing Throgg is not fleeing, all friendly
war beasts, monstrous beasts, monstrous infantry and
monsters within 18" use his Leadership instead of their own,
unless it would normally be higher.




SCYLA ANFINGRIMM

Scourgeborn, The Talon of Khorne

Scyla Anfingrimm was once the bane of the coastlands
#om frozen Norsca to exotic Ind. A bloodthirsty raider
and warrior lord of the Ironpelt tribe, Scyla’s name was
synonymous with victory and pillage, and all who met

8im saw the fire of a born leader in his eyes. By the end of
Scyla’s second decade in the service of the Chaos Gods,

B had become little more than a mountain of muscle and
unquenchable rage, goaded into battle as a beast of war and
unleashed to run howling into the ranks of the enemy.

As a young man, Scyla quickly earned the respect of not
only his tribe but also the tribes of the neighbouring fjords.
He slew the vile Jabberslythe that haunted the mists over
the River Voltag, and it was Scyla’s sword that dealt the
deathblow to the tentacled beast that plagued the Bay

of Blades. Every spring, he would set sail with his men
further and further afield, raiding the coasts of the Empire,
Bretonnia, and even of far-off Nehekhara. Every autumn,
his longships came back laden with plunder, their timbers
groaning with gold and captives to be sacrificed to Khorne.
The womenfolk of his tribe chattered excitedly; surely it
would not be long before the eve of the gods noticed Scyla
and began to reward his prowess.

They were right. After orchestrating the massacre at Black
Gulch, which caused the winding chasm to run red with
Skaven blood, Scyla was gifted with massive brute strength
and hulking, ape-like arms. Honouring Khorne for his
blessing, Scyla launched a series of daring raids on the war-
dhows of the Plenipotentate Ibn Dhul, personally reducing
the flagship of the Dhuli armada to splinters. This time

his bravery was rewarded with a serpentine tail ending in

a snapping maw. Scyla’s merciless slaughter of the Chaos
Dwarf delegation sent to trade with his tribe resulted in a
profusion of horn-like plates that spread across his body.
After Scyla’s subjugation of the troglodyte Gorgers that
dwelt in Undermountain, Khorne gifted his champion with
the mind of a ravenous beast. That same night, Scyla’s body
flowed and spasmed out of control until his transformation
into a Chaos Spawn was complete.

From that day on, Scyla Anfingrimm was known as the
Talon of Khorne, and his tribe had a new master. Scyla still
fights alongside his old comrades at arms, but now they treat
him more like a prized warhound than a lord amongst men.
Though Scyla has become a mindless beast, he is still high in
the favour of Khorne, his only desire to kill and maim in the
name of his bloodthirsty god, and his destiny unlikely to hold
little more than a violent death.
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TROOP TYPE: Monstrous Beast (Special Character).

SPECIAL RULES: Fear, Hatred, Mark of Khorne,
Random Attacks (D6+2), Scaly Skin (5+),
Unbreakable.

MAGIC ITEMS:

Brass Collar of Khorne: During /ifs final transformation into
a Chaos Spatwon, a brazen collar pushed out from under the corded
mauscle of Scyla Anfingrimm’s neck. This collar protects the Blood
God's favoured spavon from enemy attacks and the sorceries of
cowardly wizards.

Talisman. The Brass Collar of Khorne bestows Scyla
Anfingrimm with a 6+ ward save and the Magic Resistance
(3) special rule.

‘KILL FOR KHORNE! KILL FOR KHORNE!
KILL FOR KHORNE! KILL FOR KHORNEY’

- Seyla Anfingrimm
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GALRAUCH

The Great Drake, First of the Chaos Dragons

In the time of Aenarion, when the Elves fought their great
wars against the tides of Chaos, the elder race of Dragons
fought at their side. These great drakes were the nemeses of
the armies of the Dark Gods, diving from the skies upon the
scions of Chaos and crushing or incinerating them in their
thousands. The might of the Dragons could only be matched
by the greatest of Daemons, and the epic clashes between
these mighty creatures were events of such magnitude that
the mortal warriors could only witness them in awe.

It was during such a battle that Galrauch the Gold Drake
came upon Fateclaw, the Lord of Change at the head of a
Daemon horde. As Galrauch descended from the heavens
like an avenging thunderbolt, the avian Daemon-thing below
did nothing more than bare its teeth in a sinister expression of
glee. Galrauch’s great jaws snapped shut around Fateclaw’s
head, ripping it clean away in a multicoloured spray of ichor.
Within a heartbeat, the broken body of the Greater Daemon
had dissolved into a scintillating mist that enveloped the
exultant Dragon and sank into his flesh.

Galrauch, resplendent in victory, flew high into the air, and
the Elf warriors below him raised cries of triumph. But
their cheers died away when the Dragon’s body became
suddenly wracked by violent convulsions. The mighty drake
froze in mid-air, and an evil, iridescent light appeared in its

eyes. His scales flowed like water, forming into evil. leering
faces that cackled maniacally in praise of Tzeentch. Foul
tentacles and wicked spikes emerged from the Dragon’s
flesh, and finally the once-noble head of Galrauch split into
two all the way down to the base of his neck. Where there
was once one head, there were now two, and to the horror of
the Elves below, both turned towards their ranks. One head
belched dark fire, burning scores of Elves alive, but the other
breathed a sorcerous mist that brought horrible mutations
and madness. The heads were governed by the same will at
first, but soon they started to tear at each other with hatred,

a sure sign that the spirit of the great Dragon had not been
completely destroyed. The mind of the Lord of Change
managed to wrest control of the powerful body once again,
but not before the Elves and Dragons had broken the back of

the Daemon armies.

Galrauch withdrew from the lands of mortals and slept for
centuries at a time, emerging now and then throughout history
to wreak havoc on the lands of Elves, Dwarfs and Men.
Legend has it that he was the first of the Chaos Dragons, and
that many were the dark creatures born of his blood and of his
evil sorcery. It was Galrauch who slaughtered King Thurgrim
Rockarm and all his kin and sacked their ancient halls. It was
he who single-handedly destroyed the city of Languerre de
Lac and plunged its ruins into eternal night. Hundreds of
noble heroes have tried to slay him, but they have all failed, and
their remains hang high in Galrauch’s lair as a testament to the
Dragon’s sorcerous might.
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TROOP TYPE: Monster (Special Character).

MAGIC: Galrauch is a Level 4 Wizard. He uses spells from
the Lore of Tzeentch.

SPECIAL RULES: Dark Fire of Chaos (see page 28),
Fly, Large Target, Mark of Tzeentch, Scaly Skin (3+),
Terror.

Breath of Change: Breath of Change is 2 Breath Weapon.
Any models hit must pass a Toughness test or be removed
from play with no saves of any kind allowed.

Spirit of Galrauch: At the beginning of each of his turns,
Galrauch must take a Leadership test. If the test is passed,
Galrauch is controlled as normal, but if the test is failed, the
ancient spirit of the original Dragon surfaces again.

Should this occur, Galrauch cannot move, cast spells or use
his Breath Weapons. In the Close Combat phase, he directs
half of his Attacks against himself as the two heads rip into
each other. If Galrauch is already engaged in close combat,
he can fight with his remaining Attacks as normal. The
Wounds caused by Galrauch against himself are added to the
enemy’s score when working out the combat resolution.




Every eight generations, when the malevolent moon
Morrslieb waxes full in front of its benign cousin Mannslieb,
2 terrible storm rages through the crevasses and chasms of
the Worlds Edge Mountains. Jagged ridges are silhouetted
like the broken teeth of some titanic beast as lightning
dashes and thunder roars. Before a great chasm that splits
the mountains like a gigantic axe wound, hundreds upon
hundreds of Northmen kneel in the pelting hail and snow,
chanting sonorously as their captives art sacrificed and
hurled bodily into a cavernous lair. Then, as the storm
reaches its terrible climax, a terror from the prehistory of
the world bursts forth with a roar that shakes the roots of
the peaks themselves — Kholek Suneater awakes, and all the
world trembles at his wrath.

Kholek 1s a Shaggoth of tremendous age. He is one of the
first-born kin of Krakanrok the Black, father of the Dragon
Ogres. Kholek was present when the terrible pact with the
Dark Gods was forged, pledging their race to an eternity
of servitude in exchange for immortality. The sagas tell that
Kholek’s part in the bargain was such an affront to nature
that the sun hid its face behind a bank of stormclouds and
has never looked upon Kholek since that fateful day. True
enough, Kholek’s coming is heralded by roiling black
thunderheads. Where the Herald of the Tempest walks, a

raging storm blots out the sun.

Like all Dragon Ogres, Kholek is energised and enlivened
by the power of lightning, roaring with triumph as crackling
bolts of pure power play across his ancient and scaly body.
He wears great plates of brass as his armour, the better to
attract the tempest’s kiss, encrusted with the patina of age
and blackened by scot. In his shadow march the mountain
tribes that worship him as a primal god of destruction.

Kholek Suneater was last seen by mortal eyes during Asavar
Kul’s great invasion, striding south with his armies under
the cover of a ferocious blizzard. The histories of that time
describe a raging storm-beast tall enough to look over the
ramparts of Praag, a god of winter who smashed his way
into the city with pure brute force. The sagas tell of how the
monstrosity stalked the Old Quarter of the city, demolishing
cach and every temple within the city walls before returning
to his glacial realm.

If the rumours from the north are true, Kholek is abroad
once more. Whenever the sky darkens with cloud and
thunder rumbles on the horizon, all who know of the legend
of the Suneater shiver in fear, for how can mortals stand
against a being who has waged war in the name of the Dark
Gods since before the dawn of Man?

KHOLEK SUNEATER

Herald of the Tempest. The Mountain God
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TROOP TYPE: Monster (Special Character).

SPECIAL RULES: Immune to Psychology,
Large Target, Scaly Skin (4+),
Storm Rage (see page 41), Terror.

Lord of the Storm: During each of Kholek Suneater's
Shooting phases, you may choose a single unengaged enemy
unit that is within 24" of Kholek Suneater, and is in his front
arc and line of sight, and roll a D6. On a roll of a 2-6 a bolt
of lightning hits the unit, inflicting D6 Strength 6 hits. On
the roll of a 1, the lightning hits Kholek Suneater instead (see
the Storm Rage special rule). Kholek Suneater may use this
ability even if he is engaged in close combat.

MAGIC ITEMS:

Starcrusher: The gigantic warhammer known as Staverusher
was forged in the raging heart of a voleano and enchanted to fell
monstrous foes. Kholek wields this enormons weapon with both
hands as he bears down upon his doomed enemies.

Magic Weapon. Hits inflicted by Starcrusher have the
Multiple Wounds (D3) special rule.
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N az’eep of the Winds of Magzc with a boon of sorcerous power:

l" When a spell from the Lore of Tzeentch is successfully cast, make

a note of how many power dice results were a 6. After resolvmg

4 the spell’s effect(s), you immediately add a single power dice to
# your army’s pool for each result of a 6 that was rolled to cast the
- spell. Only the Wizard that added these power dice to the pool
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can use them.
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BLUE FIRE OF TZEENTCH Caston 5+ 4. GLEAN MAGIC Cast on 8+

(Signature Spell)

As the wizard twists his hands in the air; the bodies of his enemies
are consumed with coruscating blue flames.

Blue Fire of Taeentch is a magic missile with a range of 24"
that causes D6 Strength D6 hits with the Warpflame qpecial
rule. The Wizard can choose to extend the range of the spell
to 48", If he does so , the casting value is u1creased to 8+.

ﬁwmw
1. TREASON OF TZEENTCH Caston 7+

The wizard reaches his thought into the minds of his victims,
tormenting them with subtle whispers that stoke the fires of mistrust
and treachery.

Treason of Tzeentch 1s a hex spell with a range of 24", Until the
start of the caster’s next Magic phase, the target unit must
use the lowest Leadership value in the unit (instead of the
highest as would normally be the case) and cannot benefit
from 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

to 10+.

2. PINK FIRE OF TZEENTCH Cast on 8+

A voiling tide of iridescent energy flows from the caster’s hand,
enveloping his foes in a cone of magical flame.

Pink Fire of Txeentch is a direct damage spell. Place the
teardrop-shaped template with its narrow end touching

the front of the Wizard’s base and the large end aimed at

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

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

3. BOLT OF CHANGE Cast on 8+
The wizard hurls a single devastating bolt of energy that blasts
through the ranks of the enemy, wracking their bodies with
sickening and wncontrollable mutations.

Bolt of Change 1s a magic missile with a range of 24" It
inflicts a single Strength D644 hit with the Multiple
Wounds (D3) and Warpflame special rules, and then
penetrates ranks in the same manner as a shot from a bolt
thrower. Armour saves are not permitted against Wounds

The caster steals sorceries from liis adversary’s mind.

Glean Magic is a direct damage spell that targets a single
enemy Wizard within 18". The caster and the target both roll
a D6 and add their Wizard level to the score. If the target’s
total 1s higher than the caster’s, nothing happens. Otherwise, ¥
the target suffers a Strength 3 hit with the Warpflame special B
rule, loses one Wizard level (to a minimum of 0) and forgets
one randomly determined spell (this cannot be a bound
spell). If the caster does not already know this spell, he
immediately gains it and can cast it just like any of his other
spells. When casting a stolen spell, always substitute its lore
attribute with the Lore of Tzeentch’s lore attribute.
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5. TZEENTCH'S FIRESTORM Caston 13+

A searing ball of scarlet flames swirls around the caster before
being cast towards the enemy, engulfing regiments with balefire.

Tzeentch’s Firestorm is a direct damage spell. Place the small
round template anywhere within 30" — it then scatters D6".
All models hit by the template suffer a Strength D6 hit with
the Warpflame special rule (roll once for the Strength and
use that value for all hits). The Wizard can choose to create
a larger firestorm, using the large round template rather than
the small one. If he does so, the casting value is increased to
16+ and the template scatters 2D6" rather than D6".

6. INFERNAL GATEWAY Caston 16+ |8

The wixard opens a portal to the dread Realm of Chaos, a magical |}
tear in the mortal plane that sucks those nearby to certain oblivion.  §

[m‘Es; nal Gateway is a direct damage spell with a range of
24". The target suffers 2D6 Strength 21D6 hits with the
Warpflame special rule. Roll for the Strength first. Ifan 11 or
12 1s rolled when determining the spell’s Strength value, the
hits are resolved at Strength 10, and the unit suffers 3D6 hits
rather than 2D6. '

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 during
that phase must take a Toughness test. If the test is failed, the
unit immediately suffers D3 Wounds with no armour saves
allowed. If the test is passed, all models in the unit gain the
Regeneration (6+) special rule for the rest of the game. Any
models in the unit that already have the Regeneration special 88
rule instead gain +1 to all Regeneration saving throws for
the rest of the game. Ck:aos is fickle!
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STREAM OF CORRUPTION
(Signature Spell)

Cast on 7+

The caster’s maw distends wide like a serpent before spewing forth
a noxious stream of disease and filth that chokes and suffocates the
joes nearest to fim.

Stream of Corruption is a direct damage spell. Place the
teardrop-shaped template with its narrow end touching the
front of the Wizard’s base and the large end over the target.
All models underneath the template must pass a Toughness
test or suffer a Wound with no armour saves allowed.

I. MIASMA OF PESTILENCE Cast on 5+

The caster’s followers effuse a ghastly odous; a bowel-loosening smell
that induces crippling bours of Violent vomiting in near by foes.

Miasma of Pestilence is an augment spell with a range of 18".
Until the start of the caster’s next Magic phase, all enemy
units in base contact with the target unit reduce their Weapon
Skill and Initiative by 1 (to a2 minimum of 1). The Wizard
can choose to cast a more powerful version of this spell that
instead reduces the Weapon Skill and Initiative of all enemy
units in base contact with the target unit by D3 (roll once
and apply the result to all affected enemies). If he does so, the
casting value is increased to 10-+-.

2. BLADES OF PUTREFACTION Cast on 8+

The wizard blesses weapons 16 goze with the choicest of Nw;gle ’s
Joul contagions.

Blades of Putrefaction is an augment spell with a range of 12".
The target unit’s close combat attacks gain the Poisoned
Attacks special rule until the start of the caster’s next Magic
phase. If a model targeted by this spell already has Poisoned
Attacks, its Attacks wound the target automatically on a

To Hit roll of § as well as 6.

3. CURSE OF THE LEPER Caston 10+

As the caster speaks, his followers are blessed with virulent
resilience, whilst fiis enemies watch tn horror as their limbs wither

and drop off-

Curse of the Leper can be cast on any unit (friend 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 1s cast on an enemy unit,
it is a hex spell that reduces the target unit’s Toughness by
D3 (to 2 minimum 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
{oNl 3ot
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Bloated with Discasc (Lorc Aﬂributc)
Nurgle is the Lord of Decay and he blesses those who _spn’zzd
plague in his name by bloating their bodies with foul vitaliy.

When a spell from the Lore of Nurgle is successtully
cast, roll a D6 after resolving the spell’s effect(s). On the
roll of a 6, the Wizard’s Wounds and Toughness are both

4. RANCID VISITATIONS Caston 10+

As the wizard reaches oul, his enemies are seized by a tervible
affliction that blackens their flesh and rots their organs o mulch.

Rancid Visitations is a magic missile with a range of 18"

that inflicts D6 Strength 5 hits. The target unit must then
immediately pass a Toughness test or suffer a further D6
Strength § hits. The target must keep testing its Toughness
in this manner until a test is passed, or the target is removed
as a casualty. /

5.FLESHY ABUNDANCE Caston 11+

The wizard generously gifts the fortunate recipient with a growth
spurt of the most repulsive kind. Great wobbling mounds of grey-

green fat spill out to seal wounds moments after they are formed.

Fleshy Abundance is an augment spell with a range of 18"

Until the start of the caster’s next Magic phase, the target

has the Regeneration (5+) special rule. If the target already
has the Regeneration special rule, it instead gains +1 to all .
Regeneration saving throws (to a maximum of 2+) unil i
the start of the caster’s next Magic phase. The Wizard can A
choose to have this spell target all friendly units within 18". If 3
he does so, the casting v alue is increased to 22+. 4

6. PLAGUE WIND Caston 15+ §

- - - 1
The wizard summons forik a maelstrom of magzots, bile and blight- |
&
ridden fluids to ear away his enemy’s skin, flesh and soul.

Remains in play. Plague Wind is a magical vortex that uses the
small round template. Once the template is placed, the player
then nominates the direction in which the Plague Wind will
move. To determine how many inches the template moves,

roll an artillery dice and multiply the result by the caster’s
Wizard level. If the result on the artillery dice is a misfire,
centre the template on the caster instead and roll a scatter dice; [

-

the template moves a number of inches equal to the caster’s 1
Wizard level, in the direction shown by the scatter dice (if B

J
you roll a Hit!, the template remains where it is). Any model 2

touched by the template must pass 2 Toughness test or suffer
a single automatic Wound, with no armour saves allowed.

In subsequent turns, the Plague Wind travels in a random ,
direction and moves a number of inches equal to the roll of an 44
artillery dice (if a misfire is rolled, the Plague Wind dissipates o
and is removed). The Wizard can infuse Plague Wind with
more power, so that it uses the large round template instead. If
he does so, the casting value is increased to 25+
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"THE LORE OF

SLAANESH

nt (Lore Attribute) <

Jaanesh is the Prince of Pain who gifis those that inflict
lortire and desparr with a delectable infusion of unkoly power.

When a spell from the Lore of Slaanesh is successfully

 cast, roll a D6 for each unsaved Wound caused by the

spell (if any). For each result of a 6 rolled, the Wizard’s
Weapon Skill, Initiative and Attacks are increased by 1

E* ‘ until the start of his next Magic phase.

LASH OF SLAANESH
(Signature Spell)

A long tongue-like whip of energy erupts from the caster’s forehead
and slashes into the ranks of his enemies.

Cast on 6+

Lash of Slaanesh 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
Piercing special rule.

1. ACQUIESCENCE Cast on 6+

With an almost lackadaisical gesture, the wizard engulfs his Jae
with a haze of broken dreams and unattainable desives.

Acquiescence is a hex spell with a range of 24”. The target
unit has the Always Strikes Last and Random Movement
(D6) 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
o0t

2. PAVANE OF SLAANESH Cast on 7+

The caster whistles the tune to one of the darkling dances of
Slaanesh, causing his foe 1o jerk spasmodically until bones SHAP.

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 +.

o e A A e e TS

3. HYSTERICAL FRENZY

The caster’s victims are engulfed by a torrent of unreasoning
emotions, causing them to claw at themselves with excruciating

pain and blissful rapture,

S~ -

Cast on 8+

Remains in play. Hysterical Frenzy can be cast on any unit
(friend or foe) within 24". If cast on a friendly unit, Hysterical
Frenzy is an augment spell. If Hysterical Frenzy is 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 is 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 duration of the spell,
the target of Hysterical Frenzy suffers D6 Strength 3 hits at
the end of each of the caster’s Magic phases.

- o . - = -

4. SLICING SHARDS Caston 10+

The wizard flicks his wrists and a cloud of razor-sharp darts bursts
Jrom his hands, flensing the minds, bodies and souls of his faes.

Sticing Shards is a magic missile with a range of 24" that
inflicts D6 Strength 4 hits with the Armour Piercing special
rule. The target must then immediately pass a Leadership
test or suffer a further D6 Strength 4 hits with the Armour
Piercing special rule. The target must keep testing its
Leadership in this manner until a test is passed, or the target
is removed as a casualty.

I T R R R I R g RN
3. PHANTASMAGORIA Caston 10+

With a complex sign, the wizard summons illusory creatures who
Jit and broil across the battlefield, their dark promises of “fulfilment
seducing and bewildering the hapless foe.

Phantasmagoria is a hex spell with a range of 24", Until the
start of the caster’s next Magic phase, the target unit must
roll an additional D6 whenever it takes a Leadership test,
discarding the lowest result rolled. The caster can choose to
have this spell target all enemy units within 24", If he does so,
the casting value is increased to 20+

6. CACOPHONIC CHOIR Caston 12+

The wizard screams an car-piercing chorus that tortures the souls
and shatiers the sanity of those who would stand in his parh.

Cacophonic Choir is a hex spell with a range of 12". The target
unit takes 2D6 hits that wound on a 4+ with no armour
saves allowed. If at least one unsaved Wound is caused,

the target unit gains the Always Strikes Last and Random
Movement (Dé6) special rules until the start of the caster’s
next Magic phase. The Wizard can choose to have the spell
target all enemy units within 12". If he does so, the casting
value is increased to 24+,




As the Champions of Chaos wage their wars, they acquire a
variety of bizarre mutations and strange gifts of power.

Below are Chaos Mutations and Powers that can be bought
for Chaos characters. Fach can only be chosen once per
army. Note that Daemonblade, Collar of Khorne and Chaos
Familiar are also magic items, and so follow all the normal
rules for items of their types (with the exception that they
are purchased differently in the Warriors of Chaos army
list). For example, you cannot have a Daemonblade and
another magic weapon.

" CHAOS MUTATIONS & POWERS

DAEMONBLADE
Magic Weapon

Each of these blades is a prison for the essence of a powerful
Daemon. They are artefacis of utmost power, but the Daemon
within is treacherous indeed, and will turn against its wielder in
the blink of an eye.

50 Points

The wielder of a Daemonblade has the Random Attacks
(D6+3) special rule. However, every To Hit roll of a I made
by this character in close combat 1s resolved against himself;
the character can never re-roll a To Hit roll of a 1.

COLLAR OF KHORNE 45 Points
Talisman. Daecmon of Khorne or model with Mark of
Khorne only.

These rune-etched collars, imbued with Khovne's loathing for
magic, provide protection against the avcane aris.

The character has the Magic Resistance (3) special rule.

UNHOLY STRIKE 33 Points

The champion can channel the dark strength flowing through his
vens 1o deliver a single blow that can shatter a fortress wall.

Instead of striking normally, the character can choose to
make a single special Attack. If he does so, and the Attack
hits, the hit is resolved at double the character’s Strength and
has the Multiple Wounds (D3) special rule.

ALLURE OF SLAANESH 15 Points
Daemon of Slaanesh or model with Mark of Slaanesh only.
Slaanesh’s favoured champions are so aitraciively captivating that
Jew can find the will to raise a blade against them.

Any opponent wishing to strike the character in close combat
must first pass a Leadership test (test immediately before the
model rolls To Hit). If the test is failed, that model cannot
make any close combat attacks that phase. This does not
affect Attacks that do not roll To Hit.

POISONOUS SLIME 15 Points

The champion’s flesh is saturated with a loxic slime that seeps
through his skin, poisoning anything he touches.

The character has the Poisoned Attacks special rule and a 5+
ward save against Poisoned Attacks.

ACID ICHOR 10 Points

The champion’s blood has been transformed into a corrosive ichor.

‘Whenever this character suffers an unsaved Wound in

close combat, the model that inflicted that hit must pass an
Initiative test or suffer a Strength 4 hit. Wounds inflicted by
Acid Ichor count towards the combat result.

BURNING BODY 10 Points

This champion is survounded by crackling flames that burn his
enemies whilst leaving his own body untouched.

The character has the Flaming Attacks special rule and a 5+
ward save against Flaming Attacks.

SOULFEEDER 10 Points

The champion is possessed of an immortal hunger that can only be
satisfied by feeding upon the souls of his slain foes.

Roll a D6 for every unsaved Wound inflicted by the character
in close combat. For each result of a 6 rolled, he immediately
regains a single lost Wound.

FLAMING BREATH 30 Points

This champion breathes not air, but fire, and by roaring he ushers
Sforth a searing cone of flames.

The character has a Strength 4 Breath Weapon that has the
Flaming Attacks special rule.

THIRD EYE OF TZEENTCH 10 Points
Daemon of Tzeentch or model with Mark of Tzeentch only.
A third eye opens in the favoured one’s forehead that can see the
shifting strands of fate.

The character re-rolls ward save results of 1.

CHAOS FAMILIAR
Arcane Item :
A Chaos Familiar memorises a spell on its master’s behalf,
constantly rehearsing for its big moment until it is called upon to
share its arcane knowledge.

25 Points

The character adds +1 to all of his channelling attempts and
knows one extra spell than normal for his level.

NURGLE'S ROT 10 Points
Daemon of Nurgle or model with Mark of Nurgle only.
Nurgle’s Rot is the most dreaded and comtagions of all diseases, for
it gnaws at the victim’s soul as well as fis mortal body.

At the start of every Magic phase, every enemy model in base
contact with the character suffers a single Strength 1 hit, with
no armour saves allowed.

SCALED SKIN 20 Points

The champion’s skin is covered with a thousand reptilian scales,

each as tough as Dragonhide.

The character has the Scaly Skin (5+) special rule.

HIDEOUS VISAGE S Points

The Champion has been rewarded with a hideous appearance.

The character has the Fear special rule. However, other
models can never use this character’s Leadership.




'DREAD ARTEFACTS OF CHAOS

On the following pages are magic items available to Warriors of Chaos armies. These can be taken in
addition to any of the magic items listed in the Warhammer rulebook.

HELLFIRE SWORD
Magic Weapon

65 points

This blade was made from a single, searing flame that was
hammered into material form and quenched in the blood of a fire-
diinn. Those struck by it are set ablaxe and may explode as their
blood turns to liguid fire. The Hellfire Sword was first wielded by
the Chaos Lovd Garathor but, over time, it consumed his lifeforce
until nought remained within his armour but ash. When the
Hellfire Sword was prised from Garathor’s ruined gountlet years
later; it flaved so hotly that it fused info its new owner’s hand.
Eventually, this fool’s spivit was also consumed, and the cycle began
anew. Stnce its creation, a hundred mortals have borne this flame-
wreathed blade, unaware of their doom until it was too late.

Close combat attacks made with the Hellfire Sword have the
Flaming Attacks and Multiple Wounds (ID3) special rules.
No armour saves can be taken against Wounds caused by
the Hellfire Sword. After all close combat blows have been
struck, roll a D6 for every foe slain by the Hellfire Sword
—on the roll of a 6, the slain foe’s body explodes, inflicting
an additional Dé Strength 4 hits on the enemy unit with the
Flaming Attacks special rule. Unsaved Wounds inflicted in
this way count towards the combat result. At the end of each
of the wielder’s turns, roll a Dé; on the roll of a 1, he suffers
one Wound with no armour saves allowed.

SWORD OF CHANGE
Magic Weapon

30 points

The Sword of Change was wronght within the magical balestorm
of the novthern Chaos Gate. It was fashioned by the Daemon
Warlord Amon ‘Chakas, whose fossilised eye 15 still grasped in the
weapon’s pommel. The Sword of Change is saturated with the
miutating power of Chaos. Even the atr around the blade is in
Jlux: at one moment, the blade is wreathed with the scent of sweet
perfiames, only to be veplaced a heartbeat later with the stench of
rot and decay. An eye-blink later and the air around the Sword of
Change shines with multicolonred hues before being surrounded in
a haze of misted blood. This magical sword has the power to reduce
those whaose flesh it pierces into mindless, flailing mounds of flesh,
warping their bodies inio monsirosities known as Chaos Spawn.

It an enemy character or monster is slain by the Sword of
Change in close combat, roll a D6. On the roll of a 4+,

the model is transformed into a Chaos Spawn under the
control of the owner of the Sword of Change, exactly as if the
enemy model were a Chaos Champion that had suffered 2
bpawndom result on the Eye of the Godc; table on page 25.

FILTH MACE 30 points
Magic Wcapon. Model with Mark of Nurgle only.

This rusted mace drips with Nurgle's choicest plagues and bears
an enchantment thai ensnares the souls of those crushed beneath its
flth-encrusted mass. The seveams of these spirits arve deafening and
Jearsomne in equal measure, but they ave as nothing compared to the
tervor caused when a fresh soul is bound to the macs, fuelling an
epidernic growth of new disease: the wails turn into phiegm-choked
laughter and the steady drip of pestilence becomes a weeping flood.

Close combat attacks made with the Filth Mace have the
Poisoned Attacks special rule. Once the wielder has killed
an enemy model in close combat, he immediately gains the
Terror special rule and, from the start of the next Close
Combat phase (friend or foe), all subsequent Attacks made
with the Filth Mace that result in a successful Poisoned
Attack have the Multlple Wounds (D3) 5pcual rule.

HELM OF MANY EYES
Magic Armour

25 points

This helm is covered with eyeballs that stare into the world as

ir was, as it 15, and ay it shall once be. The stream of visions

can overwhelm the beaver; but those who can sift through the
bombardment of images are truly tervifying foes. They attack with
preternatural veflexes, foreseeing theiy foe’s actions and striking
them dowon before they can even raise thetr swords. The only
vision the helm never reveals is the moment of its wearer’s demise,
making it z};z;r)o:sffﬂ!e Jfor the champion to avoid such a fate. Upon
the wearer’s death, a new boil appears on the helm’s surface. In
time this bursts, revealing a new eyeball — the exact match of the
previous owner — to join the helm’s ever-growing collection.

The bearer of the Helm of Many Eyes counts his armour
save as being one higher than normal. In addition, the bearer
has both the Always Strikes First and Stupidity special rules.



SKULL OF KATAM
AIC:UIE IfClT].

Lpon his death, the skull of the daemonclogist Katam was daubed
oith runes using the blood of the Chaos Dragon Baudyos. The skull
continues o utter words of power, and a wizard who listens may
Learn many arcane secrets. However, every time the bearer consults
the skull, there is a chance it will reveal one of the rrue mystevies
of the Realm of Chaos, impariting knowledge rhat blasts the mind
oith 11 scope and impossibility. In time, the skull’s whisperings
drive its owner insane, reducing him to a drooling madman whose
gibberings are joined only by the eerie sound of Katam’s laughter:

15 points

The bearer of the Skull of Katam can choose to consult

it before attempting to channel power dice. If he does so,
roll 6 dice instead of 1. If the bearer consulted the Skull of
Katam, he suffers a -1 Leadership penalty for the rest of the
game for every result of a 1 rolled when channelling — if it is
ever reduced to 0, he is immediately removed as a casualty.
A Wizard with the Mark of Tzeentch may not re-roll
Lhannellmg results of a 1 when us,mg the Skull of Katam.

CHALICE OF CHAOS
Enchanted Item

On the eve before the Fall of Praag, Asavar Kul gathered his champions
to drink from the Chalice of Chaos, a vessel that contained the boiling
blood of @ Daemon. As Kul's minions swallowed, their bodies were
wrought with changes, and those that survived were infised with
powes: Once the last drop of ichor was drained, the chalice shattered
and disappeared in a cloud of smoke. The vessel was thought lost until
the Sorcerer Kharon Baal rediscovered it decades later — mysteriousty
repaired and filled with fresh blood — at the base of the monolith raised
1o honour Kul's fell deeds. Several times since has this cup been drunk
Jfrom, shartering into fragments every time only o reappear years later:
Countless mortals have sought out this fabled chalice, only too eager to
visk eternal damnation for a fleeting chance at witimare glory.

10 points

One use only. The bearer of the Chalice of Chaos may drink
from it at the start of any phase. If he chooses to do so, roll a
D6 and consult the table below.

D6 Result
1  Unworthy Fool: The imbiber immediately suffers
a Wound, with no saves of any kind allowed.

2  Inhuman Speed: The imbiber gains the Always
Strikes First special rule until the end of the turn.

3  Regenerating Flesh: The imbiber gains the
Regeneration special rule until the end of the turn.

4 Dark Fortune: The imbiber gains a 5§+ ward save
until the end of the turn.

w

Daemonie Strength: The imbiber gains the
Killing Blow special rule until the end of the turn.

6  Final Transformation: If the imbiber s already
a Daemon Prince, he instead treats this result as
Unworthy Fool. Otherwise, he must immediately
take a Leadership test. If passed, he is gifted with
Daemonhood, as described on the Eye of the
Gods table on page 25. If failed, he is gifted with
Spawndom, as described on the same table.
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PENDANT OF SLAANESH 50 points
Enchanted [tem. Model with Mark of Slaanesh only. \

This pendant was crafied from the crystallised soul of the first
fruman to have been seduced by Slaanesh. When worn, i comes to
life, burrowing deep into the owner’s chest, inflicting hours of agony
as 1t slowly scratches through skin, flesh and bone befove nestling
next 1o the champion’s heart. Once there, it invigorates the bearer
with sublime energy whenever he feels pain and instslls a euphoric
state that even the fear of death cannot mar. Once a warrior

has tasted this ecstasy, they will jealously guard the pendant,
surrounding themselves only with loyal followers and shunning the
company of rival champions lest they try and take it for themselves.

The bearer of the Pendant of Slaanesh can only join units p
that have the Mark of Slaanesh. No other character may

join the same unit as the bearer and he cannot join units that

already contain a character. Whenever the bearer, or his unit,

take a Break test, it is taken on one less dice than usual (note

that a Break test cannot be passed with Insane Courage on a

single D6). In addition, for each unsaved Wound the bearer

suffers, he gam: +1 Attack for the rest of the battle.

BLASTED STANDARD 25 Points
Magic Standard. Model with Mark of Tzeentch only.

Wowven from threads of pure magic, this standard is inscribed with
runes that constantly writhe, and survounded with the coruscaring
Jires of change. These magical flames shield Tzeentch’s followers,
leaping out to intercept enemy missiles and transforming them
according to the Lovd of Fate’s whim. Volleys of arvows might be
transformed into clouds of feathers, shoals of fish or puffs of multi-
hued smoke whilst falling rocks and hurtling cannonballs may be
altered into snawballs or piles of toads. However; such is Tzeentch’s
Jickle natyre that these flames occasionally change a spent shot into a
bolt of lightning or a spinning shard of crystal that punches into one
of his followers with devastating — and often _faral — force.

Each time the bearer, or his unit, suffer a hit from a shooting
attack, roll a D6 immediately before rolling To Wound. On
the roll of 2+, the Strength of that hit 1s halved. However,

if the result is a 1, the Strength of that hit is instead

doubled. Attacks that do not roll To Wound, or that wound
automamally, are not affected by the Blasted Standard.

BANNER OF RAGE 25 points
Magic Standard. Model with Mark of Khorne only.

Sewon from strings of congealed gore, this banner radiates bloodlust
s0 strong that those beneath it are goaded into a state of permanent
rage. There is a prophecy written in the Tome of Blood of a great
champion who will carry the Banner of Rage across a viver of
blood and be granted the gift of Daemonhood. Th date, no mortal
has been rewarded so, for none have lived long enough. The
promise of immortality drawws Khorne’s followers from across the
world, each challenger believing that they alone are the one the
prophecy speaks of; each ready to pluck the banner from the dead
[fingers of its current bearer:

The bearer of the Banner of Rage can only join units that are
completely comprised of models with the Mark of Khorne.
Only characters that have the Mark of Khorne may join the
same unit as the bearer. Whilst the bearer is alive, neither
he, nor his unit, can ever lose their Frenzy special rule.

If the bearer joins a unit that has lost its Frenzy, the unit
immediately regains the Frenzy special rule.




UNIT CATEGORIES _
As described in the Warkammer rulebook, the units in the army list
are organised into five categories: Lords, Heroes, Core, Special and

'USING THE ARMY LIST
The army list 1s used alongside the ‘Choosing an Army’ section
of the Warhammer rulebook to pick a force ready for battle. Over

the following pages you will find an entry for each of the models in Rare units.
your army. These entries give you all of the gaming information that
you need to shape your collection of models into the units that will ARMY LIST ENTRIES

Each army list entry contains all of the information you need o

form your army. Amongst other things, they will tell you what your
choose and field that unit at a glance, and uses the following forma

models are equipped with, what options are available to them, and
their points costs.

w—a e L e w—s e st o AN
- CHAOS MARAUDERS (1
Profile
Chaos Marauder
" Marauder Chieftain
" . - -
@) Unit Size: 10+ Qo
® May upgrade one Chaos Marauder to a Marauder Chieftain ......... 10 posmes
@Equipment: ® May upgrade one Chaos Marauder toa musician .. ................ 10 points
* Hand weapon e May upgrade one Chaos Marauder to a standard bearer . ............ 10 posmzs
e The entire unit may take one of the following:
6 Special Rules: = MarleoF KRN s sivine on s sies s sn 2ot Sessi 2 poinis per mode
* Eye of the Gods (Marauder Chieftain only) = Mark of Teeenteh :o: soraicu ot ses ionia o v ewesis 2 points per moce
\ @ =" WMarkof urgle . . ... ..o o8s des i S5 sor e 2 points per mode
" = Markof Slaanesh. . . .. . .cini e v e 1 point per mod=
® The entire unit may takeshields .......................... 1 point per mod=
® The entire unit may take lightarmour. .. ................... 1 point per moded |
* The entire unit may take one of the following: |
= (BreatWEADONS oo somssrns e necmisme sime s rmmiminsise - 3 points per mode
= BRIS vvmmnens somemrmsmens sy shmie s e S e Y 3 2 points per mode

1 Name. The name by which the unit or 4 Points Value. Every miniature in the 7 Special Rules. Many models have

character is identified.

2 Profiles. The characteristics profiles for
the model(s) in each unit are provided
as a reminder. Where several profiles are
required, these are also given, even if they
are optional (such as unit champions).

3 Troop Type. Each entry specifies the
unit type of its models (for example,
‘infantry’, ‘cavalry’ and so on).

60 points.

The Chaos Marauder
on the left is armed with
a hand weapon. As you
can see from the profile
above, he will cost 6
poinis io include in your
army. A unit of ten
warriors armed like this
would therefore cost

Warriors of Chaos army costs an amount
of points that reflects how effective it is
on the battlefield. For example, a Chaos
Marauder costs 6 points, while Archaon
costs a mighty 580 points.

Unit Size. This specifies the minimum
size for each unit, which is the smallest
number of models needed to form the
unit. Sometimes it will also show a
maximum size for the unit.

n

6 Equipment. This is a list of the stand-
ard weapons and armour for the unit.
The cost of these items of equipment is
included in the basic points value.

The Chaos Marander
on the lefi is armed with
a flail, and he costs 8
points. The warrior on
the right is a Marauder
Chieftain. To upgrade
a Marauder unit to
include this champion
will cost you an

additional 10 points.

special rules that are either fully descones
earlier in this book or in the Warhamm
rulebook. The names of these special
rules are listed here as a reminder.

8 Options. A list of optional weapons ==

armour, mounts, and other upglades o
units or characters, including the pei==
cost for each particular option. Many
unit entries include the option to upgrase
a unit member to a champion, standaz2
bearer or musician. Some units may ca===
a magic standard or take magic items == =
further points cost.
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LORDS

ARCHAON 580 points '
Profile M WS BS T W A Id Troop Type

5 4 5

Sy 3

S
Archaon S TR 10 Infantry (Special Character)
. Dorghar B =SS o Monstrous Beast

e m— . S e < W TRy iy — S —E = - — & =

Equipment: Special Rules Special Rules Options:

* Shield (Archaon): (Dorghar): * May be mounted on Dorghar .. ............... 70 points
* Chosen of the Gods  * Daemonic Attacks  * If your army includes Archaon, you may upgrade one unit

Magic Items: ¢ Eye of the Gods * Fear of Chaos Knights in your army that does not have a Mark of

* The Slayer of Kings * Lord of the * Strider Chaos to be the Swords of Chaos (see page 48 for additional

* Armour of Morkar End Times rules) wooes si L . e N 5 points per model

¢ Crown of Domination ~ ® The Swords

* Eye of Sheerian of Chaos Magic:

Archaon is a Level 2 Wizard. He uses spells from one of the following: the Lore of
Death, the Lore of Fire, the Lore of Metal, the Lore of Shadow or Lore of Tzeentch.

GALRAUCH

Profile M Troop Type
Galrauch 5 5 Monster (Special Character)

Magic:

Special Rules:

* Breath of Change * Mark of Tzeentch Galrauch is a Level 4 Wizard. He uses spells from the
* Dark Fire of Chaos * Scaly Skin (3+) Lore of Tzeentch.

* Fly * Spirit of Galrauch

* Large Target * Terror

- -

KHOLEK SUNEATER 545 points
Profile MWSBSS TWI A Id Troop Type
' Kholek Suneater it e SR S [y ) Monster (Special Character)

<yl el -

Magic Items: Special Rules:

* Starcrusher * Immune to Psychology ¢ Scaly Skin (4+)
* Large Target * Storm Rage
* Lord of the Storm * Terror

SICVALD THE MACNIFICENT
Profile Troop Type
- Sigvald the Magnificent 4 3= Infantry (Special Character
Equipment: Magic Items: Special Rules:
* Shield * Sliverslash * Eye of the Gods * Stnder
* Auric Armour * Favoured Son ¢ Stubborn
* Mark of Slaanesh * Stupidity

Supreme Vanity

" VALKIA THE BLOODY 405 points

Profile MWSBS S TW I A ILd Troop Type
. Valkia the Bloody - Sl 3eegiaT g Infantry (Special Character)
S, ; s Tk : - - -
Magic Items: Special Rules:
* The Spear Slaupnir * Consort of the Blood God * Fly
* Daemonshield ¢ Eye of the Gods * The Gaze of Khorne
* The Scarlet Armour * Fear ¢ Mark of Khorne




Profile
Vilitch the Curseling
Equipment:

® Tiwo hand weapons
® (Chaos armour

-

CHAOS LORD
Profile
Chaos Lord

= W

Equipment:
* Hand weapon
® (Chaos armour

'3 Special Rules:
' * Eve of the Gods

bl bt

LO

W

3

— -

WS BS

3

ST
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Special Rules:
Eye of the Gods

Magic Items:
* Vessel of Chaos

* Loremaster (Lore of Tzeentch)

* Mark of Tzeentch

Options:
* May take magic items worthup to .. ... 100 points
¢ May take Chaos Mutations and Powers worth up to
.................................... 50 points
* May tzke one of the following:
— Markof Khorne. . .................. 10 points
— Markof Tzeentch .. ........ocooan.. 10 points
= Markof Nurgles oo e sovpusa = 10 points
— Mark of Slaanesh. . ................. 5 points

CHAOS SORCERER LORD

Profile

Chaos Sorcerer Lord

Equipment:
* Hand weapon
* Chaos armour

Special Rules:
* Eye of the Gods

-

DAEMON PRINCE

Profile
Daemon Prince
2 -

—

: Equipment:
- * Hand weapon

Special Rules:

® Daemonic Attacks

* Daemonic
Invulnerability

® Terror

e [Unbreakable

MWSBSS T W
SRS - g

Masic:

A Chaos Sorcerer Lord 1s a Level 3 Wizard. He

uses spells from the Lore of Death, the Lore of ire,
the Lore of Metal or the Lore of Shadow. A Chaos
Sorcerer Lord with the Mark of Tzeentch, Nurgle

or Slaanesh must use either the Lore of Tzeentch or
the Lore of Metal, the Lore of Nurgle or the Lore of
Death, or the Lore of Slaanesh or the Lore of Shadow,
respectively.

Magie:

A Daemon Prince that is a Wizard uses spells from
the Lore of Tzeentch or the Lore of Metal if itisa
Daemon of Tzeentch, the Lore of Nurgle or the Lore
of Death if it is a Daemon of Nurgle, and the Lore of
Slaanesh or the Lore of Shadow if it is a Daemon of
Slaanesh.

I A Id
SegE

=

380 points

Troop Type
Infantry (Special Character)

Magic:
Vilitch the Curseling is a Level 4 Wizard. He
uses spells from the Lore of Tzeentch.

Troop Type
Infantry (Character)

— T R B s | T i —— T v~ o

* May choose to be armed with one of the following:
— Additional hand weapon (unless mounted) 6 poznts

(05 16 i | oL OSSR 8 points
L 11 B v G points
= Fhalberd . .. ...vmui o i w4 8 points
— Lance (mountedonly) ............... 8 points
o My takeashield oo v vomme wme v v 5 points
® May choosea Mount.............. (see page 88)

Troop Type

8 Infantry (Cha

Options:
* May be upgraded to a Level 4 Wizard . . . 35 posnts

® May take magic items worthup to ... .. 100 pornts
* May take Chaos Mutations and Powers
WOrth Up to...oooooeee 50 points
* May take one of the following:
— Mark of Tzeentch. ...l 15 points
= Wardeof Nurple o manssas 10 points
— Mark of Slaanesh ... 5 points
* May chooseaMount.............. (see page 88)

Troop Type
Monster (Character)

e B

Opti(‘ms:

* May take Chaos Mutations and Powers

WOLth U 10 oo wn e nsmwnsmis s sy 100 points
* May take magic items worthup to ...... 25 points
* May take Chaosarmour .............. 20 points
* May take Daemonic Flight . ........... 40 poinis
* Must take one of the following:

— Daemonof Khorne ................. 10 points

— Daemon of Tzeentch. . ............. 15 poinits

— Dasmon eF NUEgle: o wu sl w0 10 points

— Daemon:of Shaanesh: = o sovnanone sa - 5 points
¢ Unless it is 2 Daemon of Khorne, may take up to

four Wizard levels 35 pointsflevel




;V%LFRIK THE WANDERER
L V\f:l)lfﬁlj the Wanderer

— e a = e =

Special Rules:
* Eye of the Gods
* Gift of Tongues

Equipment:
* Hand weapon
¢ Chaos armour

* Shield

THROGG
Profile
' “Throgg

Equipment: Masic Items:

* (reat weapon

A '-__“m_!-‘—"'__'__? S e e

EESﬁITUS THE LEECHLORD
: F;..s?us gze Leechlord

Special Rules:
* Eye of the Gods

Equipment:
* Hand weapon

 Harbinger of Pestilence

Magic Items:
¢ Pestilent Potions

¢ Healing Elixirs
e Mark of Nurgle

SCYLA ANFINGRIMM
Profile
. Scyla Anfingrimm

Spécial Rules:
o Hear
e Tatred

» Mark of Khorne
¢ Random Attacks (D6+2)

A e o

- EXALTED HERO

Profile
' Exalted Hero

Special Rules:
¢ Eye of the Gods

Equipment:
* Hand weapon
¢ Chaos armour

¢ The Wintertooth Crown

e e T

® Scaly Skin (5+)
s Unbreakable

BATTLE STANDARD BEARER
* One Exalted Hero in the army may carry the
battle standard for +25 points. The Battle
Standard Bearer can have a magic standard
(no points limit). A model that carries a magic
standard cannot have any other magic items.

180 poiats

Troop Tyvpe
Infantry (Special Character)

e e A T e D

* IHunter of Champions
* Seafang

195 points
Troop Type
Monstrous Infantry (Special Character)

e -_— R -

Special Rules:
¢ Copious Vomit
* Eye of the Gods

* FBear * Mutant Regeneration
* Lord of the Monstrous Horde ¢ Troll Vomit

190 points
Troop Type
Infantry (Special Character)

* Poisoned Attacks
¢ Regeneration-

Magic:
Festus the Leechlord is a Level 2 Wizard.
He uses spells from the Lore of Nurgle.

105 points
Troop Type
Monstrous Beast (Special Character)

e = e S ——-

Magic Items:
e Brass Collar of Khorne

Options:
» May take magic items Worth up o . ... ocoveovamaae e 50 pants
‘e May take Chaos Mutations and Powers w EEiDITTALT e R O 25 points
* May take one of the following:
— Markiof Khorie o oo RS 10 posnrs
_ Matk of Tzeenteht oees o- o c s s s SR e 10 pornts
_ Mark of Nursleso @SS, 0 SEESEAREE e 10 points
— Mark of Slazies st e e e e oo e 5 points
* May choose to be armed with one of the following:
_ Additional hand weapon (unless mounted) .. . ....... ..ol enns 3 points
= L e I e R 5 points
— Great weapons s a e o SUCEUR R e 6 points
— Halberd . e e 6 points
o May tukeashieltlC R L JEEE . B ogEE - e e 3 points

o May choose @ IMIOUIEL: . -~ oc - cooemmm o e e {see page 88)
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CHAOS SORCERER

Profile
Chaos Sorcerer

Equipment:
* Hand weapon
® Chaos armour

Special Rules:
* Eye of the Gods

Masic:
A Chaos Sorcerer is a Level 1 Wizard. He uses spells
from the Lore of Death, the Lore of Fire, the Lore of
Metal or the Lore of Shadow. A Chaos Sorcerer with
the Mark of Tzeentch, Nurgle or Slaanesh must use
either the Lore of Tzeentch or the Lore of Metal, the
Lore of Nurgle or the Lore of Death, or the Lore of

Options:

e e T o =) - L

110 points -
Troop Type
Infantry (Character)

——

May be upgraded to a Level 2 Wizard . . . 35 points

Slaanesh or the Lore of Shadow, respectively.

MOUNTS

* May take magic items worthup to ...... 50 points
® May take Chaos Mutations and Powers
1T (N e e 25 points
* May take one of the following:
— Mark of Tzeenteh il i 15 points
— Mark sENiEplesw a T v 10 points
— Mark of Slaanesh ............................ 5 poinis
* May choosea Mount . ............... (see below)

A character that has the option to be mounted may choose one mount from the following list:

* Barded Chaos Steed. . . .. .. 24 points (Lords) or 16 points (Heroes)
® Steed of Slaanesh

(Character with the Mark of Slaanesh only) . .......... 25 points
* Disc of Tzeentch

(Character with the Mark of Tzeentch only). .. ... .. ... 30 poinrs
SR NertOmEIVIGTIE 5 <5 covnsvnin o 56805555 08 s mmen 35 posnts

- May be upgraded to have barding .............. ... 15 pornts
* Palanquin of Nurgle

(Character with the Mark of Nurgleonly) ............ 40 points
* Juggernaut of Khorne

(Character with the Mark of Khorneonly) . ........... 55 points
® ChaosChariot .. ..........c.oiiiiiieiiiana... 110 points

(See page 36 for profile and special rules. The character replaces

one of the chariot’s crew)

— Ifthe character has taken a Mark of Chaos, you may upgrade a
Chaos Chariot to have the same Mark of Chaos (see page 90 for
points cost).

Profile

Chaos Dragon
Chaos Steed
Daemonic Mount

&
=]
45}

Disc of Tzeentch
Juggernaut of Khorne
Manticore

Palanguin of Nurgle
Steed of Slaanesh

mwuwmm-hwoxi
L ) bn by b = O DN
L L U s e Lo Oy e

Special Rules:

* Chaos Dragon: Dark Fire of Chaos, Fly,
Fumes of Contagion, Large Target, Scaly
Skin (3+), Terror.

* Juggernaut of Khorne: Brass Behemoth,
Daemonic Attacks, Fear, Murderous

* Daemonic Mount: Daemonic Attacks,

Fear. Charge.

i R G e & el

o Chaos Warshring .. oo vs om0 90 5 am s e o o mm eemen 125 points

(See page 43 for profile and special rules. The character replaces

the Chaos Shrinemaster)

— Ifthe character has taken a Mark of Chaos, you may upgrade the
Chaos Warshnine to have the same Mark of Chaos (see page 93 for
points cost).

¢ Gorebeast Chariot .. ....... ... ... ... . ... .. .. ..., 130 points

(See page 36 for profile and special rules. The character replaces

one of the chariot’s crew)

— IFthe character has taken a Mark of Chaos, you may upgrade
the Gorebeast Chariot to have the same Mark of Chaos (see
page 93 for points cost).

* Manticore (Lordsonly). . ..., 150 potnts

=

* Disc of Tzeentch: Daemonic Attacks,
Fear, Fly.

— A Manficore may have any of the following upgrades:
* IronHard Skin .. ........... ... ... ... ..... 25 points
Wt T s v wwammsme v v sarmes o 10 points
...................... 330 points

Monster
‘War Beast
Monstrous Beast

War Beast
Monstrous Beast

L0 LY ey

Monster
Monstrous Beast
War Beast

L ILE TR (R S T S

* Manticore: Fly, Killing Blow, Large
Target, Terror, Uncontrollable.

 Palanguin of Nurgle: Daemonic Attacks,
Fear.

o Steed of Slaanesh: Armour Piercing,
Daemonic Attacks, Fast Cavalry, Fear,
Poisoned Attacks.
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" CORE UNITS
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" CHAOS WARRIORS
Profile Troop Type
Chaos Warrior 3 o] 3 Infantry
" Aspiring Champion ' AT Infantry

Unit Size: 10+

* May upgrade one Chaos Warrior to an Aspiring Champion .......... 10 points

Equipment: * May upgrade one Chaos Warrior to a musician . ........ooiveon.n.. 10 points

* Hand weapon * May upgrade one Chaos Warrior to a standard bearer . ... ........... 10 points

¢ Chaos armour > — May take a magic standard worthupto ... ... .. oo 25 points
* The entire unit may take one of the following:

Special Rules: e N T CE U TS s vminnssn st Smrrmessstinits s w0 SR 1is. s 2 points per model

¢ Eye of the Gods (Aspiring Champion only) == Marknal DzeertChomesae be svpmae s S & s 2 poinis per model

BTk oF INHEBIE . .oome o some msaimmies sup w504 53 G 2 points per model

— VRGBT ST oo ssiwn e sversmvemmnss et mmaminsamag w0 it 1 point per madel

® The entire unit may take shields .......................... 1 point per model

¢ The entire unit may take one of the following:

S AN dIOTAL RATARWEADONS o wov seimorssgaant v simjsimntonn is o2z 2 points per model
At R IOTIS ey wromiaions W SEeEi R S e Ve i i 3 points per model
e IS o B e s S SRR TSRS e s 3 points per model

3 - — e W, W - -—— e T L A - e = A T Y
" CHAOS MARAUDERS 6 points per model
Profile I W Troop Type
Chaos Marauder 4 - : Infantry
* Marauder Chieftain L ; i e Infantry
Unit Size: 10+ Options:
* May upgrade one Chaos Marauder to a Marauder Chieftain ... ... .. 10 points
Equipment: * May upgrade one Chaos Marauder toa musician .................. 10 points
* Hand weapon * May upgrade one Chaos Marauder to a standard bearer . ............ 10 points
* The entire unit may take one of the following:
Special Rules: — Matle O RROMNE. , + o e o 550 50 R TR e S R o5 315 2 points per model
* Eye of the Gods (Marauder Chieftain only) — Matkof Tzeenteh . . coumuie v simmemns wn winoimmins os s s 2 poinis per model
B Vi e B T v (OB e S L S e 2 points per model
— Motk oF SIaNEsh s s et - atesi St e oot i st 1 point per model
* The entire unit may takeshields .................0. ... ... 1 point per model
* The entire unit may take hightarmour...................... 1 point per model
* The entire unit may take one of the following:
— (G TEALWEAPONS <. o) - e, 2y B Se  s  ER e s 3 poinis per model
) -1 K R o e R L e 2 points per model

FORSAKEN 19 points per model

Profile S TWI A Ld Troop Type
- Horsaken 4. 0 4 4 1 4 D3 8 Infantry
Unit Size: 5+ Equipment: Special Rules: Options:
* Hand weapon * Freakish Mutations * The entire unit may take one of
® Chaos armour * Frenzy the following:
* Immune to Psychology — Forsaken of Khorne . . . .. 2 points per model
* Random Attacks (D3) — Forsaken of Tzeentch. . ... 1 point per model
— Forsaken of Nurgle . . . .. 2 points per model

— Forsaken of Slaanesh . . . . 2 posnts per model
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CHAOS WARHOUNDS
Profile

Chaos Warhound

4
it b A

CHAOS CHARIOT
Profile

Chaos Chariot

Chaos Charioteer

Chaos Steed

P T

Unit Size: 1 Equipment:

e WM v S

6 points per model 1

Options:

¢ The entire unit may be upgraded to have the Vanguard special rule
................................................... 2 points per model

® The entire unit may be upgraded to have any of the following:
Stocaly Ehde e s ve snewois i 1% Snemon iy i M 1 peint per model
-Mutant PoisOmS . . .- v et et e 1 point per model

110 points
Troop Type :
Chariot (Armour Save 3+)

Options:

* Halberds (Chaos Charioteers only) * May take one of the following:
Crew: 2 Chaos Charioteers * Scythes — MarkofKhorne. ... ................ 10 points
— Markof Tzeentch .. .. .............. 10 points
Drawn by: 2 Chaos Steeds — Markof Nurgle. ... ooooociinncn. o 15 points
— Mark of Slaanesh. .. ................ 5 points

e f e A T s

MARAUDER HORSEMEN
Profile
Marauder Horseman

Marauder Horsemaster
Warhorse

- o, T o e

Unit Size: 5+

Equipment:
* Hand weapon

Special Rules:
* Eye of the Gods (Marauder Horsemaster only)
* Fast Cavalry®

*If a unit of Marauder Horsemen is equipped with

light armour, they lose their Fast Cavalry special rule.

14 points per model
Troop Type
Cavalry j
Cavalry

Options:
* May upgrade one Marauder Horseman to a Marauder Horsemaster. . . 10 points
¢ May upgrade one Marauder Horseman to a musician. .. ............ 10 points
* May upgrade one Marauder Horseman to a standard bearer. . .... .. .. 10 points
* The entire unit may take one of the following:
— Magkof Khomme: s: ovmve it v icnmes pe ss s s asmms e 2 painrs per model
— Markof Tzeentch . .. ... 2 points per model
— Mtk BENEEBIE. gl s vme ot i s o3 2 points per model
— Mtk 6P SHANEER v noiam & wreviinin s i loa st 4 1 point per model
® The entire unit may take shields . .............. ... ....... 1 point per mode!
* The entire unit may take light armour®. . . ......... ... .. .. 1 point per model
* The entire unit may take one of the following:
— Throwing axes . ... ..ot e e 2 points per model
] L) L1 s S ——— o ———————.— W S —————— 1 point per mode!
* The entire unit may take one of the following:
T S e N ) e e B 1 point per model

= Dl T R - . = . . S, 2 points per model
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HELLSTRIDERS OF SLAANESH

Profile M WS
- Hellstrider 4 4
* Hellreaver 4
8 Steed of Slaanesh 1073

BS

Special Rules:
Armour Piercing (Steed of Slaanesh only)
Daemonic Attacks (Steed of Slaanesh only)
Eye of the Gods (Hellreaver only)
Fast Cavalry
Fear
Mark of Slaanesh
e Poisoned Attacks (Steed of Slaanesh only)
* Soul Hunters

* CHOSEN
Profile

M WS BS
- Chosen 4 6 3
Chosen Champion i)

5 . W =< 2 —an - ] -

%
e e

19 points per model
Troop Type S
Cavalry

Cavalry

* May upgrade one Hellstrider to a Hellreaver
* May upgrade one Hellstrider to a musician
® May upgrade one Hellstrider to a
standard bearer
¢ The entire unit may replace their spears
with hellscourges

10 points
10 points

10 points

1 point per model

Troop Type
Infantry
Infantry

Unit Size: 5+ Special Rules: Options:

* Eye of the Gods * May upgrade one Chosen to a Chosen Champion .................. 10 posnts
Equipment: (Chosen Champion only)  ® May upgrade one Chosen to 2 musician . . .........oooriiiiinnae s 10 points
* Hand weapon * The Rewards of Chaos ¢ May upgrade one Chosen to a standard bearer. . ........ ... ... .. 10 points
e Chaos armour — May take a magic standard worthupto ....... ..ol 50 points

* The entire unit may take one of the following:

et ATl OERKIBEIE: - - v siummmimrsn s soimisusng son somimseisiammsn we 1on 2 points per model
—NVIark of Tzeentch « v woamern semmsimisie amsimemmnog i 2 points per model
sk b Nurole, s sumnemis soomnm Saasmeamie g i 2 points per model
= Matleof SIaaneshi. . .- -« ccnros e s S50 W5 DR EE Ge s 1 point per model
* The entire unit may take shields ......................... 2 points per model
* The entire unit may take one of the following:
— Additional hand weapons. . . ... ..ooov i 2 points per model
— (AL WEADOTE o ormee v mmossmimst s min e woi SR TP O 3 points per model
— FTAlDErS : o commiiminss onsemiommg o selabodbm e oniel ot 3 points per model

" CHAOS KNIGHTS
Profile M WS BS
Chaos Knight A e R L
" Doom Knight 7 s
¥ Chaos Steed e Sl )

W, W e

- = =

40 points per mode]
Troop Type
Cavalry

Cavalry

Unit Size: 5+ Special Rules: Options:

* Eye of the Gods * May upgrade one Chaos Knight to a Doom Knight. . ............... 10 points
Equipment: (Doom Knight only) "e May upgrade one Chaos Knighttoa musician .. ................... 10 points
* Hand weapon * Fear » May upgrade ane Chaos Knight to a standard bearer. .. ............. 10 points
¢ Chaos armour — May take a magic standard worthupto ...............oo ol 50 points

* Shield * The entirc unit may take one of the following:
* Barding — Mark ol IKHOTIESTERTE L. . . ot SRR s 2 points per model
< Mark ofilizeentGhIESso- < oo o tinn il Srtei oo S | 2 points per model
— Mark o INUrglchINSIe. | 50 L el € 2 points per model
—. NEitle of SlZaticsh MRS me . | .t i i e 1 points per model

* The entire unit may take one of the following:
B Do ten L o o b ot oo o IO NEETE b O e 2 points per model
— Ensoreellediwedpons o SEeie LSS B L L LS. 3 points per madel

=



& CHAOS OGRES
! Profile
+ Chaos Ogre
Ogre Mutant

¥ e e e e S B X
- T g P AT e A e e — = ~

Unit Size: 3+ Special Rules:

* Fye of the Gods
(Ogre Mutant only)

¢ Fear

¢ Ogre Charge

Equipment:
* Hand weapon
* Heavy armour

' DRAGON OGRES

' Profile

» Dragon Ogre
Dragon Ogre Shartak

Special Rul
® Hear

Skin (5+)
= Storm Rage

Unit Size: 3+

Equipment:
* Hand weapon
* Light armour

N7

-

e ST - e R

33 points per model

Troop Type
Monstrous Infantry

Options:

® May upgrade one Chaos Ogre to an Ogre Mutant
upgrade one Chaos Ogre to a musician
ay upgrade one Chaos Ogre to a standard bearer
° ‘The entire unit may take one of the following:
— Mark of Khorne
— Mark of Tzeentch
—~ Mark of Nurgle. ..

10 points
10 points
10 points

Monstrous Beast
Monstrous Beast

* May upgrade one Dragon Ogre to a Dragon Ogre Shartak
® The entire unit may take one of the following:

— Additional hand weapons

10 points

model
model




- CHAOS TROLLS 35 points per model
Profile M W : Troop Type
', ‘Chaos Troll A 403 : Monstrous Infantry

Unit Size: 3+ Special Rules: Options:

* Fear  The entire unit may take additional hand weapons . .......... 3 points per model
Equipment: * Regeneration
* Hand weapon ¢ Stupidity

* Troll Vomit

" CHIMERA
Profile MWSBS S T Troop Type
'~ Chimera (G A T R ) Monster

——— — _ - e e e e E o

Unit Size: 1 Special Rules: Options:
* Fiend Tail * May tzke any of the following:
¢ Fly SR minoetreat s | ..ot S e e e A e e s 30 points
® Large Target B RepencraliupdBIEeshie. . . Lo cconiin e s e e e i 2 s e 15 points
* Scaly Skin (4+) O TIOMLCISICIGZER . . i otae i cvarer s ste S srmidaiaiiie ane o wrdisisia s o siots 15 points

¢ Terror

| GOREREAST CHARIOT 130 points

Profile / : Troop Type
Gorebeast (,-hanot Fi Chariot (Armour Save 3+)

* Chaos Charioteer
¢ Gorebeast

Unit Size: 1 Eqmpment' Options:

* Halberds (Chaos . ... * May take one of the following:
Crew: 2 Chaos Charioteers Charioteers only) — NIRRT LITETE c o ane e o os e P 10 points
e Scythes e B2 T T T TR L s e Gl e s 10 points
Drawn by: 1 Gorebeast SNV i GOt DL I s s S 10 points
Special Rules: T T S T N n e D e e 5 points
¢ Fear

* Gorebeast Charge

CHAOS WARSHRINE

Profile f Troop Type

Chaos Warshrine 5 Chariot (Armour Save 4+)
* Chaos Shrinemaster s 2
& Chaos Shrine Bearers

Unit Size: 1 Special Rules: Options:
* Favour of the Ruinous Powers = May take one of the following:

Crew: 1 Chaos Shrinemaster * Fear = Wiz e IR o 250 o 10 points
* Giver of Glory NN GEkolil Eenteh 0N . ... 10 points

Drawn by: Chaos Shrine Bearers * Protection of the Dark Gods B Mk aNole I e e e 10 points
* Random Attacks (D6+2, Chaos = Vil i SRR E T e 5 points

Equipment: Shrine Bearers only)
¢ Hand weapon War Platform



 HELLCANNON
' Profile

. Hellcannen
Chaos Dwarf Handlers

Unit Size: 1

o Caged Fury

e Daemonic Attacks
(Hellcannon only)

® Daemonic Construction

¢ Doomfire

Crews: 3 Chaos Dwarf Handlers
Equipment (Chaos Dwarf Handlers):

* Hand weapon

o e g AT g e o

ll))szi‘l\G N OGRE SHAGGOTH
ronle

Dragon Ogre Shaggoth
Special Rules:

o Immune to Psychology

Unit Size: 1

Equipment: e Large Target
* Hand weapon e Scaly Skin (5+)
* Light armour ® Storm Rage

¢ Terror

CHAOS GIANT
Profile
Chaos Giant

M WS BS §
) ()

ool bl b, N

CHAOS SPAWN
Profile

Chaos Spawn

Rules:

—

Unit Size: 1 Options:

Special
¢ Fear
* Random Attacks (D6+1)
¢ Random Movement (2Dé6)
* Unbreakable

A Ld
Special 10

Troop Type
Monster

* Large Target
o Monster and Handlers
* Terror

e Unbreakable

Troop Type

Monster

» May take one of the following:

- Additional hand weapon . .......... .- 5 points
~ Great WeapOM. . ..o ccenenne s 12 poinis

— e

200 points

Troop Type
Monster

Unit Size: 1 Special Rules: Options:
* Fall Over * May take one of the following:

Equipment: * Giant Special Attacks . CAOLOE KROMDE. . .. s s s s s s swsmmwsre simin o e npn s S5 10 points

¢ Hand weapon * Large Target  Giant of TZeemtCh - . v ot veeecenaeemmmmms s e 15 poinis
¢ Stubborn — Ciant @EINOREIE s < v i 5 s mee s wn SEEH R H ST e 15 points
* Terror _ GiantofSlaanesh . . o.ouecii i e s s e s e 5 points

» May take one of the following:
— Spawn of Khorne
— Spawnof Tzeenteh. ... ..o.cvvmiaiireriiennmnranernne e

— Spawn of Nurgle
—Srawn of Slaanesh . . - .coalin - B o wmeeime s 40 5 g ST 10 poinss



. SKULLCRUSHERS OF KHORNE

- Profile M WS BS
Skullerusher
Skullhunter
Juggernaut of Khorne

e e i e
- a - T

Spectal Rules:

® Brass Behemoth
Equipment: ¢ Daemonic Attacks
* Hand weapon (Jugggrnaut of Khorne only)
¢ (Chaos armour
e Shield

Unit Size: 3+

Fear

Mark of Khorne (riders only)
Mourderous Charge
(Juggernaut of Khorne only)

o G — T —

r SLAUGHTERBRUTE
" Profile
Slaughterbrute

e =L

Special Rules:

* Large Target

* Runes of Binding
* Scaly Skin (4+)
* Terror

¢ Unbound

Unit Size: |

_---‘--“"-l.,_.

MUTALITH VORTEX BEAST
Profile
Mutalith Vortex Beast

_—ww“ ety g

Unit Size: 1 Special Rules:

* Aura of Mutation
e Large Target
* Random Attacks (D6+2)

Eye of the Gods (Skullhunter only)

Troop Type
Monstrous Cavalry
Monstrous Cavalry

May upgrade one Skullerusher to a Skullhunter
May upgrade one Skullcrusher to 2 musician

The entire unit may take one of the following:
= B T e S et 27
— Ensorcelled weapons

Troop Type
Monster

Troop Type.
Monster

° Regeneration (5+)
® Scaly Skin (4+)

"~ ® Terror

May upgrade one Skullcrusher to a standard bearer. .
— May take a magic standard worthup to .........

75 points pcr...méaﬁll ' '

10 points
10 points
10 points

. 50 points

* Mayiake BXtra Claws . ... ..ooovieeensovnseinansrinssaioss s 20 poimts
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SPECIAL

Troop Type Key: In=Infantry, WB=War Beast,

Ca= Cavalry, M1=Monstrous Infantry, MB =Monstrous
Beast, MC = Monstrous Cavalry, SC="Special Character,
Mo= Monster, Ch=Chariot, Sw="Swarms, Un=Unique,
WM = War Machine.

download printable
versions of the template
from our website:

www,.games-workshop.com
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