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here is no peace among the

stars, only an eternity of
carnage and slaughter and the
laughter of thirsting gods.

wglcome. followers of the Dark Gods,
to Codex: Chaos Space Marines.
This tome has but one purpose: to teach
you the mysleries of collecting, painting
and gaming with a Chaos Space Marine
army in Warhammer 40,000. For some of
you this path leads to untold power and
infamy, for cothers it holds nothing but
endless damnation. Only your own
prowess and the fickle favour of your
Chaos god will determine which of these
fates will be yours. ..

CHAOS
SPACE MARINES

Ten thousand years ago the Imperium
was racked by a terrible civil war called
the Horus Heresy. The rebellion was led
by Warmaster Horus, the most trusted of
the Emperor's Primarchs, who had been
led to believe by the Chaos gods that it
was he, not the Emperor, who should be
the leader of Humanity, Almost hall of the
Space Marine Legions of that time sided
with Horus, plunging the Imperium into a
terrible galaxy-wide war from which it has
never fully recovered. The war ended with
the death of Horus at the hands of the
Emperor, but the Emperor himself was
maortally wounded and is now only barely
kept alive by a life-support unit called the
Galden Throne. With the defeat of Horus,
the surviving Space Marines that had
followed him fled to the Eye of Terror — the
greatest warp storm in the galaxy. The
Chaos Space Marines of the Traitor
Legions, as they are now called, lurk there
to this day, consumed by their hatred of
the Emperor, the Imperium and all
Mankind, Twisted by continual contact
with the Chaos gods, Chaos Space
Marines have become a terrible canker
that eats at the heart of the Imperium and
they might, one day, have their revenge. ..

WHY COLLECT A CHAOS
SPACE MARINE ARMY?

A Chaos Space Marine army is wvery
similar to a normal Space Marine army:
the bulk of its troops are elite and very
touah, they wear excellent armour and are
armed with a variety of devastating
weaponry. The only real weakness of a
Chaos Space Marine compared to his
Imperial countarpart is that he has a (very
sensible) desire to preserve his own skin
and therefore does not benefit from the
‘And They Shall Know No Fear’ rule that
prevents loyal Space Marines from
running away.

On the other hand, a Chaos Space Marine
army has access to an assoriment of
unigue troop types not available to any
other army. The most obvious of these are
the myriad forms of Daemon that a Chaos
Space Marine army can summon to help
defeat their enemies. As Daemons must
be kept in reserve, their points value is
rather lower than their abilities would
suggest and they make excellent assault
troops with which to back up a Chaos
Space Marine force. In addition to
Daemaons, there is a wide variety of Chaos
Space Marines who follow weird and
exotic cults and have exotic abilities to
match. Examples of these include Khome
Berserkers, Plague Marines and Moise
Marines amangst many others,




All of these differant troop types have special skills and
abilities at which they excel and that allow a Chaos
Space Marine commander to build a force that perfectly
suits his own style of play. If you dream of slashing your
opponents down in frenzied close combat, then take lots
of Daemons and Khorne Berserkers, while if you prefer
the idea of wiping out your opponent through superior
firepower then Obliterators and MNoise Marines should
be just the ticket!

Aside from battlefield ability, a Chaos Space Marine
army has to be one of the best armies to choose in
terms of modelling and painting. If you are new to the an
of painting Citadel miniatures, then it is possible to paint
a Chaos Space Marine army using only very simple
techniques, which will still look great on the tabletop. If,
on the other hand, you're an experienced painter then
the army offers a wide range of troop types and colour
schemes. Apart from painting, Chaos Space Marine
armies are simply the best of all armies to choose if you
enjoy converting models. As well as ‘standard’
convarsions such as weapon or head swaps, there are
all kinds of possibilities for making your own unigue
mutated or possessed models. The ‘Eavy Metal
showcase in the colour section of the Codex includes
some examples of conversions the Studio's 'Eavy Metal
team has come up with and these are really just the tip
of the iceberg.

INTRODUCTION

WHAT’S IN THIS BOOK

This book breaks down into two main sections, each of
which illuminates a different aspect of creating your own
Chaos Space Marine army and getting it into action.

The Army List. Tells you about the different characters,
troops, weapons and vehicles available to Chaos Space
Marines and how to work out an army for use in a
Warhammer 40,000 game.

The Painting and Collecting Guide. Describes
choosing an army, basic tactics, plus step by step details
of assembling and painting models and vehicles. This
section also shows examples of Chaos Space Marine
colour schemes and markings, gives advice on choosing
your own schemes and tips on medelling and converting.

“4¥or ten thousand years we havc____.{ﬁﬁéhi the

‘Long War and our hatred still knows no
succour. Those who have defied gs shall feel the
full wrath of Chaos..” ; -

_-"[..)lil-.-’l."t'lrl"'l'(_'} THE FALSE EMPEROR!"

“DEATH TO THE

WEAKLING IMPERIUM OF MANI

sz'rpf'r:ﬂspﬂtc interface of
immeasurable magnitude. the Eye of
Terror 15 a realm of madness and despair,
where skies weep blond. ancient stars burn
in multicolowred flires and the whims of
the Dark Gods of Chaos hold sway.
Synonymous with discord. terror, ancicot
srerets and insanity, no other place in the
galaxy fills the mind with such dread and
foreboding.

The Eye of Terror d8 the largest refuge of
the [ollowers of the Old Cods, the
birthplace of hideows Diemons: an smarchic
abode of monstrous catities who ciernally
crave for dominance of the material world:
From within itz shifting bounds, the
Traitor Legions strike forth in their
countless raide and forays into Imperiil
space. Emerging [rom its sumultuous
rexches, armies spill forth to enslave and
desteay. in an everlasting war that has besn
waged [or fen thousand years without
mercy of abatement. Constant vigil must be
kept, for many times over the millenniy
have the Emperors cnemics slipped past
fike assassins in the night. leaving millions
dead and worlds ravaged before they slink
back to their nightmarish fastmesses within
the Eye of Teeror

The Eye of Terror distorts and shatters the
paychic bescon of the Astronomican.

Surging waves of epergy plse vp to a
thousand light years from ils heart,
sweeping whole fleets thousands of light
years off course or wiping them from
existence in the blinking of an cyc

Of all approaches to the Eye of Terror. the
area around the world of Cadia is most
navigable, although sull treacherous and
uncertain. Why this s so caneof be
fathomed. but many attribute this effect 1o
the numerous alien artefacts. some larger
than worlds, that lic in wilderness space
around the region; or perhaps it is the
ancient constructions on Cadia stself that
somehow quict the violent torrents of the
Warp. Keown i the Cadiin Gate, this area
is the mest closcly guarded of all regions
in the Imperivm. Orbital stations numbering
in their hundreds hang in the depths of
space and five thousand watch stations and
listening posts can be found in planctary
orbits and om otherwise deserted moons and
asteraids, cvery cyc and car, sal‘cf'lihg for
some omen, some sign of impending doom
and disastes.

Fully a thousand regiments of Imperial
Guard stand 2t comstint readingss to
respond to an incursion and noless than
ten Space Marine Chapters. maintain their
fortress monasterics close by 1o watch for
any sign of invasion. Threz Titan Legions

wait for the call to arms and untold vesscls
of Bantlefleer Obscuras comstantly make
F:llrnhs and SWEES of the thousinds of
mearby stir systems.

And yet. for all thes watchfulaess, Chaos
cannot be held at bay. Lone vesscls strike
at Imperial shipping: agents slip through to
spread their treacherous wisdom and ereeds
to the vnfaithiul who will listen: warbands
constantly harey the Emperor's forces Most
terrifying of all arz the Black Crusades,
when a mighty leader rises from the ranks
of the Chacs Space Marines, uniting them
in their wnholy purpose. Ancient covepants
and pacts with dirk beings are made in
blood and Dacmons are brought forth by
archasc sorceries that would shrivel the
mind of the wninittated. These hosis break
through the wards of the Imperium. Killing
and maiming all that lies in their path,
revelling in u11|1c|:|r desccration, wanton
savagery and bitter revenge. For cvery flect
and army tureed back or destroyed. another
ten lic in wait, wi.f.ting far ahe time when
the vigil lapses, when the guards grow
weary apd the guns lic'at rest. May that
time mever come'~ for il it does it will be
the doom of Humanity.

Extrzct from the Galaxia
Daemonica Perpetna of Jerome

{l:l‘:lr arder of |prlui£iln'r Dalma, '133M35.|!




CHAOS SPACE MARINE ARMY LIST

o n the following pages you'll find an army list that will
allow you to field a Chaos Space Marine army in
games of Warhammer 40,000. The army list lets you to
fight battles using the scenarios included in the
Warhammer 40,000 rulebook and also provides you with
the basic information you'll need in order to field a Chaos
Space Marine army in scenarios you've devised yourself
or that form part of a campaign.

The army list is split into five sections. All of the squads,
vehicles and characters in an army list are placed in one
of the five sections depending upon their role on the
battlefield. In addilion, every model is given a points
value, which varies depending upon how effective that
maodel is on the battlefield. Before you can choose an
army for a game you will need to agree with your
opponent upon a scenario and the total amount of points
gach of you can spend on your forces. Having done this
you can proceed to pick an army as described below.

USING A FORCE
ORGANISATION CHART

The army lists are used with the force organisation chart
from a scenario. Each chart is split into five categories
that correspond to the sections in the army list and each
category may have one or more boxes. Each light toned
box means that you may make one choice from that
section of the army list, but a dark toned box means that
you must make a choice from that section,

Mote that unless a model or vehicle forms part of a
squad or a squadron, it counts as a single choice from
what is available to your army

STANDARD MISSIONS

COMPULSORY  OPTIONAL
RO 1HD
2 Troops 4 Troops
3 Elitos
3 Fas! Attack
J Hoavy
Supparf

The Standard Missions force arganisation chart ls a good
example of how fo choose an army. Te begin with you will
need at least one HQ unit and two Troop units (dark shaded
boxes indicate units that must be taken for the mission). This
leaves the following for you to choose from to make up your
army's total paints value: up to 1 HQ unit, 0-3 additional Elite
units, 0-4 additional Troop units, 0-3 additional Fast Attack
urtifs or 0-3 additional Heavy Support units.

: .\6;.\“\111!! Wi,

L

USING THE ARMY LISTS

To make a choice, look in the relevant section in the
army list and decide what unit you want to have in your
army, how many models there will be in the unit, and
which upgrades you want (if any). Remember that you
cannot field models that are equipped with weapons and
wargear that is not shown on the model. Once this is
done, subtract the points value of the unit from your total
points and then go back and make another choice.
Continue doing this until you have spent all your points.

Army List Entries
Each army list entry consists of the following:

Unit Name: The type of unit and any limitations on the
maximum number of choices you can make for it
(eg 0 1).

Profile: These are the characteristics of that unit type,
including its points cost. Where the unit has different
warriors, there may be more than one profile.

Number/Squad: The number of models allowed in the
unit, or the number of models you may take for one
choice from the force organisation chart. Often this is a
variable amount, in which case it shows the minimum
and maximum unit size.

Weapons: These are the unit's standard weapons.

Options: Lists the different weapon/equipment options
for the unit and any additional points cost for taking
them. It may also include the option to upgrade a squad
member to a character. If a squad is allowed to have
medels with upgraded weaponry (ie heavy weapons,
plasma guns, elc) then these may only be taken by
ordinary squad members, not the character,

Special Rules: This is where you'll find any special
rules that apply to the unit.



SPECIAL RULES

There Can Be Only One

A'Chaos Space Marine army is the warband of a
powerful leader. To represent this, the army must be
led by either a Chaos Lord or a Daemon Prince.
Furthermare you may nof include both a Chaos Lord
and a Dasmaon Prince in the same ammy.

Summoning

Daemons are aftracted to a batlle through unholy
prayers and the miasma of desoclation and war
Greater Daemons, and units of Daemons, Dasmonic
Beasts and Daemonic Cavalry are kept in reserve at
the start of the game, even if the mission does not
normally use the Reserves scenario special rule - so
do not set up Daemons, apart from Daemonic
Princes, with the rest of the army.

Starting with the second tumn roll a D6 for each
Daemonic unit, at the start of the assault phase, in the
Chaos player's turn, to see if it becomes available. If
you roll equal to or gréater than the number shown
below the unit iz available and must be summoned.
Important: Mote that Greater Daemons cannot be
summoned like this and can only enter play by
possessing a model (see Dasmonic Possession).

Turn 2 3 4+

(B A+ 3+ 2+
Different Daemons are more likely to appear if certain
acts have baen carried out on the battlefield during the

turn that they are being summoned. Look up the types
of Daemon below to see what modifiers apply:

Khorne: Add +1 to the dice roll if any Chaos troops
are within 6" of the enemy at the start of the assault
phase.

Nurgle: Add +1 to the dice roll il any enemy models
were Killed or there were any enemy vehicles
destroyed in the shooling phase.

Slaanesh: Add +1 to the dice roll if any anemy units
failed a Morale check this turm.

Tzeentch: Add +1 to the dice roll if any psychic
powers were used this turn.

When they become available the Daemons are
summaoned and deployed on the battlefield.

To deploy a summaned Daemon pack, place the
Ordnance Blast marker s that it touches at least one
madel inthe Chaos Space Marine army, Then roll the
Scatter dice. If you roll a ‘Hit' then the template stays
in place. If you roll an arrow-it moves 206" in the
direction indicated by the arrow on the dice. Once the
template has been placed the Daemon pack may be
deployed anywhere on top of the template.
Summoned packs may make assaull moves as
normal an the turn that they appear.

CHAOS SPACE MARINE ARMY LIST

Daemonic Possession

Greater Daemens can appear on the battlefield by
taking over the body of one of their followers. Starting
with the second turn, instead of rolling the dice to see
if the Greater Daemon appears on the fable as
described above, check to see if the Daemon has
possessed a model and enfers play. This check is
made at the start of the assault phase, either before
or after summaoning any ather type of Daemen.

To see if a model has been possessad, plek any
character model in the army apart from anothér
Daemon and roll a DB, If you roll a 6 the model has
been possessed as described below. Note that no
medifiers apply to this dice roll. If you fail to roll a &,
pick another character model, and roll the dice again.
Keep on doing this until you roll a 6, or have rolled for
all of the charagter models in the army. Mote that all
charactars must be rolled for, but the Chaos player
gets to pick the order the dice rolls are made in. If no
character is possessed, the Greater Daemon does
not arrive this turn, but you musf check again,
following the same procedure, in the next turn.

If, or onee, a model is possessed, simply remove the
Chaos Space Marine model and replace it with the
Greater Daemon model. The model that has been
removed is destroved in the process and counts as
having been Killed for victory point purposes, etc.

Corrupted

Although Chaos Space Marines were once frue
Space Marines, they have long since forsaken the
ideals and aspirations of the true defenders of
Humanity. They therefore do not receive the benefit af
the “And They Shall Know No Fear ability which
applies to Space Marines who remain loyal to the
Emperor.




CHAOS ARMOURY

CHAOS ARMOURY

Chaos Space Marine characters have up to twa single-handed weapons, or ong single-handed weapon & one two-handad
weapon. Each character may have one Mark of Chaos and up to 100 pts of extra wargear from the Wargear and Gifts
lists. Models in Terminator armour can enly use wargear and weapons marked with a (%) but may be given any Gifts. You
may not take duplicate itams for the same moedel and all wargear and weapons must be shown an the model.

SINGLE HANDED WEAPONS

Bolt pistol . s L1t
Chainfist {Chaaq Termrna..ure. un1-_.r;| .......... '!f} pis®
Close combat weapon . ..........0.... AApt
Lightning claw (single) . . .. ............... 25 pts”
Lightning claw (pair, count as two choices). . . . 30 pts®
Plasmap:sk:-I. e S e e L 11
Poerar fist . 83 A e e 25 pis®
Power weapm ....... .15 pts”
Sorcerar's staff {Smrprprs -:mly] .10 pls
TWO-HANDED WEAFUHS
Bolter . .2 piz
Combi- weapnns b-::-ltc:r flampr S aes DOEPESE
tmnbu:ultur.............. .3 pis*
bolter-meltagun. . .. .. ... .. 15 pts*
WARGEAR
Bionics . 10 pls
Chaos Arm-::-ur 3 20 pts
Chaos Space Maring Eh!ce mu:lepenuenl ot -a aclers cql,,. 45 pts

S arenedass i e e e st 1pt

Jump pack (independent characters only) . . ... 20 pts
Krak grenades il S e
Magler-crafled weapon ... ...............15pls"
Meita bombs. .5 pls
Sorcerer's scmllf—:. {‘Sﬂrcr-‘-rerb cnlg,r] . Bpls
Spiky bits . L o e e 5pls
Telaport hurner 4 . 5 pts*
Terminator armour {u:h:ues nnt nclude w@asmns

indepandent characters only) . .............25pls

MARKS OF CHAOS

Mark of Chaos Undivided . .. ......._ ... .... free

MancoiRhame T s o 5 pls
T L B e e 10 pts
Markof Slaanesh . .. .. ......ccvninvenn..n 5 pts
MentcodiTaeentchi i iamme e s 5pts

CHAOS UNDIVIDED GIFTS
(models with Mark of Chaos Undivided only)

Chaos lcon (standard beareronly) ... ... ... 20 pis
Fsychic Power — Doom bolf (Sorcerers only). . . 20 pls
KHORNE GIFTS

(models with Mark of Khorme anly)

Axe of Khome. . L. 20 pis
Banner of Rage [standard bearer anm .. 20 pts
Collar of Khame . ._.__............SUpts
Juggemaumfﬁharne.._._...............SI:Ipts
NURGLE GIFTS

{medels with Mark of Murgle only)

Baast ofiMunghe: .o s s n e an 15 pts
B G ren e .. 15 pts
LI, [ T e e o et 0 L it e 10 pts
Flague Banner (standard bearers only) . . .. . .. 55 pts
BT T e e e L e 5 pls
Flague Sword . e, 25 pts
Paychic Pawer— S.rream of Cor.rupnon

(Sorcerers only) . 15 pts
SLAANESH GIFTS

(models with Mark of Slaanesh only)

| B Lo, 1 BT ) P e I A e B L o, 15 pls
Psychic Power — Fleshy Curse (Sorcerers only) . . .. 20 pis
Bapturous Standard (standard bearers only) . . ... .. 40 pts
Steadof Slaanesh . ..o 20 pts
TZEENTCH GIFTS

(models with Mark of Tzeentch only)

Blasted Standard (standard bearer only) . . . . . . 50 pts
LI ) B o 1 e s e e e 10 pts
Talisman of Tzeentch (Sorcerers only). . 5 pts
Psychic Power — Flames of Tzeentch

(Sorcenrars oniy s o s 20 pis

CHAOS VEHICLE UPGRADES

All Chaos vehicles, apan from bikes and Dreadnoughts,
can have the following extra equipment. All upgrades must
be represented on the medel and no duplicates may be
taken for the same vehicle.

CHAOS VEHICLE GIFTS

The following Chaos gifts may be taken for any vehicles
that are in the Chaos army. Each vehicle can be given only
ane Chaos gift.

Dasmonic Possession (Chaos Undivided) ... ... 50 pls

Dozer bl e T :
EE&E abnigi;'_ e A e EE}: Dastroyer [thrne] ......................... 10 pts
Havoc missile launcher .....................25pts Murgle Infestation (Nurgle) . ............. ... . 35 pls :
Pintle-mounted combi-bolter. .. .. .. ... .. ... 10pts Coruscaling Warp Flame (Tzeentch) .......... . 5pts i
Sparphlightss S e s st snties e Apt WarpAmp (Slaanesh) ... .. 0o 20 pts [N
Smoke launchers. .. ....... 3pls : E
(1%
B ] s, o i i o R T TR TR e R R




HEADQUARTERS

Paints WS BS S T W | A _Ld Sv
Exalted Champion G0 5 5 4 4 3 &5 3 A0 3+
Mighty Champion 45 5 i 4 4 2 5 2 10 3+

Options: The Chaos Lord may have any equipment allowed from the Chaos Armoury.

Sorcerer Lord: The Chaos Lord can be upgraded to a Chaos Sorcerer Lord at a cost
of +10 pts. The Sorcerer Lord will have the same characteristics as the Chaos Lord
and gains psychic powers. The Chaos Sorcerer Lord can not have a Mark of Khorne.

SPECIAL RULES

Independent Character: Unless accompanied by his Retinue, the Chaos Lord iz an
independent character and follows all the Independent Character special rules as given in
the Warhammer 40,000 rulebock.

Psychic Powers: Chaos Sorcerer Lords can use psychic powers, The powers available 1o
fhem can be found in the Armaoury and defails of how they work are in the Wargear section.

Retinue: The Chaos Lord may be accompanied by a Retinue of Veteran Chaos Space
Marines (see the Retinue entry below). Mote that a Chaos Lord and his Retinue count as a
single HO choice.

CHAOS LORD’'S RETINUE

See Squad below for details on profiles and points cost.

Squad: The squad consists of between five and nine Chaos Space Marines. The
type of squad taken depends on the Mark of Chaos that the Chaos Lord has:
Mark of Tzeentch: Thousand Sens  Mark of Khorne: Khorne Berzerkers
Mark of Nurgle: Flague Marines Mark of Slaanesh: Noise Marinas
Any Mark: Veteran Chaos Space Marines

If the Chaos Lord is equipped with Terminator armour then he may take a Chaos
Space Marine Terminator squad as his Retinue.

The cost of the Retinue is taken from the relevant squad choice.
Weapons: See the relevant squad choice.

Options: The standard options available to the chosen squad type are available to
the Retinue. However, any number of members of the Retinue may be upgraded to
Aspiring Champions, rather than just one as is normally the case (this option does
not apply to members of the Thousand Sons as they are suits of animated armourt),

SPECIAL RULES

Icon Bearer: One Aspiring Champion in the Retinue can become an lcon Bearer and carry
a Chaos icon chosen from the Chaos Armoury at the additional cost listed there.

with unflinching courige-ind the honour ol true warri

ind mukt remember, even as—we. die, that our “bldod ™

Chaos Lords are the

mighties! of the

Chaos Space
Marines, rewarded by the foul
Chaos gods for countless vile
deeds. Chaos Lords lead
groups of warriors that can
range in size from a small
warband made up of a couple
of dozen Chaos Space
Marines, through fo a
powerful host that can ravage
entire planets.

(T E  ontamct

Chaos Lords are
usually accompanied
by a bodyguard of

veteran Chaos Space Marines.
These embittered warriors will
be amongst the best fighlers
In the army, having fought in
countless Black Crusades,
commilting countless deeds of
savagery and evil.




HEADQUARTERS

| 0-1 DAEMON PRINCE .

Points WS BS 8§ T W I A Ld Sv
Daemon Prince 85 B 0 5 4 3 5 3 10 5+

Weapons: All Daemon Princes are armed with a variety of weapons with which to
slay their mortal enemies. Some carry more than one weapon and this has already
been included on their profiles. This means that Dasmon Princes do not receive an
extra attack for having an additional close combal weapon.

Options: Daemon Princes may be given a Mark of Chaos and Gifts (including
psychic powers) from the Chaos Armoury.

A Daemon Prince may have wings at an additional cost of +10 pts.

SPECIAL RULES

Independent Character: A Daemon Prince is an independent character and follows
of all the Independent Characler special rules as given in the Warhammer 40,000
rulebook,

Psychic Powers: Dasmon Princes can use psychic powers. The powers that they
may choose are included in the Ammoury section of this list and descriptions of how
they work can be found in the Wargear section.

Fearless: Dasmon Princes never fall back and cannot be pinned. They are assumed

i S B to automatically pass any Morale check.
“;':’ ol s Monstrous Creature: The Daemon Prince is a huge and terribly strong opponent. It is
o hm,: H:Ezi"e"dsmir P treated as a Menstrous Creature and therefore rolls 206 for armour penetration and
uriholy ambition and been ignores its opponent's armour saves in close combat.
alevated to Daesmonhood by ; : ;
the Chaos gods. They are Invulnerable: A Daemon Prince is an unnatural creature made from the very stuff of
excellent warriors; lordly Chaos itself and is therefore very difficult to destroy. It is treated as being Invuinerable
creatures of awesome might, and may make an armour save against any and all wounds it takes, even those that
but have become so would normally pierce its armour or that allow no save lo be made.
corrupted and changed by
their contact with Chaos that Wings: A Daemon Prince may have wings. This allows it to make a 12" assault move,
it is almost impossible to tell ignoring any intervening terrain betweaen it and the target.

that they were once human.

CHAOS SORCERER

Points WS BS S T W | A Ld Sv
Chaos Sorcerer 30 5 5 4 4 1 5 2 9 3+

Options: The Chaos Sorcerer may be given any equipment allowed from the Chaos
Armaoury but may not take a Mark of Khome.

SPECIAL RULES
Independent Character: A
Chaos Sorcerar is an

independent  character and
follows all of the Independent
Character special rules in the
Warhammer 40,000 rulebook.

A Chaos Space

Marine Librarian

wha pledges his
saul fo Chaos becomes a
Chaos Space Marine
Sorcerer and iz gifted with
new psychic powers by his
patron god.

Psychle Powers: Chaos
Sorcerers can  use  psychic
powers. The powers that -they
may choose are included in the
Armoury section of this list and
descriptions of how they work
can be found in the Wargear
seclion.




HEADQUARTERS

It = Impossible to
GREATER DAEMON @ descilbithe i
; horrors that the
Points| WS BS § T W | A Ld Sv P
Bloodthirster 140 e el T R T, | Fhey an=Rlphy=ichl
manifestations of the evil and
Great Unclean One | &0 Bise =3k il RHERERG I Dl 3 o] D00 despicable Chaos powers. OF
L 11 all the followers of the Chaos
ord of Change 5 a 4 ] 5 4 [ 2 10 5+ v el e
Keeper of Secrets 106 T 0 T 6 4 4 5 10 5+ in nature and spirit to their
avarlords.

Weapons: All Greater Daemons are armed with a variety of weapons with which to
slay their mortal enemies. Some, like the Bloodthirster, carry more than one weapon,
but this has been included on their profiles, so they do not receive an extra attack for
having an additional close combat weapon.

Psychic Powers: All Greater Daemons, apart from the Bloodthirster, have psychic
powers. The powers each have are listed below and the effects of these are
described in the Chaos Gilts section. The Lord of Change may use his psychic
powers without having to take a Psychic test, but other Greater Dasmons must take
a Psychic test as normal.

Great Unclean One: Streamn of Corruption

Lord of Change: Flame of Tzeentch

Keeper of Secrets: Flashy Curse

SPECIAL RULES

Possession: A Greater Dasmon must possess another model in order to enter the
battlefield (see the special rules in the intreduction to the army list).

Independent Character: Greater Dasmens are indepandent characters and follow all the
Independent Characler special rules as given in the Warhammer 40,000 rulabook.

Fearsome: If the Greater Dasmon wing an assault their opponents aulomatically have to
fall back without a Morale check being taken. Oppeonents that never fall back or ignore
Morale checks ignore this effect and will not fall back.

Fearless: Greater Daemons never fall back and cannot be pinned. They are assumead to
automatically pass any Morale test.

Monstrous Creature: Greater Dasmons are huge and terribly strong epponents. They are
treated as Monstrous Creatures and therefore roll 2D6 for armour penetration and ignore
their opponents’ armour saves in cloge combat.

Invulnerable: Greater Daemons are unnatural creatures made from the very stutf of Chaos
and are therefore very difficult to destroy, They are treated as being invwinerable and
therefore may make an armour save against any and all wounds they take, even those that
would nermally pierce their armour or that allow no save to be made.

Wings: The Bloodthirster and the Lord of Change have wings. This allows them to make a
12" assault move, ignoring any intervening terrain between them and the target.

The Dacmon has many forms. You
must know them all You must tell
the Daiemon from his disguise and
root him out from the hidden places.
Trust no-onc. Trust not even yourself
It is better to dic in vain than y_{ live
in_abomination. The zealous martyr is

“praised for his valour: the craven and
the unready are justly abhorred.

The First Book of Indoctrinations




ELITES

Amangst the Chaos
Space Marines, the
maost savage and

warthy warriors will rise to
positions of power. Some
may win themsalves a sult of
Terminator armour, furning
them fnfo even more
aweasome combafants.
Protected by thick ceramite
armatr and armed with &
variety of archaic and
destrictive weaponry, Chaos
Terminators have been the
bane of the galaxy.

Chaos Space Marine

Velerans are hard-

bitten, calious and
deadly fighters who will think
nothing of kiling innocent
civilians or gunning dovn an
enemy rthat has already
surrendered. These highly
experienced and ferocious
warriors are lypically the
vanguard of any attack, using
thelr battle skills to infiltrate
enemy lines and set up
ambushes or lsunch surprise
attacks on enemy
slrongpoints.

CHAOS TERMINATOR

Pts/model | WS BS S T W | A Ld Sv
Chaos Terminator 36 4 4 4 4 1 4 2 10 2+

Squad: A Chaos Terminator squad consists of between five and ten Chaos Terminatars.
Weapons: Combi-bolter & power weapon,

Options: Up to one Chaos Terminator can be armed with an autocannon at +20 plsora
heavy flamer at +15 pts. Any model may upgrade their combi-bolter 1o a combi-flamer at
+2 pis or combi-mellagun at +3 pis. The power weapon may be upgraded to a power fist
or lightning claw at +5 pts, or chainfist at +8 pts.

Up to one model may be upgraded to an Aspiring Champion at an additional cost of +15
pts. The Aspiring Champion has the same profile as the rest of the squad but may be
given any additional equipment allowed from the Chaos Armoury.

SPECIAL RULES

Deep Strike: In the right circumstances Chacs Terminators can telepont into battle,
appearing almost anywhere on the batllefield. To represent this they may set up using the
Deep Strike rules, but only if the mission allows them to be used. If it does not then the
Terminators must set up normally with the rest of the army.

Terminatars: A number of special rules apply to Chaos Terminators. See the Terminator
Armour entry in the Wargear zection for details.

CHAOS SPACE MARINE VETERANS
Ptsfmodel | WS BS S T W | A Ld Sv
Veteran 18 4 4 4 4 1 4 1 9 3+
Aspiring Champion +15 4 4 4 4 1 4 2 10 3+

Squad: The squad consists of between five and ten Chaos Space Marine Vetarans.
Weapons: Bolter or bolt pistol & close combat weapon,

Options: Up to two models may be armed with one of the following weapons each:
missile launcher at +20 pts; autocannon at +20 pts; heavy bolter at +10pts;
lascannon at +35 pts; flamer at +3 pts; plasma gun at +6 pts; meltagun at +10 pts;
plasma pistol at +5 pts. The entire squad may be equipped with frag grenades at
+1 pt per model and krak grenades at +2 pls per model.

One Chaos Space Marine Veteran may be upgraded to an Aspiring Champion at an
additional cost of +15 pts. The Aspiring Champion may be given any equipment
allowed from the Chaos Armaoury.

Rhino: The entire squad may be mounted in a Rhino armoured carrier at an
additional cost of +50 pts.

SPECIAL RULES

Troops Cheice: If the army is led by a Chaos Lord bearing the Mark of Chaos Undivided
then Veteran Chaos Space Marines may be taken as an Elites or Troops choice. In any
othar circumstances they may only be taken as an Elites choice.

Infiltrators: Occasionally, Vielerans are able to work their way into a forward position during
a battle. To represent this they may sl up using the fnfiltralors rule, but only if the mission
allews for it fo be usad and not if they are mounted in a Rhino or form part of a Chaos Lord's
Retinue, If Infilrators are not allowed then they must set up normally.




Pts/model w1 A Ld Sv
Berzerkers 20 i 4 4 4 1 4 2 9 3+
Aspiring Champion +18 4 a4 4 4 1 4 3 10 3+

Squad: The squad consists of between five and twenty Khorne Berzerkers.
Weapons: Boll pistel & close combat weapon.

Options: The entire squad may be equipped with frag grenades at +1 pt per model
and krak grenades at +2 pis per model. Up to two models may exchange their bolt
pistals with plasma pistols at +5 pts each. One of the Chaos Space Marines may be
upgraded to an Aspiring Champion at an additional cost of +18 pts. The Aspiring
Champion may be given any equipment allowed from the Chaos Armoury.

Rhino: The entire squad may be mounted in a Rhino armoured carrier at an
additional cost of +50 pts.

SPECIAL RULES

Troop Cheice: If the army is led by a Chaos Lord bearing the Mark of Khorne then Khome
Berzerkers may be taken as Elites or Troop choices. In any other circumstances they may
only be taken as an Elites choice.

Fearless: Khome Berzerkers never fall back and cannot be pinned. They are assumed 1o
automatically pass any Morale check.

Pisfmodel | WS BS S T W | A ld Sv
Plague Marine 20 4 i 4 5 1 4 1 9 3+
Aspiring Champion +20 LR N ER L | 4 2 10 3+

Squad: The squad consists of between five and ten Nurgle Plague Marines.
Weapons: Bolter or bolt pistol. All models have a Plague knife.

Options: Up to one Plague Marine may be armed with one of the following: meltagun
at +10 pts, flamer at +3 pls, plasma pistol at +5 pts or plasma gun at +6 pts.

The entire squad may be equipped with blight grenades at +3 pts per model.

One of the Chaos Space Marines may be upgraded to an Aspiring Champion at an
additional cost of +20 pts. The Aspiring Champion may be given any equipment
allowed from the Chaos Armoury.

Rhino: The entire squad may be mounted in a Bhino armoured carrier atl an
additional cost of +50 pts.

SPECIAL RULES

Troop Choice: If the army is led by a Chaocs Lord bearing the Mark of Nurgle then Plagus
Marines may be laken as Elites or Troop choices. In any other circumstances they may only
be taken as an Elites choice.

Fearless: Plague Marines never fall back and cannot be pinned. They are assumed to
automatically pass any Morale check.

Plague Knife & Blight Grenades: These items are described in the Chacs Wargear section
of this Codax.

ELITES

Khorne Berzerkers are

Chaos Space Marines

that have dedicated
themselves to the Chaos god
Kharne and the most famous
of all Khorne Berzerkers are
the Chaos Marines of the
Werld eaters. The link between
bioodshed and pleasure has
become so strong for these
fallowers of Khorne that they
are virtually uncontroliable
aither on or off the battlafield.

Plague Marines are
Space Marines who
are swarn to the

Chaos god of decay and
pestilence = Nurgle, They have
disgusling rotted bodies that
stink of decay and theair
armaolir and weapons are
pitted and corroded by pulrid
slime that oozes from their
many sores, but they are still
fearsome opponents. Their
decaying brains are inured fo
the agony of their bodily
corrupfion, making thaem ail
but immitire to any pain
caused by batile wounds.




ELITES

Chaos Space Marines
of the Thousand
Sons Legion were

forever damned when the
Rubric of Ahriman was
unleazhed upon them. This
immensely powerful spell
sealed thelr armour shut and
reduced thelr physical bodies
fo a handful of dust, trapping
their spirits Inside their
armour for all etarnity. Their
bodiless souls are almost
impossible to destroy and
arly the fotal destruction of
thelr power armour tomb is
encugh to release the spirit
frapped inside.

Some Chaos Space

Marines forsake their

humanity and give up
their souls and bodies fo the
Chaos gods. Thelr body is
then possessed by a Chaos
Daemon, who keeps its
human shell alive with the
energy of the warp.
FPossessed Chaos Space
Marines feel no pain and their
bodies can be warped and
mulated to suit the purpose
or whim of the Daemon that
inhabits them.

ts/model
Thousand Son 23 4 4 4 4 2 4 1 9 3+

P WS BS S T

Squad: The squad consists of between five and ten Thousand Sons Chaos Space
Marines.

Weapons: Baltgun.

Rhino: The entire squad may be mounted in a Rhino armoured carrier at an
additional cost of +50 pts.

SPECIAL RULES

Troop Cheice: If the army is led by a Chaos Lord bearing the Mark of Tzeenich then
Thousand Sons Space Marines may be taken as Elites ar Troop choices. In any other
circumstances they may only be laken as an Elites choice.

Fearless: Thousand Sons Space Marines never fall back and cannot be pinnad. They are
assumed to automatically pass any Morale check.

All s Dust: Thousand Sons Space Marines are, for all intents and purposes, animated suits
of power armour that have to be blown to pieces or hacked apart in arder to dizable them,
Because of this only shooting attacks that have a Strength of 5 or more will affect a
Thousand Sons Space Marine. Mote that they can be altacked in close combat normally.

Slow And Purposeful: Thousand Sons Space Marines advancs in a methodical manner.
laying down a constant hail of fire with their balters. To represant this they may naver charge
into close combat (though they defend nommally), but always count as being stationary when
they fire their bolters, even il they moved in the same turmn.

POSSESSED CHAOS SPACE MARINES

Ptsfmodel | WS BS S5 T W | A Ld Sv
Possessed Marine a0 4 4 4 4 1 4 1 8 3+

Squad: A possessed Chaos Space Marine squad consists of between five and ten
possessad Chaos Space Marines.

Weapons: Bolter or bolt pistal & close combat weapon,

Rhino: The entire squad may be mounted in a Rhino armoured carrier at an
additional cost of +50 pts.

SPECIAL RULES

Fearless: Possessed Space Marines never fall back and cannot be pinned. They are
assumed to aulomatically pass any Morale check.

Possessed: Roll three times on the table below at the start of the battle to find out what
effect being possessed has on the madels in the squad. Any duplicate rolls have no effect
and arg lost (eg, if you roll 'Strong’ twice the squad only gets +1 Strength and the second
roll is wasted).
T Daemonically Fast. Models in the squad move 127 in the movement phase
instead of 8" (they still only have an assault move of §° howewver).

2 Fearsome. If the squad wins an assault their opponents automatically have to
fall back, without a Morale check being taken. Opponents that never fall back
or that ignore Morale checks are not affected and will remain in combat.

3 Strong. All the models in the squad have +1 Strangth.,
Frenzied. All the models in the squad have +1 Altack,

Vorpal Blades & Claws. No armour saves are allowad against close combat
attacks made by modsls in the squad.

& Invulnerable! All the models in the squad count as having an invulnerable
saving throw.

L4 T -9




Pts/model T W Ld Sw
Chaos Space Marine 15 i 4 4 [ 1 4 1 9 3+
Aspiring Champion +15 4 gdaeed . 4 4 2 10 3+

Sqguad: A Chaos Space Marine squad consists of between five and ten Chaos
Space Marines.

Weapons: Bolter or bolt pistol & close combat weapon,

Options: Up to one Chaos Space Marine may have one of the following: missile
launcher at +10 pts, autecannon at +10 pts, heavy bolter at +5 pts, lascannon at +15
pts. One other Chaos Space Maring may have ane of the following: meltagun at +10
pts, flamear at +3 pts, plasma pistol at +5 pts or plasma gun at +6 pis.

The entire squad may be equipped with frag grenades at +1 pt per model and krak
grenades at +2 pls per model.

One of the Chaos Space Marines may be upgraded to an Aspiring Champion for
+15 pts. The Aspiring Champion may have any equipment allowed from the Armoury.

Rhine: The entire squad may be mounted in a RBhino armoured carrier at an
additional cost of +50 pts.

DAEMON PACKS

Pisfmodel | WS BS S T W | A Ld Sv
Daemaon 15 4 i 4 4 1 4 2 10 5+

Pack: Daemon packs consist of between five and ten Daemons.

SPECIAL RULES

Summened: Daemans are summened onto the battlefield as described in the special rules
at the start of the Chaos army list.

Invulnerable: Daemons are unnatural creatures who have been formed from the very stuff
of Chaos itself and are therefore very difficult to destroy, Thay are treated as being
Imvuinerable and may make an armour save against any and all wounds that are inflicted
upon them, even those that would normally pierce their armour or that allow no save to be
maca,

Infighting: Each different type of Daemon is the creation of one of the Chaos gods so
Dasmons created by different Chaos powers can not be mixed together in the same pack.
Also, each type of Daemon pack has an associated special rule, which is described below,

Khorne Daemon packs: Consisting entirely of Bloodielfers, Khome Daeman packs
add +7 to their Strength.

Nurgle Dasmon packs: Consisting entirely of Plaguebearers, Nurgle Daemon
packs add +1 to their Toughness.

Siaanesh Daemon packs: Consisting entirely of Daemonettes, Slaanesh Daemon
packs add +1 to their Alfacks characleristic.

Tzeentch Daemon packs: Consisting enfirely of Fink and Blue Horrers, Tzeentch
Daemon packs can fire magical lames. This is treated as each model having a
shooting attack that hits on a roll of 4+ and which has the following profils,

Range 12°  Strength 4 AF & Assault 2
MNote that no Psychic fest is reguired in order fo use this ability.

Chaos Space Marines

are deadly fighters,

combining the skill
and genetic engineering of a
Space Marine with the
bigodthirst and cruelty of
Chaos. They wage an
unremitting war agalnst those
wio remain loyal to the
Emperon, who they see as an
undeserving usurper to the
rulership of Humanity, Well
armed and armoured, Chaos
Space Marines are amongst
the most deadly warriors in
the galaxy.

Daemons are the fool

soldiers of the Chaos

gods, desiring
nething cther than to rip the
opponents of their master
apart in clese combat. There
are dozens of different types
of Daemons, including
Bloodietters, Dasmoneties,
Flague Bearers, Pink Horrors
and others oo numerous and
ghastly to mention.
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TROOPS

Nurglings are the

crealions of the

Chaos god Nurgle.
Accompanied by & babbling
cacophany, hordes of
Nurglings splil across the
battlefield in a living tide of

- mayhem. Their vicious bites

and clawing hands can pull
down foes many times their
size, sweaping away

opposition by sheer weight of

numbers,

Pislbase | WS BS S T W | A _Ld Sv
3

MNurgling 9 3 0 3 3 3 3 7 5+

Swarm: The swarm consists of betwaen three and ten Murgling Bases.

SPECIAL RULES

Not Summoned: Note that, unlike any ather type of Daemon, Murglings are nof sumrmoned to the
battlefield and instead deploy with the rest of the amy as normal,

Invulnerable: Daemons are made from the very stulf of Chaos itsell and are therefore vary
difficuilt te: destroy. They are reated as being Inviinerable and may make an armour save against
all wounds they take. even those that would normally pierce their armaur or allow no save.

HAOS RHINO

Front Armeur Side Armour  Rear Armour BS

TRANSPORTING TROOPS
Certain Chaos squads use Fhinos fo move rapidly across a

Chaos Rhino

battiefield. The vehicle does nol count as part of a squad or

11 10 4 use up any cholces on the force arganisation chart.

Type: Tank

Crew: Space Marines

Weapons: The Chaos Rhing is armed with a storm bolter, .

Options: The Chaos Bhing may have any of the lollowing vehicle upgrades for the cost listed in the Armoury: dozer blades, exira armour, Havoco
missike launcher, pintle-mounted storm bolter, searchiight, smoke launchers. Mo upgrade may be chosen more than ance per vizhicle.

Transport: The Rhine can carry up 1o ten Chaos Space Marines but may not carry Terminztors,

Some creatures of
Chaos are wholly
bound to the whims

of their god, with no thought
or intelligence of their own.
Daemenic Beasts such as
Flamers of Treentch, Khorne
Flesh Hounds and Flends of
Slaanesh are fast and highly
predatory, created to hunt
down and tear apart those
who oppose the will of their
masfers.

DAEMONIC BEASTS

Pitsimodel | WS BS S T W 1| A Ld Sv
Beast 15 4 0 4 4 1 5 1 10 5+

Pack: Daaemon Beast packs consist of between five and ten Beasts.

SPECIAL RULES

Cavalry: Beasts are treated as Cavalry as described in the Warhammer 40,000 rulabook.

Summened: Daemaonic Beasts are summoned onto the battlefield as described in the rules at the
start of the Chaos ammy list.

Infighting: Each different type of Beast is the creation of one of the Chaos gods and Beasts
created by different Chaos powers may nol be mixed together in the same pack. In addition each
type of Daemen Beast pack has an associated special rule that is described balow,

Khorne Beast packs: Consisting enlirely of Flesh Hounds, Khome Beast packs add +1 1o
their Strength.

Slaanesh Beas! packs: Consisting enlirely of Fiends of Slaanesh, Slaanesh Beast packs add
+1 to thair Attacks.

Tzeentch Beast packs: Consisting entirely of Flamers, Treenich Beast packs can fire
magical fliames. This is frealed as each model has a shooting attack that hits on a roll of 4+
and has the following profile. Nole that no Psychic test is needed fo use this ablify.
Range 12" Strangth 4 AP 6 Assault 2
Invulnerable: Daemons are unnalural creatures formed from the very slulf of Chaos itsell and are

very difficull 1o destroy, They are treated as being Invidnerable and may make an armour save

againsl any and all wounds they take, even those that would normally pierce their armour or that
allow no save to be made.




BF: L] 0 [ =
Ptsfmodel | WS BS S T W | A Ld Sv
Cavalry 20 4 0 4 4 1 5 2 10 5+

Pack: Daemonic Cavalry packs consist of between three and ten modals.

SPECIAL RULES
Cavalry: Dasmenic Cavalry are Cavalry as described in the Warhammer 40,000 rulebook.
Summoned: Dasmonic Cavalry are summaoned onto the battlefield as described in the rules at
the start of the Chaos army list.
Inflghting: Each type of Dasmenic Cavalry is the creation of one of the Chass gods so Daemonic
Cavalry created by diferent Chaos powers may not be mixed together in the same pack. Each
type of Dasmonic Cavalry pack has its own special rule as follows:
Slaanesh Cavalry packs: Consisting entirely of Daemoneties riding Steeds of Slaanash,
Slaanesh Cavalry packs add +1 to their Attacks.
Nurgle Cavalry packs: Consisting entirely of Plague Bearers rding Beasts of Nurgle, Nurgle
Cavalry packs add +1 lo their Toughness,
Tzeentch Cavalry packs: Consisting enfirely of Discs of Tzeentch, Tzeentch Cavalry packs
ignore intervening farrain when they move,
Invulnerable: Daemons are horific creatures formed from the very siuff of Chaos itself and so are
therefore extremely difficult to destray, They are treated as baing invuinerable and may make an
armour save against all wounds they take, even those that would normally pierce ameur or allow
no save.

CHAOS SPACE MARINE BIKERS

Pts/model | WS BS S TE= ) | A Ld Sw
Chaos Biker 40 4 4 4 5 1 4 2 9 3+
Asp. Champ Biker +12 4 4 4 5 1 4 3 10 3+

Squad: The squad consists of between three and ten Chaos Space Marine bikers.

Weapons: Each bike is fitted with lwin-linked belters. Each Chaos Space Marine rider iz armed with

a bolt pistol or a close combat weapon.
Options: The squad may have frag grenades at +1 pt and krak grenades at +2 pls per model.

Up to two Chaos Space Maring Bikers may replace their twin-linked bollers with the following

weapons: maltagun at <10 pis, or plasma gun at +15 pls.

One of the Chacs Space Marines may bacame an Aspiring Champion at an additional cogl of +12 pts.

The Aspiring Champion may be given any equipment allowed from the Chaos Armoury.

SPECIAL RULES

Scythes & Blades: Chacs Space Marine bikes are filled with numerous scythes, spikes and
blades. These add +1 (this has already been included in the profile) to the Attacks characteristic
af the Chacs Space Marine riding the bike in addifion to any ather modifiers for charging, efc.

JUGGERNAUTS OF KHORNE

Ptsfmodel | WS BS S T W I A Ld Sw

Juggernauts 45 ¢ =R S S R o [

Pack: Juggernaut units consist of between one and five models.

SPECIAL RULES
Summoned: Juggemauts are summoned onto the battlefield.

Invulnerable: Juggernauls are very difficult to destroy. They are treated as being invuinerable and
may make an armour save against all wounds they take, even thoge thal would normally pierce
armaur or allow no save.

FAST ATTACK

Daemoniec cavalry
are the most
dangerous froops

created by the Chaos gods.
They are the scourge of
enemy froops, combining
the strength and guile of
the Daemonic rider with
the speed and ferocity of
his Daemanic Beast mount,

Chaos Space Marine
blkers make
excellent

reconnaissance frecps and
are used to lsunch deadly
ralds behind enemy lines.
They are usually armed with
twin-linked bolters fitted to
the front cowling of thelr
bikes and a sizable
proportion have thesea
weapons replaced with
meltaguns or plasmsa guns fo
provide heavier firepowern,

Juggernauts are
meanstrously
powerful beasts =

part daemonic flesh and part
infeenal machinary, melded
tagether by the warping
power of Chaos. Ridden by
savage Bloodletters of
Khorne, Juggernautls are
axtremely slrong and tough,
smashing armeuped vehicles

and tmmpmny soldiers
underfoot ir
thunderous charges.
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FAST ATTACK

Af the time of the
Harus Heresy jump
packs were a rarity

and tended to be confined to
small, specialised units. The
Raptors are the debased
descendanls of these
formations. Over the
millannia Raptors have
evolved their own unigue
style of fighting: their armour
has been modified to unleash
a horrifying banshee howl
when they charge the enemy
and if this initial attack fails
then the Raptors fall back
before their opponents can
gather their scattered wits
and prepare to launch a new
allack,

& 0-1 CHAOS RAPTORS

Pisfmodel | WS BS S T W | A Ld Sv
Raptor 35 4 4 4 4 1 4 1 9 3+
Aspiring Champian +15 4 4 4 4 1 4 2 10 3+

Squad: The squad consists of between five and ten Chaos Raplors.

Weapons: Bolt pistol and close combat weapon, frag and krak grenades. Up to two
models may have plasma pistols at +5 pts each. Up to one model may have one of
the following weapons: meltagun at +10 pts; flamer at +3 pts; plasma gun at +6 pts.

One of the Raptors may become an Aspiring Champion at a cost of +15 pts. The
Aspiring Champion may be given any equipment allowed from the Chaos Armoury.

SPECIAL RULES

Jump Packs: Raptors wear jump packs. The rules for these are given in the Wargear section,

Fearsome Charge: If a Raptor squad wins an assault in the same turn it charges, their
opponents autematically fall back, without a Merale check being taken. Opponants that never
fall back or ignare Morale checks ignore this effect and will not fall back.

Hit & Run: Raptors may choose to leave close combat. Declare this at the end of tha close
combat phasge, after all Morale checks have been taken. The Raplors immediately fall back
308" and then regroup at the end of the move. Enemy models may not advance afler the
Raptors but can consolidate. Mote that Raptars who have been forcad to fall back because thay
lost a close combat may not choose to make a second fall back move in the same turn,

Havocs perform the

same function in

Chaos Space Marine
armies as Devastators do for
their Imperial counterparts,
Armed and equipped with a
variely of heavy weapons
Chaos Space Marine Havocs
rain death upon all foes who
approach them, They delight
In long range destruction,
laughing crueliy as
explosions blossom across
the battlefield before them,

' CHAOS HAVOCS

Pisfmodel | WS BS S T W | A Ld Sv
Chaos Space Marine 15 4 4 4 4 1 4 1 9 3+
Aspiring Champion +15 4 4 4 4 1 4 2 10 3+

Squad: A Chaos Havoc squad consists of between five and ten Chaos Space
Marines.

Weapons: Bolter or bolt pistol & close combat weapon.

Options: Up to three Chaos Space Marines may have one of the following weapons:
missile launcher at +20 pts; autocannon at +20 pts, heavy bolter at +15, or lascannon
at +35 pts,

One of the Chaos Space
Marines may be upgraded
to an Aspiring Champion
al an additional cost of
+15 pis. The Aspiring
Champion may be given
any equipment allowed
from the Chaos Armoury.

Rhino: The sguad may be
mounted in a Rhino
armoured carrier at an
additional cost of +50 pts.




HEAVY SUPPORT

NOISE MARINES

Pisfmodel | WS BS S T W I A Ld Sw
Chaos Space Marine 30 R LR s I | 4 1 9 3+
Aspiring Champion +15 4 4 4 4 1 4 2 10 3+

Squad: The squad consists of between five and ten Chaos Noise Marines.
Weapaons: Sonic Blaster.

Options: Up to three models in the squad can have either a Blastmaster al an
additional cost of +20 pts each, or a Doom Siren at +5 pts. The entire squad may be
equipped with frag grenades at +1 pt and krak grenades at +2 pls per model.

One of the Chaos Space Marines may be upgraded to an Aspiring Champion armed

Dedicated to the
- : x = A Chaos God
with a bolt pistal, close combat weapon and a Doom Siren at an additional cost of Slaanesh, a Noise

+15 pts, and may be given additional equipment allowed from the Chaos Armoury. Marine's hearing is a
thousand times keenar than
Rhino: The entire squad may be mounted in a Rhino armoured carrier at an a normal person's and can

distinguish the slightest
difference in pitch amnd
volume, This affects the

additional cost of +50 pts.

SPECIAL RULES

Troop Cholce: If the army is led by a Chaos Lord bearing the Mark of Slaanesh then Moise
Marines may be taken as a Heavy Support or Troops cheice. In any other circumstances
they may only be taken as a Heavy Support choice.

Eearless: Moise Marines never fall back and cannot be pinned. They are assumed to
automatically pass any Morale check.

MNoise Marine Weapons: Descriptions of the special Noise Marine weapons can be found
in the Wargear section in this Codeax.

0-1 CHAOS OBLITERATORS
Points Ws BS S T W I A Ld Sv

Obliterators 60 4 4 5 4 1 4 2 9 2+

Squad: The squad consists of between three and six Chaocs Obliterators.

Neolze Marine's brain causing
extreme emolional reactions
that make all other
sensations pale and
worthless. The leuder and
more digcordant the noise
the more extreme the
emotional reaction provoked,
0 that now only the din of
battle and screams of the
enemy can stir a Nolse
Marine's smaofions.

Weapons: Body weapons — for details of Obliterator weapons see below,
Obliterators can have more than one close combat weapon, but this has been
included on their profiles already and they do not receive an extra attack for having

The Obliterators are

an additional close combat weapon.

SPECIAL RULES

Fearless: Obliterators never fall back and cannot be pinned. They are assumed o
autamalically pass any Morale cheack.

Body Weapons: Obliteralors have the ability to ‘morph’, or create, weapons, They can
marph different weapons in the shooting and the assault phases if you wish. The game
affects of the weapons they may create are listed below. Note that the Obliterator is not
literally armed with the weapaon, rather they create a weapon that mimics the desired effect.
Ohbliterators may only morph heavy weapon equivalents if they remained stationary in the
movement phase. In addition, with the exception of twin-linked storm bolters and close
cambat weapons, no two models may use the same lype of weapon in the same um (ie,
only one model can use a lascannon eguivalent, one can use a multi-melta equivalent, elc.)

Obliterator Weapons: Assault cannan, heavy boller, lascannon, multi-meila, win-linked
storm balter, flamer, fwin-linked maltagun, power weapon and pawer fist.

Deep Strike: Oblitarators can teleport into battle, appearing almost anywhere on the
battlefield. To represent this they may set up using the Deep Strike rules, but only if the
mission allows for Deep Strike to be used. If the mission dees not allow troops to use these
rules then the Cbliterators must set up normally with the rest of the army.

May Not Charge: Oblitarators are slow moving and prefer to rely on shooting 10 destroy an
enemy. They may therefore not charge or move in the assault phase. If they defeat an
opponent they will not pursue them and must consclidate instead.

amongst the most

enigmatic of all the
Chaos Space Marine culfs. If
appears that they have an
innate ability to manipulate
machinery and manufactured
materlals to create their own
immensely Strong armaur
and weaponsz. The materials
that make up their
extraordinary armour seam
to obey the Obliterators’
every whim, assuming new
forms and carrying out new
functions as he wishes. How
or why they are able te do
this no-one knows, for na
Obliterator has ever
communicaled with ancther
living creature and none
have ever been caplured
alive.




HEAVY SUPPORT

The Chaos Space
; Marine Dreadnought
i an awesome
heavily armoured fighting
machine, contalning the near-
dead carcass of a Chaos
champion who has been
mortally wounded In & lang-
. forgotten ballle and is now
. kept alive by the
+ Dreadnought armour. This
incarceration drives the
Chaos champion insane with
anger and despair, making it
. one of the most homicidal
and dangerous foes fo plague
the Imperfum.

Chaos Space Marines

still usa Predator

batlle tanks. The
Chaos Predator is a modified
version of the Chaos Bhino
transport vehicle, fitted with
xlra armour and upgraded to
carry an assortment of heavy
weapons, Some Chaos
Predators have survived over
thousands of years, their
armoured hulls and weapons
mustaled beyond recognition.

Many of the vehicles

used by Chaos Space

Marines date back
10,000 yoars to the
Imperium’s founding. Of
these, the Land Rafder is the
mast deadly, able to transport
4 squad of Chaos Space
Marines or Chaos Terminators
into battle within its near-
impenetrable armoured il

CHAOS DREADNOUGHT

Armour:
Points WS BS S Front Side Rear | A
Dreadnought 75 4 4 610y 12 12 10 4 3

Type: Walker

Weapons: The Chaos Dreadnought is armed with a Dreadnought close combat weapon
incarperating a twin-linked balter in one arm and one weapon from the following in the other:
twin-linked autocannon at +35 pts; twin-linked lascannon at <50 pts: twin-linked heavy bolter at
+30 pts; multi-melta at +40 pts: plasma cannon at +40 pis.

Crew: One Chaos Space Marine

Options: The twin-linked bolter may be upgraded to a heawvy flamer at an extra cost of +12 pis.
The Dreadnought may replace its close combat weapon with a missile launcher at an extra cost
of +10 pis but its Attacks are reduced to 2 if it does. The Dreadnought may be equipped with
any of the vehicle upgrades and Gifts allowed from the Chaos Space Maring Armourny.

SPECIAL RULES

Fire Frenzy: Being in battle drives Chaos Space Marine Dreadnoughts into a state of insans
rage, At times this will cause them to charge ferociously and lash out with their waaponry
like blood-mad berzerkers and at other limes to blaze away randomly at imaginary foes. To
represant this, roll a D6 before shooting with the Dreadnought and refer to the table below:

1 Blood Rage! Instead of shooting the Dreadnought moves D6” towards the nearest
enemy, only stopping if it moves within 1° of an enamy modsl. If this takes it within
6" of the enemy it must charge in the assault phase, but it doubles its Attacks
characteristic in that assaull phase (ie, it counts as having an attacks characteristic
ot & rather than 3). If the Dreadnought has been immobilized count this result as a
roll of 6 instead.

2-5 Shoot normally.

&  Fire Frenzy! The Dreadnaught must fire all of its weapons twice, but may not move
in the assaull phase. Roll to hit for all of the shooting attacks. Then allocate each hit
o a separate model, starfing with the closest modsl to the Dreadnought (friend or
foel) and then moving progressively further away. Models in close combat may be
shot atl The Chaos player may choose what order he allocates the hits that were
scored, If you run out of targets then any further hits are wasted. If the Dreadnought
is in base contact with an enemy model count this resull as a roll of 1 instead,

CHAOS PREDATOR

Ptz Front Armour  Side Armour  Rear Armour  BS
Chaos Predator 85 13 1 10 4

Type: Tank.

Weapons: The Predator is armed with one turret-mounted weapon from the following list: twin-
linked lazcannon at 35 pts or an autocannon at +15 pts.

Options: The Pradator may also be upgraded wilh bwo side sponsons, each armed with one of
the following weapans: heavy bolter +10 pts; lascannon +25 pts. The Predator may be equipped
wilh any of the vehicle upgrades and Gifts allowed from the Chaos Space Marine Armoury.

AOS LAND RAIDER

Front Armour _ Side Armour  Rear Armour  BS
Chaos Land Raider 250 14 14 14 4

Type: Tank. Crew: Chaos Space Marines,
Weapons: The vehicle is armed with two twin-linked lascannon and a twin-linked heavy bolter.

Options: It may be equipped with any of the vehicle upgradeas and Gifts allowed from the Chaos
Space Marine Armoury.

Transpert: The Ghaos Land Raider can carmy up to ten Chaos Space Marines or five Chaos
Space Marine Terminators.






CHAOS WARGEAR

The rules below describe how all of the arcane weapons and devices used by the forces of Chaos work. These
rules tend lo be more detailed than those included in the Warhammer 40,000 rulebook, and they supersede
them if they are different. IMPORTANT: Any items not listed here function exactly as described in the

Warhammoer 40,000 rulebook.

Bionics: Although unlikely 1o improve
or enhance his abilities, Bionics may
allow a Chaos Space Marine who has
suffered a crippling injury to refurm to
battle. There is a chance that an
attack or shot will hit a bionic part
causing less damage, eg, a shot that
would cripple a leg will only cause mild
damage 1o a bionic leg. To represent
this, it a model with bionics is killed,
instead of removing it, place the
modal on its side. Foll a DE at the start
of the next tum: on a roll of a & the
madel is stood back up with 1 wound,
but on any other roll it is removed as a
casualty.

Chainfist: A chainfist is simply a
power fisl fited with an atachment
designed to carve through amoured
bulkheads or armoured vehiclas. It is
treated as a power fist, but 2D6 is
rolled for its armour panetration,

Chaos Armour: Magically enhanced
by one of the Chaos powers, Chaos
Armour may be laken as an upgrade
for a model wearing power armour,
increasing the save to 2+ Mote that
although Chaos armour gives the
same protection as Terminator
armour, items that are Terminators
only” may not be wused with it

Chaos Space Marine Bike: Riding a
bike increases a Chacs Space
Marine's Toughness by +1. The hike is
generally fitted with ftwin-linked
bolters, but these can be upgraded to
a meltagun or a flamer at an additional
cost of +10 pis each. Characters that
have a Retinue or are otherwise par
of a unit may anly be given a bike if all
of the models in the unit also have
bikes. Chaos Space Marine bikes are
fitted with scythes and blades which
add +1 to the rider's Altacks
charactensiic,

Close Combat Weapon: This is a
term that covers a wide vanety of
weapons used by Chaos Space
Marines in close combat. Common
examples include chainswords, hand
flamers and chain-axes. A model
armed with two close combat
weapons, or a close combal weapon
and anothar weapon that can be used
in close combat, such as a bolt pistol
or power weapon, may roll an
additional Attack dice.

Combi-weapons — bolter-flamer &
bolter-meltagun: Essentially two
weapons joined together, in the case
of  bolter-flamers and bolter-
meltaguns, combi-weapons give the
model a choice of two weapaons to fire,
A Chaos Space Marine armed with a
bolter-flamer or bolter-meltagun may
choose to fire one of the weapons in
the shooting phase. The balter may be
fired any number of times, but the
other weapon may only be fired once
per battle. Mote that you may not
choose 1o fire both weapons atl the
same fime

Combi-weapons = twin bolter: This
spacial form of combi-weapon is most
commonly used by Chaos Space
Marine Terminators and was the pre-
cursor of the Space Marnne's storm
bolter. It i1s treated as a twin-linked
bolter as far as the rules are
concemed. Mote that twin bolters may
be rapid fired.

Jump Packs: Models wearing jump
packs can move 12° per tumn in the
mavemeant phase and can ignore
ditficult terrain as they move. Models
that are part of a wnit may anly be
given a jump pack if all the models in
the wunit have jump packs. Models
wearing Terminator armour or riding a
bike may not be given jump packs

Chaos Space Marine modals
equipped with jump packs can be
dropped from low flying Doomlord
attack craft and use their jump packs
to swoop down on to the battlefield. To
reprasent this factic they can set up
using the Deep Strike rules, but only if
the mission allows for Deap Strike to
be usad. If the mission does not allow
Ireops to use these rules, then the
model must set up normally with the
rest of the army.

Lightning Claws: Lightning claws
count as a power weapon. In additicn
the model may re-rell any To Wound
rolls that fail to wound. Models armed
with a lightning claw only receive the
+1 Attack modifier for an additional
close combat weapon if the second
weapon is another lightning claw.
Because of this lightning claws are
often used in pairs.

Master-crafted Weapons: A master-
crafted weapon follows the normal
rules, excepl that you may re-roll cne
failed To Hit roll per tum for an attack
made by the master-crafted weapon
Master-crafted weapons are taken as
an upgrade for a weapon already
being carried by a model and they
should be represented by a suitably
ormate weapon on the model itself.
Mote that you may not master-craft
grenades!

The cost of a master-crafted weapon
is in addition to the normal cost of the
weapon. However, only the actual
upgrade will count against the 100
point limit on Wargear taken by a
model (50 a master-crafted power
weapon would count as 15 points
towards the 100 point limit, not 30
points). Confusing, isn't it = but hey,
nobody said playing this game was
going 1o be simple!

Power Weapons: This type of
weapaon genarates a crackling energy
field that can cut through an
opponent’s amour like a hot knife
through Butter, Chaos Space Marines
use a variety of power weapons,
including power swords, power axes
and power maces. In game terms,
power weapons allow a model armed
with one to ignore an opponant's
armour Saves.

Sorcerer’s Scroll: A Sorcerer's scroll
allows the Sorcerer to re-roll a Psychic
power test. The scroll may only be
used ance per battle.

Sorcerer's Staff: A Sorcerer's staff is
counted as a close combat weapon. In
addition it also adds D&" 1o the range
of any psychic powers used by the
Sorcerer. Roll the D6 each time a
power 15 used. Note that this power
can not be used with the psychic
power Stream of Corruplion,

Spiky Bits: Chaos Space Marines
often add omate and fearsome spikes
to their armour, Why they do so, no
one is sure, though some say it may
be in praise of the minor Chaos
powers Mo'reck, Phraz-Etar and An'sl.
Whatever the reason, a Chaos Space
Marine adomed with spiky bits may
re-roll one close combat To Hit dice
per assault phase.




Teleport Homer: Teleport homers
produce a signal thal can be locked
onto by leleporing troops, enabling
them to find a landing point with far
greater precision. If the template used
by a teleporting Chaos Terminator unit
to make a Deep Strike iz centred on a
model with a homer, than the unit
waon't scatter. Mote that the homer
only warks for iroops who are
teleporting, not for troops enlering
play using jump packs, drop pods or
any other means. Also note that the
teleport homer must be on the table at
the start of the turn it is usad.

Terminator Armour: Chaos Space
Marines in Terminalor armour are
capable of moving and firing with
heavy weapons, thanks to the
poweriul exo-skeletan and power
sources buill into the armour. In
addition, they may move and shoot
twice up to 12" or once up 1o 24° with
rapid fire weapans. On the other hand
Chaos Terminators are somewhat
cumbersome, so they are not able 1o
pursue a more lightly armoured foe
when they flee, To represent this,
Terminators who win a close combat
can only consolidate, nol advance,

Any model that is equipped with
Chacs Terminator armour has a 2+
armour save and also adds +1 to its
Allacks characteristic.

In addition to this, any models who
are wearing Chaos Terminator amour
can be teleporied onto the battlefield
and set up uging the Deep Strike rules
— but only if the mission allows for
these rules to be used. If the mission
does not allow troops to use the Deep
Strike rules, then the models must set
up as normal with the rest of the armmy.

same upgrade mora than once.

Coruscating Warp Flame: The vehicle is covered in weird
gargoyles that constantly chatter incantations and freguently
achale great gouls of Tzeentch warp fire. This covers the vehicle in
& sheet of sorcerous warp flames that consume enemy troops. Any
enemy models making & close combat attack on the vehicle suffer
a single hit just before they attack the wehicle. The hit has a
Strength of D6 and a AP value of 4.

Daemenlc Possession: This upgrade may not be chosen for
open-topped vehicles. The vehicle does not have any crew: instead
the vehicle is possessed by a Daemon, hatches are all welded shut
and sealed with sigils. Aunes of the Chaos power that has
possessed i will be prominently disptayed all over the vehicle's
hull, If the vehicle had a treop carrying capability then it can no
longer carry any troops, The Daemon conlrols the vehicls and may
ignone the effects of any “stunned’ and ‘“shaken' resulls on the
Vehicle Damage lables - such damage has no effect on a
Daemonically possessed vahicle,

Destroyer: This device is lavoured by Chacs Space Marines that
worship Khome, the Bleod God and may only be fitted to Land
Raiders, Predalors and Rhinos. The vehicle is equipped with all
manner of spikes, slicing blades, scythed whesls, grabbing claws
and torture implaments. If the vehicle makes a ‘tank shock attack
on an enemy unit and the enamy don't fall back, then roll a D6 for
each moded forced to move out of the way of the vehicle. On a D&
roll of 4+ they are caught on the blades or rollers and sulfer a
wound, Armour saves are laken as nommal.

Dozer Blade; Vehicles equipped with dozer blades may re-roll a
failed Dangercus Terrain test as long as they are not moving mare
than &7 that tumn.

Extra Armour: It is not uncommen for vehicle crews fto add
additional armour plating to their vehicle to provide a itle axtra
pratection. Vehicles equipped with any extra armour count ‘crew
stunmed’ results on the Damage tables as a ‘crew shaken' result
instead.

Havoc Missile Launcher: Some Chaos Dreadnoughts are
equipped with an additional weapon syslem atop their twisted
sarcophagi, known as a Havoc missile launcher, The Havoo missile
launcher may onky be taken by Chaos Dreadnoughis, and has the
following profile. If a 1 is rolled on a To Hil roll for the Havoo
launcher, the missile prematuraly detonate and it is destroved. The
exploding missile launcher will not damage the Dreadnought itself,

Rng: 48° St- 4 AF: 6 Heavy 2, Blast

CHAOS SPACE MARINE VEHICLE UPGRADES & GIFTS

ust as with choosing wargear for your Chaos Space Manne troops and charactars, the upgrades vou choose for your
vahicle should be represented on the model fiself, eg, if you choose to upgrade your vehicle with searchlights, then
the model of your vehicle should have searchiights on it too. Note thal when choosing upgrades no vehicle can have the

MNurgle Infestation: The vehicle has been infected by Murgle's Rot
and is infested with pestilence — decaying limbs and tentacles
begin to grow from it. The vehicle is rotten 1o the core, slimy coze
covers he tank and Murglings swarm all owver it, The anmaur value
of each of the vehicle's locations is increased by +1 point, up lo a
maximum of 14 paoints.

Pintle-mounted Combi-bolter: The combi-bolter is the standard
anmameanl for Chaos Space Maring Terminators. However, it is not
urcommen to find them mounted on Chacs Space Marine vehicles
lor additional firepower. Fintle-rmounted combi-bollers are localed
on the oulside of a vehicle and can be used by crewmen from an
open hatch or by remoete control irom inside the vehicle. They are
lrealed as an exira twin-linked bolter which may be used in addition
to any other weapons the vehicle can fire. This means that a
vehicle that moves can fire cne weapon and also the pintle-
mounted combi-bolter.

Searchlight: Searchlights are only of any use in missions whers
lhve: rules for night fighting are being wsed, such as the Night Fight
mission. They allow one enemy unit spotted by the vehicle to be
lired al by any other Chaos Space Marines that are in range and
have a ling of fire (the enemy unit has been Muminated by the
vahicle's searchlight), However, a vehicle that uses a searchlight
can be lired on by any enemy units in their next turn, as they can
sea the searchlight shining oul into the dark.

Smoke Launchers: Some vehicles have small launchers mounted
onto them that carmy smoke charges. These are used to temporarily
hicke the vehicle behind concealing clouds of smoke, especially if
ihe vehicle is mowving out in the open. Once per game, affer
completing its move, a vehicle with smoke launchers can trigger
thern (it doesn't matter how far it moved). Place some cotton wool
around the vehicle to show it is concealed, The vehicle may not fire
in the same turn as it used its smoke launchers, but any
penelrating hits scored by the enemy in their next shooting phase
count as glancing hits. After the enemy’s tum the smoke disperses.

Warp Amp: You can only take this if your army has al least one
squad of Moise Marines and it may only be fitted to Land Raidars,
Predators, Rhinos and Dreadnoughts, The vehicle is equipped with
a devastating device, designed to amplify emotions and sensations
by projecting resonant warp energies from rune-ancrusted homs
and pipaes that sprout from the vehicle. The closer a crealure comes
to the amp, the harder it i for it to maintain discipline and
conscious thought. Enemy models within 18" of the wamp amp
suffer -1 to their Leadership when taking Morale tests. If they are
within 12" this s increased (o -2 and within 8" it iz increased 1o -3
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ABADDON THE DESPOILER. WARMASTER OF CHAOS
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Commit 1 Imperial AAA D5/1H,
Tsquisstoria 6660 1101

- Croaafile To: Blick Crussds=s AR
lnpst Dhare: 475921041
Inpet Clansce: Iaqueiitor Durms
Anthor: Bequiidior Hellar

w Trussmitezr: Astropath Primus Zarebs

I'un: pieced together & few more
frigments of information
pertaining to that mast ternble of

I traitars known as Abaddon the

4 1 Despailler.

| A ficod who has led many Black
Y Crusudes agains our blessed

S Imperigm: an inbuman monster

% whose name has become a curse for
the tea thoussnd years of terror be
o has inflicted mpon the galay.

It is now coafirmed that Absddos
8w ance 2 Space Marine. a captain
B of ke Lunar Walves' 1st Cumpm:p
[ during the Grent Crunde He

& worshipped his Warmaster, the

¥ accursed! Horps, whe treated him as
b his most fovoured son. 1 have

was the clope—son of the Primarch
himsell, 2 prodwct of the calics:
Primogenitor experimentation, but
there 15 nothizg to substintiae this
When ke heresy came, it 45 cleir
thar Abaddoa’s loyalty was 1o his
Primatch and not to the Beneficest
Emperas of Mankind His snpuish st
Hoes' defear in that Final conflice
drove him into madocss and Eatred
s deep that it has codurcd fen
milbeniz. Such fragmentasy. records
a5 | have docated im the archive
indicate that he was sheurd nhe
Warmaster's battle barge when 1he
traitars fled at the comclusion of the
siege of the Impernl Palice

When Ahaddon returscd it was at

the head of a dﬂoljr. borde which
s T

— ‘_U_,_,. =

ravaged entive systems sround the
Eye of Terror, Plisse after planct
el n am spacilypss of fire and
steel before his| traitor. Jegionaries.
The Bordes of Abaddoa were ml}ﬁ
driven back ar 2 bitter cost by the
combized clfores of otr Tina
Legions and Space Marine ':]'I.Iplm
and this was but the fiest of
Absddon’s Black Crusides Igainst
the Imperivm.

All military sources conclude that he
does nat seek cosquest but utter
destructeon. His hatred Burns strang
and he seeks 1o overthrow the
nighteoas,
During the first Black Crosade
Abaddon made many blaady pacts
with the infernal powers. On Urslin
he recavered 3 potcnt Diemion
Sword from a2 hcavily, protectzd
sanctoqmm. With this s his
possessson, Abiddon became all bat
sostoppable
Al LI:'F‘hanm- be led “the charge
g Camki

vwn assaslt troops could not

-.[ﬁﬂbliupoh!ﬁtjﬁ:umﬂ \Inl-\

shoghitered kia. 00
Whea ihe Blood hlgd:—hﬂ]nd
agaizst the lh‘ll'dt-ll Mickan,. v +
Abaddon singled them ou: w_lh gl
mpﬁu]:_l_e fury, He led 5 band of 7
Kboree: Berzerkers into the tecth of |
the Blood Angels' Devistatos,
positions. Even the Blood Angels”

distodge the frenzicd =arband and
recapiure the bodees of their
camrades. g

Abaddan has led twelve BI::F:
Crusides sgainst the |MPtllum ta
dute. Some hove betn greal imvasions
of whale lagmus. othiers: have bren
vicious ruds with oaly a few
compazics of the most dud.lr Chaos
Spacc Marines under his commasd * I
Each anack has ravaged worlds closc
T IME}'cuf-E.nw L for ose
fear the day that Abaddes upnu
of the Traitor Logions into

“Horus was weak.
Horus was a fool.
Hc had the whole
galaxy within his

grasp and he let it
slip -away.”

Abaddon the Despoiler

Paints

W5 BS 5 T W

| A Ld Sv

Abaddon 240

G 5 4 & 3

7 8#1) 10 2+

SPECIAL RULES

A Chaos Space Marine army
of 2,000 points or more may
be led by Abaddon. If you
decide to take him then he
counts as one of the HQ
choices for the army. He
must be used exactly as
described below and may
not be given extra
equipment from the Chaos
Armoury. In addition he may
only be used in a battle
where both players have
agreed to the use of special
characters,

Wargear: Talon of Horus,
Daemon Sword Drach’nyen,
Chaos Terminatar armour,
Mark of Chaos Undivided.

Daemen Sword Drach'nyen: This arcane blade comlains the bound essence of
Drach’nyen, a writhing warp entity that can rend reality apart. In close combat Abaddon
can make gne attack with Drach'nyen in addition 1o his normal three attacks with the
Talon of Horus. The sword may not make more than one attack per turn and no attack
bonuses can increase this. Any hit inflicted wounds automatically with no saving fhrow
allowed for armaur, though invulnerable saves may be taken as narmal. Vehicles struck
by the blade are penetrated automatically. Any model wounded by the sward is slain

Talon of Horus: With this armoured claw Herus fought the Emperor and strangled the
Primarch Sanguinius. It was torn from Horus' ammour by Abaddon and iz now fused to his
own. The Talon mounts an early version of the Imperial storm boller on its back, {which
Abaddan may shoot with in the shooting phase) and is treated as a lightning claw in close
combat. The Talan is an icon of evil incamate to the Imperium, o all Imperial unitz with
a model within §° of Abaddon must subtract -1 from their Leadership. The only exception
to this are Blood Angel Space Marines, who hate the Talen because it was used to slay
their Primarch and therefore add +1 to their Leadership if they are within 6° of it.

autright no matter how many wounds it has.

Chacs Terminator Armour:

Independent Character: Unless accompanied by a Refinue, Abaddon follows the
Independent Character special rules in the Warhammer 40,000 rulsbaok.

Retinue: Abaddon may be accompanied by a bodyguard of his finest warriors. See fha

Reatinue entry in the army list for details.

Blessed by the fickle powers of Chaos, Abaddon's
Terminator armour not only has the abilities of normal Terminator armour but it also
provides a 4+ invulnerable save against allacks that penetrate armour automatically. The
armour will alse nullify any psychic power used against Abaddon, or that includes him in
its area of effect, on a D6 roll of 4+ Nole that Abaddon may take sither the Chaos
Tarminator armour's normal 2+ armour save or its 4+ invulnerable save, not bath,
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squad of Thousand Sons Chaos
{ Space Marines. If you take him
then he counts as one of the SPECIAL RULES
HQ choices for the army, He Master of Sorcery: Over the centuries Ahriman has stolen the secrets of his
: must be used exaclly as sarcerous apponents. He is therefore able to use the Doom Boll, Stream of
f/--._: described below and may not Corruplion and Flashy Curse paychic powers even without the appropriate Mark of
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be given exitra equipment from
the Chaos Armoury. In addition,
he may only be used in a battle
where both players have agreed
to the use of special charactars.
Ahriman is an independent
character and follows all the
Independent Character special
rules as given in the
Warhammer 40,000 rulebook,

Wargear: Bolt pistol, frag & krak
grenades, Black Staff of
Ahriman, inferng bolts, Mark of
Tzeentch & Talisman of
Tzeenitch,

Psychic Powers: Flameas of
Tzeentch, Stream of Corruption,

Chaos. What's more, the Mark of Tzeentch that he bears means that he is able to
use all of his psychic powers without having to fake a Psychic test.

The Black Staff of Ahriman: The Black Staff is a potent focus of psychic energy.
Whenever Ahriman uses a psychic power roll a D8, On & roll of 4+ he may use a
psychic power again in the same fum and may re-use the same powsar if ha
dasires. If Ahriman succeeds in using a psychic power for a second time (ie, he
rolls a 4+), then he may go for further attempts, but these subsequent attemnpts will
only work on a D6 roll of 6. As soon as Ahriman fails a dice roll he may no longer
use any psychic powers that tum, but may use them again normally in his next turm.

Inferno Bolts: Inferng bolls are sorcerous bolt pistol shalls which have bean
inscribad with arcane runas thal writhe with blug-while fire. Ahriman uses the bolis
instead of nomal ammuniticn whanewver he fires his bolt pistol. In addition, such is
Ahriman's skill that he may use the pistol even if he uses a psychic power that
counts as a shooting attack in the shooting phase and which weould normally stop
him firing the pistol as well. Targets with imulnerable saves or saving throws
against psychic attacks may take tham as normal against infermo bolts, otherwise
all other armour saves are ignared.

Range 12" Strength 4 AP X Pistol
Fleshy Curse, Doom Bolt,
4 .-lg_-., A Chaos Space Maring DOOMRIDER
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him then he counts as one of the

HQ choices for the army. He must
he used exactly as described
below and may not be givan extra
gquipment  from the Chaos
Armoury. In addition, he may only
be used in a ballle where both
players have agreed to the use of
special characters, Doomrider is
an indapendent character and
follows all the Independent
Character special rules as given
in the Warhammer 40,000
rulebook.

Wargear: Chaos Space Marine
bike fitted with a twin-linked
mellagun. Deomrider carries a
plasma gun, bolt pistol and a
pOWEr Weapon.

SPECIAL RULES

Wheels of Fire: Although not a skimmer, Deomrider's bike has an unearthly ability
to 'leap’ over things and so moves as if it had a jump pack.

Invulnerable: Although once mortal, Doomrider has been raised to Dagmonhood
by the Chaos God Slasnesh. He is treated as being invulnerable and may therefore
make hiz armour save against any and all wounds he fakes, even those that would
normally pierce his armour and allow no save 1o be mads,

Summoned: Doomrider must be summoned to the battlefield in the same way as
a unit of Cagmons. See tha rules for summoning Dagmons at the start of the Chaos
army list. Mote that he does not possass maodels as a Greater Daamon does,

He Comes, He Goes: Roll a DE for Doomrider at the end of each Chaos tumn that
he iz on the table. On a 1 he disappears as mysleriously as he appearad and will
not be able to come back in the same battle. Note that it is possible for Doomrider
to vanish on the same turn that he appears! Doomrider does not count as having
been killed for the purposes of Victory paints, etc., if he vanishes in this way.
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INQUISITION: The heretic
Ahriman has fought the rightful
rule of the most benelicent
Emperor for the List ten thousand
years. He is said 1o be linked
with the Rubric of Ahriman (szc
: ). He is corremtly
involved with the search of

B21666). 1 his blasphemous
powers were united with the
knowledge of the Black Library.
there is a danger that his powers
would come to rival the Durk
Gods themselves. All Inquisitors
are herchy ordered to spare mo
means when affempting 1o
exterminate Ahriman.
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Special Character: A Chaos Space Marine or Imperial Guard army (yes Imperial
Guard!) may inclede Cypher as a special character. If you take him then he counts
as an Elites choice. He must be used exactly as described and may not be given
exira equipment from the Chaes Armoury. Cypher is an independent character.

Wargear: Master-crafted bolt pistol, masgter-crafted plasma pistol, C'Tan Phase
Knife ([counls as a power weapon).

SPECIAL RULES
Space Marine: The ‘And They Shall Know ne Fear” nile applies to Cypher.

Animosity: The presence of Cypher farments discord and animosity. If Cypher
is in an army you must roll 106 for any squad he joing at the star of each tum.
On a roll of 1 members of the squad argue amongst themselves, and may not
da anything at all for tha rest of the tum, though Cypher may carry on as normal.
Mote that the Animosity rule only aflects squads or their equivalent, it has no
effect on individual characters and vehicles. In addition, this rule does not affect
any squads of Fallen Angels.

Divine Protection: Cypher is protected by an unknown Chaos power wha
spirits him away at the last moment if danger threatens. This is represented by
allowing Cypher & 4+ invulnarable save on 306 againsl any atlack or other
damage that reduces his wounds 1o 0. This is a special save that is made when
Cypher is killed and may be laken after his armour save. If Cypher makes the
saving throw then he suddenly disappears from the battlefield. Remove the
model as if he had been killed, but do nat award any Viclory points to the
opposing player.

Gunfighter: Cypher is able lo aim and fire a pistol with each hand. This enables
hirn te fire with two weapons in the shooting phase: once with his master-crafted
ball pistol and once with the master-crafted plasma pistel. If he remains
stationary he may rapid fire the two pistols at the same time, letting him lake
four shots!

Fallen Angels: If Gypher is included in an army you may take one sguad of
Fallen Angals. Fallen Angels are chosen from the Chaos Space Marine army list
and are treated as Veleran Chaos Space Marines and have the same paints
value and options. However, the Fallen Angels use the ‘And Thay Shall Know
no Fear' rules which apply to all loyal Space Marines. They are immune to
Animosity as described above but detest Space Marines of the Dark Angels
Chapter and must charge them if thay are able to.

Hunted by Dark Angels: Cypher and the Fallen Angels are being hunted by
members of the Deathwing and Ravenwing Companies of the Dark Angels
Chapter. All members of the Deathwing (inciuding all Dark Angels characters)
and the Ravenwing despise Cypher and any other Fallen Angels and must
tharefare charge them if they can. Therefore as leng as Cypher is involved in
the battle, members of the Deathwing (only) must move each turm so that they
end up at least 6° closer to him in the movement phase.

l
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A Chaos Space Marine army
may include Kham as long
as it also includes at least
ten Khorne Berserkers. If you
decide to take him then he
counts as ane of the HQ
choices for the army. He
must be used exactly as
described below and may not
be given extra equipment
from the Chaos Armoury. He
also may only be used in a
battle where both players
have agreed to the use of
special characters. Khéamn is
an independent character
and follows all the
Indepandent Character
special rules as given in the Warhammer 40,000 rulebook.

Wargear: Plasma pistol, bolt pistol, frag & krak grenades, Chaos
armour, Gorechilad. Mark of Kharne (bonus included above),
Collar of Khore.

SPECIAL RULES

Furious Charge. Such is Khim's ferocious enthusiasm to get to grips
with the enamy that he may add +D&" o his move in the assault phase. 3
However, he can only use this bonus if it will actually get him into hand-
to-hand combat that turn and it may not be used if he can not reach the
enemy.

Gorechild: Khérn's huge and ancient chain-axe, Gorechild, is an
artefact from the Great Crusade when the Space Marines reaved
across the galaxy. Gorechild's jagged whirring teeth were torn from the
jaws of mica-dragons on Luther Meintyre, its haft is forged of
adamantium and its head is a full three spans across. It is a deadly
weapon capable of splitting an armoured Space Maring fram head to
crofeh with one blow and is doubly dangerous in the hands of Khém.
He is so skilled with Gorechild that in hand-to-hand combat the
enemy’s WS is ignored and all his close combat attacks always hit on
a roll of 2+. This aside, Gorechild is realed as a normal power weapon.

The Betrayer: Kham may attack anyone nearby in his berserk fury,
friend or foe alike! To represent this, roll to hit, but then each player
takes il in lurn o distribute the hits, starting with the Chaas player (ie.
the Chaos player allocates and works out the effect of the first hit, hig
opponent allocates and works out the effect of the second hit, and so
on). The nomal restrictions for allocating hits apply, so they must be
allocated against models in base contact with Kham first, then on
modeals within 2" of him if all models in base contact are slain. Within
these restrictions a hit may be allocated against any model, including
Chaos models, 50 it makes sense for the Chaos player 1o keep Kham
as far away from models on his own side as possible!

Fearless: Kham is completely fearess and automatically passes any
Leadership bazed tests he is called upon to take. In addition he cannot
be pinnad by enemy fire.
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A Chaos Space Marine army may be led by Fabius Bile. If you decide to take
him then he counts as one of the HQ choices for the army. He must be used
exactly as described below and may not be given extra equipment from the
Chaocs Armoury. In addition he may only be used in a battle where both
players have agreed to the use of special characters. Fabius is an
independent character and follows all the Indepandent Character special
rulas as given in the Warhammer 40,000 rulebaak.

Wargear: Rod of Tormenl, Xyclos Negaler, bolt pistol, frag & krak grenades,
Chirurgeon and the Mark of Chaos Undivided.,

Plamodel |[WS BS 5 T W | A Ld Sv
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Squad: The squad consists of batweaen five and nine
Enhanced Chaos Space Marines.

Weapons: Bolter or bolt pistol & close combal weapon.

Options: Up to two Warriors may be armed with the
following weapons: flamer at +3 pis; plasma gun at
+6 pts; meltagun at +10 pls. The entire squad may be
equippad with frag grenades at +1 pt per model and
krak grenadas at +2 pis par modeal.

Rhing: The entire squad may be mountad in a Rhing
armoured carrier at a cost of +50 pis.

SPECIAL RULES

Genetic Corruption: Fabius® allampls to enhance his
warmiors don't always work out a5 well as he hoped. To
represent this, roll & D6 for each Enhanced Warrior at
the start of the battle, after both sides have set up, but
before the first turn takes place. On a DS rell of a 1 roll
again on the table below:

1 Berserk Rage! The warior goes insane and
altacks his comrades. Remove the model and D3
randomly salacled modals from the squad.

2-5 Meltdown. The warrior's immung system
totally breaks down and ha dies horibly within a
few momenis. Remave the modal as a casualty.

6 Created A Monster. The wartor's abililies are
boosted to superhuman levels, Add +1 to all his
characteristics, apart from his save, for the batile.
Sadly the human body can not survive for long
boosted 1o such extremes and alter the battle
ends the warrdor will die (assuming ha didn't die
during it} and he counts as having been killed for
Victory point purposes etc.

SPECIAL RULES

Characteristics: Fabius Bile has probably subjected himszelf 1o more
cxpcri’ncnlahon than any other crealure. To rapragant the facl that his
physical capabiliies vary tremendously according lo his most raceant
undartaking, Fabius Biles characterislic profile is generalad randomlby
befare each game (praferably in the presence of your opponent). Rall the
appropriate dice and modify them as noted in Bile's profile, This profile will
not remain constant and is re-rolled before each game.,

The Chirurgeon: This iz a complex, part magical, part technclogical
device which is attached 1o Bile's spine and extends ils spidery limbs over
hiz shoulders. It could be said that the Chirurgeon is Bile's life work, or that
fhe Chirurgeon works to keep Bile alive. It pumps life-giving black ichor
arcund his body, daemonic ichar charged with the immartal energy of the
warp. The direct efiects of this in the game are to give Fabius an additicnal
4+ invulnerable save against any wounds he suffers. This save may be
taken instead of his usual 3+ save, not as well as it.

Enhanced Warriors: If Fabius Bile is the commander of a force he can
enhance =some of the warriors under his control through ganalic
manipulation and drugs. Up 1o one squad of Enhanced Warriors may be
laken as Fabius Bile's Ratinue (see below). Mote thal Fabius and his
Retinue count as a single HOQ choice,

Rod of Tarment: Fabius Bile has an abiding interest in pain and the
daemon-forged Rod of Torment amplifies the slightest pin prick into a
raging weal of agony. The Rod of Torment counts as a close combat
weaapen. However, any opponent suffering one or more wounds from the
Rod of Torment is immediataly disabled by the pain and removed as a
casualty evan if they have any remaining wounds.

Xyclos Needler: This gun fires a dar of virulent paisen into the victim's
blood stream, causing them to explode! It has the following profile:

Rng: 12° Sin n'a AF: 6
The weapon does not have a Strenglh value as such, and always wounds
on a D6 roll of 2+, If the target is killed place a Blast marker centred on the
exploding model and roll to hit other models using the rules for blast
weapons. The attacks have a Strength equal 1o the exploding model's
Toughnass, and an AP value aqual to tha victim's saving throw (ie, models
hit by an exploding Space Maring would take a 5S4 hit with AP 3). The
Meadlar counis as having a Strength of 1 if fired at a vehicle

Assault 1




CHAOS GIFTS

Axe of Khorne: The model is gifted with a mighty Axe of
Khame, suffused with chaotic power and laden with death!
A hit frem the Axe of Khome ignores armour saves. In
addition, any to hit rolls of 6 allow the modal to make an
additional attack in close combat. As long as you keep on
rolling 68 you can keep on making additional attacks. These
additional altacks may be allccated against new opponents
if desired.

Banner of Rage: The Banner of Rage contains the bound
soulz of the most bloodthirsty of Khome's servants. It
radiates palpable waves of anger and lust for slaughter
which beat upon the minds of those near it, driving them into
a killing frenzy, The banner may be used once per battle, in
any assault phase (including your opponent’s). Any models
fram the Chaos army (apart from those bearing the Mark of
Slaanesh) that are within 2D6" of the standard, may add +1
to their Strength characteristic.

Beast of Nurgle: The model is accompanied by a Beast of
Murgle, The characteristics for the Beast are shown below.
The creature will atternpt to remain within 2" of his master
at all timas. In effect the two form a special unit and must
obey all the Unit Goherency rules.

W5 BS 5 T W | A Ld Sv
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Special Rules: The Beast of Murgle has an Invulnerable
save and DE aftacks in ¢lose combat. Roll 1o see how many
altacks the Beast may make each time it fights a round of
cloze combat,

Blight Grenades: These are made from the shrunken
heads of those killed by Murgle’s favourite plagues. The
head of the viclim is filled with virulent pus and infectec,
biting flies and then its orifices are sealed with wax. When
the: grenade is thrown it splatters across the target area,
forming puddles of purulent slime and noisome clouds of
buzzing flies,

An enermy unit that has one or more medels charged by a
madel armed with blight grenades suffers a -1 to hit
modifier. These effects also count againgt Chaos models In
base contact with models from the enemy unit unless they
are followers of Murgle {ie, Plague Marines, Nurgle
Daemons or characlers with the Mark of Murgle). Note that
the whole unit is affected, not just the troops fighting the
model armed with the blight grenades. There is no
additivnal effect if a unit is attacked by two or more models
armed with these grenades.

Blastmaster: The Blastmaster is a Moise Marine Weapan
that focuses a thrumming bass note into an explosive
crescendo. The frequency of the Blastmaster can vary
tremendously 5o that some blasts will be far more powerful
than cthers. The weapon has the following profile:

Range  Str AF
43" DE+4 5

Blasted Standard: Riddled with the power of change, the
standard’s design shifts constantly throughout the battle.
Energy and power growl through it and when an enemy unit
approaches, the energy is unleashed in a fearsome roar,
The standard containg a magic spell which may be cast
once per battle in any assault phase, after models have
moved but before attacks are resolved. Any wounds

Notes

Blastmastar Heavy 1 blast

inflicted count towards the combat result. The spell inflicts
206 56, AP 4 hits, which may be distributed on any ENEmy
models within 6 of the standard. Mo enemy model may be
allocated two hits until all enemy models within 6" have
been allacated a hit.

Chaos lcon: This powerful Daemonic standard is
surrounded by potent spells of summoning. At the start of
the: Battle, nominate ong unit that must be summoned to be
enslaved o the lcon, At the start of any Chaos turn, this unit
can be autematically summoned — no roll to summaon or
scatter is required, simply place the Daemonic unit within 6"
of the lcon. The unit can move in the movement phasze and
may make assaults as normal.

Collar of Khorne: The Collar of Khome that hangs around
the model's neck is said to be forged from the heat of
Khome's rage at the very foot of the Blood God's throne of
brass. The collar is able to suck the energy of the warp from
around {1, fortifying the wearer and also protecting it from
psychic attack. As a result, force weapons lose their special
ability to kill the wearer outright, and psychic powers that
target the wearer or include him in their area of efect are
nullified and will not work an a D86 roll of 2+,

Disc of Tzeentch: A model mounted on a Disc of Tzeentch
moves as if he were equipped with a jump pack. Models in
Terminator armour, with wings, or riding a bike may not be
given a Disc of Tzeentch,

Doom Siren: Certain Moise Marines are fitted with a
complex amangement of pipes and fubes around their
helmets which project a shor ranged sonic attack. The
Doom Siren may be used in the shooting phase instead of
the: Noise Marine shooting with another weapon. It has the
following profile;

Range Str AP
Template D&+4 33

Motes

Doom Siren Assault 1

Roll once for Strength each time that the Doom Siren is
Lsed.

Juggernaut: A model mounted an a Juggemaut gains +2
Toughness and +2 Attacks. Models in Terminator armour
may not be mounted on a Juggemaut. Note that models
mounted in Juggemauls do nof count as cavalry -
Juggemauts are not noted for their speed!

Nurgle’s Rot: After normal altacks in close combat, rall a
D& for each living modeal {friend or foe!) in base cantact with
the bearer of this gift. On a roll of 6 they contract Nurgle's
Rot and suffer a single wound, with no armour save
allowed. Invulnerable saves may be taken as normal. Note
that this only applies to living foes, not to other Daemons,
vehicles, Talos, Avatars or Wraithguard,

Flague Banner: This is a frightening creation of rotted hide
flapping in & pestilent breaze. Poweriul magic holds a great
spell in check within it until the time iz right to send disease
and decay scything through the enemy’s ranks. The banner
contains a potent spell of destruction which may be cast
once per batlle. The spell inflicts D& waunds which may be
distributed on any enemy modals within 5" of the standard,
but no more than 1 wound may be applied per enemy
model. No armour saving throws apply. Mote that this anby
applies to living fees, not to other Dasmons, vehicles, Talos,
Avatars or Wraithguard. :




Plague Knife: Dripping with venomous slime, a wound
from a Plague Knife will kil mortal creatures outright on a
D& roll of 6, regardless of how many wounds they have, On
a roll of 1-5 it merely causes 1 wound. Mote that this only
applies to meoral foes, not to other Daemons, vehicles,
Talos, Avatars ar Wraithguard.

Plague Sword: The Plagus Sward drips with venomous
slime. Mo armour saves are allowed against wounds
inflicted by a Plague Sword. In addition, a wound from this
weapon will kill mortal creatures outright on a D6 roll of 4 or
mare, regardless of how many wounds they have. On a roll
af 1=-3 the Plague Sword only causes 1 wound. Note that
this anly applies to moral foes, not to other Dasmons,
vehicles, Talos, Avatars or Wraithguard.

Rapturous Standard: Containing the bound essence of
innumarable Slaanesh followers who died in blissful
slaughter, the air around the Raplurous Standard is filled
with their ecstatic howls and the overpowering waves of
heady, exotic musk. Any unit with a model within 6" of the

standard is rendered immune to fear by the overwhelming
waves of sensation radiating from it and will pass all Morale
checks they are required to take automatically.

Sonic Blaster: Unleashing wave after wave of devastating
harmonics, a sonic Master lierally rips its target apart. It has
two profiles depending on whether it is used to unleash
short rifts or a long solo. The sonic blaster has the fellowing
profile:

Range Str AP
Sonic Blaster 24" 4 5

Motes
Assault 2 or Heavy 3

Steed of Slaanesh: A model mounted on a Steed of
Slaanesh gains +1 1o his Attack characteristic and counts as
Cavalry. Models in Terminator armaour may not be given a
Stead of Slaanash.

Talisman of Tzeentch: If an army includes a modeal with
this talisman, opposing psykers suffer a -1 modifier to their
Leadership for Psychic tests. If both sides have this gift,
they cancel out each other and the normal rules apply.

CHAOS PSYCHIC POWERS

Doom Bolt: Doom Bolt is a psychic power that may be
used in the model's shooling phase instead of it shooling &
weapon. A Psychic test must be passed in order to use the
power. When used, Doom Bolt counts as a weapon with the
following profile. Roll to hit, elc, as normal.

Range Str AP
Doom Bolt 18" 5 4

Motes.
Assault 3

Flame of Tzeentch: The Flame of Tzeentch is a psychic
power that may be used in the model's movement phase
instead of moving. When used, the Flame of Tzeentch
counts as a weapon with the fiollowing profile. Ball to hit, etc,
as normal.,

MNotes
Heawy 1

Range Str AP
Flame of Tzeenich 48" 3 z

Fleshy Curse: A Chaos Sorcerer may use this psychic
power in the assault phase instead of making his normal
close combat attacks. Pick an enemy model within 2* of the
Sorcerer and then take a Psychic test in order to use the
power. If the test is succassful, roll a DB, If you roll aver the
victim's Toughness, or you roll a 6 no matter what the
victim's Toughness is, then the viclim is slain, with no

armaour or cover saves allowed (Invulnerable saves may he
taken as normal). In addition they turn into a Chaos Spawn
if you have a Chaos Spawn model to represent them, but if
you do not have a suitable model, simply remove them as a
casually. Chaos Spawn have the same characteristics and
special rules as a Beast of Nurgle {see Chaos Gifts above),
except that they are treated as independent characters.
Thay are counted as being pan of the Chaos army from the
moment they are transformed and may attack in that
assault phase, as long as they have not already done so
previcusly. Models tumed into Chaos Spawn are treated as
having been killed for Victory point purposes, even if the
Spawn survives the battle.

Stream of Corruption: Stream of Corruption is a psychic
power that may be used in the model's assaull phase
instead of moving (the model may fight as normal). A
Psychic test must be passed in order to use the power.
Flace the flamer template so that its narrow end is touching
the model using this power. Any models fully or partially
under the template suffer 1 wound on a D8 roll of 4+, with
no armour or cover saves allowed (Invulnerable saves may
be taken as normal).

MARKS OF CHAOS

count as troops in the maln army list.

failed Morale checks.

Chaos Space Marines may dedicate themselves to one of the Chaos
-powers by bearing their Mark. The effect of each Mark of Chaos is
described below. In addition, bearing the Mark of a Chaos power allows
the model to take certain items of Wargear and can affect what units

Mark of Khorne: Models bearing this Mark add +1 to their Strength.
Mark of Nurgle: Models bearing this Mark add +1 to their Toughness.
Mark of Slaanesh: Models bearing this Mark add +1 to their Attacks.

Mark of Tzeentch: Models bearing this Mark don't need to pass a
Fsychic test to use a psychic power. They may use it automatically.

Mark of Chaos Undivided: Models bearing this Mark may re-roll




lares of light flashed across the turbulent skics as Adelphos V's giscous clouds billowed and burned through the dense atmosphese

Beneath the actinic displiy, tracer rounds raced across the night and blossoms of explosions rippled along the rocky hillside A huge
shell detonated just to Bekanor's right, smashing three of his fcllow Chaos Space Marines to hloody pulp. shards of their armoar scatiering
slowly through the thick air. Decp within his soul he fcht a flicker of anguish at the loss of his battle-brothers, but the emotion faded
a5 quickly as it appeared. Wincing with pain. Bekanor stretched his right arm, feeling the bones inside crunching and grating against cach
other. The multiple fractures inflicted by his latest transformation were mot quite knitted together. Still. the bony blades that protruded
from his hand were an adminable weapon and many focs had fallen to them in the past thrce days of fighting: a5 always with the gods of
Chaos. every boon had its price At the buck of his mind, the Dicmon dwelling within stirred and Bekanor was struck by a moment of
dizziness, The emissary had assured him that this would pass with time that a mortal host often had to wndergo such discomforts to
achieve greater glory. And who was Bekanor to argue with an emissary of his Dark Masters? As the Possessed Marine advanced with the
rest of his squad towards the Imperial forces on the brow of the hill e felt a mental imperative thrust into his brain,

KILL!

Bekanor smiled grimly to himsell. He and his emissary knew how te plesse cach other. The spilling of blood made him feel good and
the pain would subside for a while

MAIM!

Bekanor had oaly been a host for a few months and he had ot yet totally absorbed his emissary. The emissary was still shaping Bekapor's
bady to suit its needs. turning his weak flesh into something more worthy and suitable. The pain had been intolerable at first - the fangs
were most discomfiting originally and his arm had been uscless for two weeks. He could feel other changes too. glimpses of strange images
of warp space just on the other side of reality sweeping across his vision. Mow, if he coscentrated, he could see the small, [lickering spirits
of the Imperial Guardsmen ahead - tiny candlelights that hardly lit the gloom of his Diemon-altered cye. Torning to the other Possessed,
the emissaries: inside their bodies could be seen much more cleasly - swirling nebulie of stars and cocrgy. with bright eyes thar seared the
soul.

DESTROY!

Bekanor dimly moticed that the Guardsmen were shooting at him aed blood dripped from 3 wound in his leg. He was not surprised 1o
see that it was dripping blick. oozing in thick rivulets down his armoured thigh. Bekanor could feel the Dacmon's rage at having its mortal
- body damaged.

ANMIHILATE!

The surviving Possessed reached the top of the hill and the slaughter began. When Bekanor snapped the neck of onc of the frail humans
with a short punch. he noticed its soulllame dim and dissppear. Asother fell to his cliws, his internal organs ripped free from their fleshy
vessel to spill across the dusty, rock-strewn ground. The emissiry, whose name he was not yet allowed to know. was whispering constantly
now.

DEATH! SLAUGHTER! ELOOD! BLOOD! KILL! KILL!

The psychic shout made Bekanor stagger 35 pain flooded his body. He rencwed his attack. pamping bolt shells into the Guardsmen around
him, slicing off limbs and heads with sweeps of his blood-slicked claws. The pain abated and he realised that all the Guardsmen were dead.
Elation and triumph filled Bekanor's soul and his body scemed to bum with invigorating fires. His exhiliration drained away as. once more.
the emissary gave its command.

| can taste, your fear, human.

It is a tangible thing I can
run my fingers over it and
drink deep of its sickly
aroma.-If this terror is the

food of hatred, let me feast

upon it and in the feasting .
: d:stm]r you nt&r'l}r."
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THE NIGHT LORDS

hen the Horus Heresy erupted. the

Might Lords had no  hesitation in
joining Horus against the Emperor. The
legion had already esrned & seputation for
fcr-:ll.'il:r' and savagery and there is compclling
evidence  that the Emperor wis  already
plinning to dishand the legion before the
Horus Heresy made such action impossible
In any case, once they had sided with the
Warmaster the Night Lords embarked on 2
campaign of terror and genocide that has
rarely, if ever, been ecqualled Even after
Horus had bheen defeated the Ni.ghl! Lords
continued to attack the Imperivm from their
homeworld deep 1o the wilderncss area of
space known 35 the Eastern ]"ringc's. 1|'|ou.|§h
increasingly without any discernable plan or
motivation for their steadily more murderous
attacks. Finally the Imperial Assassin M Shen
wis able 1o dnfiltrate the Night Lords’ base
and slay ‘their Primarch and with this act the
Might Lords quickly stopped being an
organised threat 1o the Imperium.
The survivors made their way to the Eye of
Terear, where 11|.::.-' contine 1o take part in
raids on the Imperivm to this day. All of the
evidence appears to sndicate that they do not
worship any of the Chaos gods and have
hard-bitten  and
frighteningly ruthless warriors who fight for

become  instead  cvmical,
the pleasurc of iig_]l.li.ng and  the materaal

rewards it can bring. Some reports imply that

THE DEATH CUARD

hen Horus led his attack on the
Death Guard

Legion was marooned in the warp where a

Emperar, the  rchel
mysterious confagion began to spread from
ship to ship, The :\1in'ki.n3 P:x!it:nuc bloated
the gut. distended the flesh and turned its
victims fotten from the smside Eveatually
Mortarion  became  infected and 0 his
delirium he called vpon the powers of Chaos
to aid the ﬂ?tt: Marines. Maortarion's fevercd
r:.\-i.rl.Bs wEre

answered by MNorgle  and

Mortarion became MNurgle's Champion.

The Dreath Guard, newly dedicated to Nu.rs]c.
arrived in time to fake part in Horus' amack
on Elr'l'l J'I'Id i‘:ll.l.gl'l‘ mn l.l '::IE !!IC II:II.FI:IT
battles of the campaign. As diseass began 12
disfligure the Death Guard, their appearance
changed into the disgusting form they s1ill
bear today and the ooce fall and noble Space
Marines of the Desth Guard became Plague
Marines of N‘u'rkﬂ: E'nilnwi.n.g Haorus' defeat,
Martarion led his Death Guard in 2 merey
dance of destruction ever a score of plinets
until finally retreating with the remnants of
the legion into the Eye of Terrorn

Following their retreat from  the matersal
universe, it becomes difficult to say with
certainty what happened 1o the Death Guard.
However, it seems likely that Mortarion
received MNurgle's ultimate reward and became
2 [u"}'—fl:dg:d Daemon Prince, rllling over a
Plagee world in the Eve of Terror. From this
dark and slimy orb Mortation launches fleets
of Plague ships into the warp to carry their
contagions through the galaxy.

ivors of those legion
s 3 briel description of each o

r to Chaos. Even though
thasks to the nature of
Il harry the Imperium
these Traitor Legions. My

!}' of surviving archives from 1he dayz of the Horas Heresy, for which a2 huge
. Information om the Traitor Legs
Tereor is considerably more difficult to obtain and my conclusions should be looked upon is imlormed n]:l:ni:::u.

since they retreated into the Eye of

EMPEROR'S CHILDREN

he Emperor's Children were among the

units I:\HSEM!i 1o erush Horus and his
rebel Chapters on Istvaan V. During a parley
the legions Primarch, Fulgrm  and s
highest ranking officers were corrupted by
the decadent pastimes that Horus and his
Chaos wér:‘l::pp::s affered. n:uggcd.
pleasured  beyond  endurance  and  finally
broken, they agreed to aid Horve The ron
q:ﬂl:k.::h' spread 1o the whole 1cg:inn and the
Emperors  Children  willingly
Chaos in all it indolent depravity. The

embraced

Imperial Cult was qus'l‘:]cl:.-' .:.IIPPIIlﬂcd h:,.' the
more gratifying worship of Slinesh.

As one of the Tratar Legions, the Fmpcrnr't
Children invaded Earth, but took little part
in the acwal fighting arowad the Imperial
Palace. When the assault failed, the Fl:an:rn:r"\.'
Children fled into the Eye of Terror with the
rest of the Traitor Legions They were the
first 1o begin r:iding i:ln]:qr:izl warlds for
captives and plunder. Their excesses soon
koew no bounds and simple raiding could not
supply eoough raw human material for their
orgies of worship. At this point @t appears
that thc Hru.Fn:'rnr',s Children furped on the
other
I_l:sl.:ms. ap  actuan “'hl':]l. hcgﬂn a Scrics '.Ij’

slives  and servamts of the Trastor
'|'.~|i:-n-:|:.r wars within the E}'c of Terror, I
there was indeed a civil war, it pow seems to
have been resalved or. 2t least, 1c||:||:-n:lr|l:..'
forgotten. for there have been proven cases of
wartiors of the Emperor's Children legion
tl.k'ing part in qoint raids on the il:l'lFlcrEIleI
during the last several millennia

Subject: Dieath Guard Traitor Legionary
Ref: Plague Marines
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THE LEGION OF THE
THOUSAND SONS

he path of damnation for the Thousand

Sons legion was longer than most. Even
before the Heresy they studied arcame lore
and sorcery despite the Emperor’s warnings 1o
stiy clear of such matters. When Horus
gatbered his forces against the Imperivm, the
Thousind Soms at first tried to wse their
occult to  warn  the Emperor
Mistrustlul of anything tinged by Chaos, the
Empcmr declared them heretics and sent the
Space Wolves to devastate the Thousand
Sons homewoeld of Prospern,

PI’J’WCTH

Flecing this onsliught the Thousied Sons
sought the patromage of the Chaos power
Tzeentch, greatest wiclder of magic among
the Chaos gods. Tzeentch favoured them well
and the Thousind Sons escaped 1o the Eye
of Terrer, where they sertled on the world
whith became known as the Plinet of the
Sorcerers. As ever with events that take place
within the Eye of Terror. it is difficult to
find confirmatory evidence, but it appears that
15 time pass:d many Thousand Sons declined
it mutation and madness under the warping
infleence of the Lerd of Change The
sorcerers became increasingly disturbed by the
degeneration of their  brethren  wanil  they
eventoally  rished
Rubric of Ahriman  which purged  the
Thousand Sons of those members that were
considered "wewerthy', and which created the
strangely rabotic Thousand Sons Chaos Space
Marines that are encovntered today.

I.InM‘!tttl.k:inE the  drastic

THE IRON WARRIORS

once  formed  the
Emperor's most able body of sicge
troops.  The Primarch.
Perturabo, excelled in siege and trench warfare
above all else and his treatise on fortifications
and their destruction formed the basis of
several sections of the Tactica lmperium,

he Iren  Warriors

Iron Warriors'

For reasons long [orgotten. the Tron Warriors
betrayed their oaths to the Emperar in the
wike of the dmp sitc massacres on Istvaan W
and declared their allegiance to Horus, After
Istvaan the Chapter split up to fight on a
dozen other weorlds and contingents of Tron
Waeriors led assaults against the Imperial
Palsce. Wherever lron Warriors fought they
built I'I'I.Iat evil citadels in their wake and held
them against all comers. Even after Horus'
defeat the Iron Warriors weee only removed
from lmperial worlds at a terrible price. The
surviving Iron Warriors were driven back into
the Eye of Terror, but ther skills are still
called wpon for assaults on fortresses of the
Imperium today. as the destrection of the
Cadians” ‘impregnable’ bastion line on Magnot

THE BLACK LEGION

he Black chlm 5 the l:m]:.- Traitor

Legion to have changed its pame in its
ten thowsand years of exile. The legion was
originally created in the fisst founding a5 the
Luna Wolves, but it was as the Sons of
Horus that the legion fought im the Horus
Heresy, serving as his practorisns throughout
his campaigns. They were the first to remove
the symbol of the Impernl eagle from their
armous sed basners and replace it with the
Eyc of Herus symbol which became such a2
dread icon of Chios 1o the Imperium, When
Horus was defeated, factions in the other
Traitor Legions later blamed the Sons of
Horus for beginning the rout from Earth by
retreating info warp space with the hud}' of
their beloved Warmaster. leaving the horde
leadzerless below.

Although it is very dilficalt to be sure, it
appears that once in the Eye of Terror the
Sons of Horus fought ferocious battles with
the other legions for possession of key
worlds and sesources, fighting to re-establish
themselves as the prime legion. Although
evidence is fragmentary at best, it scems that
conflicts
culminated in the destruction of the Sons’
final fortress by o combined force of Traiter
Legions. Te add to the igoominity the
Warmaster's body was removed and cloned,
much to the di&gust of the n:rrl.ii:u:ing Sons.
Denicd their Warmaster, the Sons of Horus
swore allegiance to Abedden, captain of the
First Company. as their new Wirmaster.

these  internecine eventually

THE WORLD EATERS

E\':n before the Heresy the World Eaters
were noted for their sivagery and were
censured by the Emperor for their wsc of
psycho-surgery on new recruits to turn them
inte frothing madmen. Monetheless the World
Eaters were invaluable troops in the Great
Crosade and fought at the forciront of all of
the  greatest their
lerocity made it 2 simple matter for Horus
to quickly pervert the World Eaters” blaody
legion rituals to the worship of Chaos.

campaigns. awevEE,
H

Subject: World: Eater Traitor Legio
Ref: ~Khorse Berrerkers

Once renowned for their unswcr\rjng l{:,,'ah,,'
to the Emperor. the World Eaters became
reknown  for carnage and terror d.u.rins the
Heresy. They always fought in the vanguard
of the Traitor Legions and their legion
records show that it was they and pot the
Sons of Horus who first breached the walls
of the Imperial Filice The World FEaters
retreated  from  Terra anly grudgingly and
fought their way to the Eye of Terror,
carving @ bloody swathe theough anything
that impeded them, All the evidence points
to  the World Eaters
s1r:ng|l1.¢nin3 their blood traditions while in

continuing  and

exile  All pretence of forming  balanced,
tactical forces has now fallen awsy and they
are now armed entirely with pistels and close
combat weapons, chain-axes and chiinswords
becoming the favoured tools of bloodshed

THE ALPHA LEGION
he Alpha Legion was the twenticth and

last legion created in the First Founding
Though the youngest. or perhaps because of
it. the Alpha Legion Snughl! to ouishinz its
beethren in all things. as il to prove their
worthiness amidst the older legions. Their
pride led to 1 number of incidents where
members of the Alpha Legion clished with
and even fought against members of the ather
legions in existence at that time. In particular
there scems to have been a strong mutwal
hatred between the Alpha Legion and the
lmperial Fists as they had clashed on more
than ome occasion prioe to the Heresy,

When Horus made his pact with Chaos, the
martial pride of the Alphs Legion was their
downfall and I:E‘u:}- wore amaong the [irst to
jein him. The legion clashed with loyal Space
Marines on Istvaan 'V and in the campaigns
therealter, any nced for restraint forgotten.
Even after the Heresy failed the legion has
continued fo ﬁaht A COVErl war :|.E.aij:|s1 the
Space Marines and there are dozens of well-
documented instinces of their saiding parties
sillying out from seeret hases to catch the
defenders of Humanity wnaware: ssbotaging

| Fout-Zera well demonstrates.

bases. attacking shipping fleets and destroying .
small eutpests with deadly efficiency. | E




If you're new to Warhammer 40,000, then collecting your
first army can be rather daunting: after all, you don’t want
to invest a lot of time and effort collecting an army that will
lose every battle it takes part in! To help, we've provided a
few simple guidelines to help you get started on building up

your first Chaos Space Marine army.

WHERE TO BEGIN?

he main aim of any Warhammer

40,000 gamer is to collect an army
that can be fielded in battle. The number
of different types of squad you can
include in an army is dictated by the
army list and the force organisation
charts. Of these, the Standard Missions
force organisation is the most commaonly
used. If you collect an army with its
squad allowances in mind, you'll end up
with a force that can be used in any
scenario.

As you can see from the Standard
Missions chart to the right, an HQ unit
and two sguads of Troops are
compulsory. These are the foundation of
your army and a good starting point for
collecting and painting. Once you have
this core force, you can fight a standard
scenario (although a fairly small one).

The photograph below. shows  an
example of a starting army. We've
chosen Chaos Space Marines as our

Troops choice because they are flexible
and can perform most tasks well.
Although we've used two ten-man
squads, a squad can actually consist of
from five to ten models. This means that
once you've painted ten Chaos Space
Marines and a Chaos Lord, you have a
‘legal’ army and can start to play.

STANDARD MISSIONS

COMPULEORY
i HQ
2 Troops

OPTIONAL

1 move HO
L fo 4 move Troops
Ul o 3 ERps
LU t0 3 Fast Attack
L o 3 Haavy
Suppord
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® HQ ®

C-HAGS LORD .

Chaos Lords are excellent in close cambat, have
strong armour, and access to 2 wide range of
additional equipment from the Chaos Ammoury.
However, you may only have onc in your anmy.

-y
- —

DAEMON PRINCE

Daemon Princes are even better in close combat
than 3 Chaos Lord (which is saying somethingl).
but have 3 much more limited range of wpgrades
and extra equipment and can’t be given a retinue.

" ELITES ¥

CHAOS SPACE MARINE
TERMINATORS

Chaos Terminators are very well
armed and armaoured. Althoogh very
effective in close combat, their main
" strength is in a firelight, where they
can expect o succeed against all but
. the toughest opponents. Their only
real vulnerability is to opponents
armed with power weapons.

-

DAEMON PACKS

Dacmon packs make excellent assault troaps, but have no guns. They
can be summoned to the battlelicld near to the enemy and therefare
will take fewer casualtics as they close in

CHAOS SPACE MARINES

Chaos Space Marines are good all-round troops, with excellent characteristics,
good armour ind access to 2 wide “waricty of powerful weaponry,




CHAOS SPACE MARINE BIKES

Chaos Space Marine bikers combine

DAEMONIC BEASTS & CAVALRY

Like Dacmon Picks, Daemonic Beasts and q_' firepower, speed, toughness, 51‘!.1;"15
Catifiy: wnko: ol il st ks F4 armour and good close combar abiliry.
are extremely fast. but can be vulnerable to y making them one of the best troop types

in the Chsos Space Marine army list.

encmy shooting,

OBLITERATORS

Obliterators  have  the
ability to create the perlect
weapon to fake on the
turget they are sttacking
each tum. Fortunately for
the enemy, they are lew in
pumbers.

HAVOCS

Havocs are armed with an array of deadly heavy

CHAOS DREADNOUCHT weapons. but need to be protected from enemy

sssanlt troops.
Chaos  Dreadnoughts  have  good
firepower and close combar ability, but
sometimes go out of contral

KHORNE BERZERKERS

Arguably the best asmult troops in the
v _  Chaos Space Matine army!

\ Dy

ND]SE MARINES
MNoise Marines are good close range support
troops, and can lay down 2 withering hail of

fire against opponents within 29 They're also
fearless, so won't [all back or become pinped.

PLAGUE MA.RINES

With Toughness 5 an armour save of 3+,
fearlessness and good close combat ability,
Phgue Murines are the ideal troops 1o hold
an objective once it's been capiured.




~ TROOPS ~ TROOPS
~ (Chaos Space Marines) (Chaos Space Marines) (Chao
nce you've got an HQ unit and two
Troops units, you have the start of a
Chaos Space Marine army and can begin
playing. Soon you'll want to expand your
army by adding new units to it, though the
huge choice of moedels available can be a
bit intimidalting.

If you get stuck, then it's a goed idea to
consider getting one of each of the unit
types not already included in your army.
In other words get a Fast Attack unit, a
Heavy Support unit and an Elite unit. In
addition, think about getting a Rhino
transport vehicle to make one of your
Troop units more mobile. At this stage,
you can be fairly certain that whatever
you get will prove useful, Dotted about
this page, we've given a few
recommendations as to good starting
unit choices. The army pictured above
is made from the core force shown on
page 33, along with some extra forces
added using the ideas discussed above.

. FAST ATTACK

THEMED ARMIES

NE ARMY

@

HEAVY SUPPORT x2

s Space Marine Bikers) (Chaos Havocs & Chaos Dreadnought)

Before expanding your army even further
you should play some games with it. As
you play, you'll start thinking to yourself
how useful it would be to have this or that
unit in your army, and these insights will
help you to plan what to collect next. You'll
also start thinking up your own tactics,
and these again will affect what you add
to your army.

Converted Might Lords Fhine

T he method described above for collecting an army allows it to evolve over time as you use it and learn more about
it. Sometimes though, experienced players decide to collect what we've called a themed army, for want of a better
term. You might decide to collect a themed army because it has a distinctive appearance or style of play, or reflects an
aspect of the Chaos Space Marines' background that appeals to you. As an example, you could have a Khornate army
that includes lots of Khorne Berzerkers, only has Khornate Daesmons, and only includes characters bearing the Mark
of Khorne. As well as reflecting an aspect of the background, such an army would look distinctive (all those reds!) and
have a distinctive style of play (very close combat orientated). Although themed armies take forward planning, they give

you an epportunity to collect a really characterful army unlike any other.




elow is a good standard set-up for a Chaos Space Marine army. The Havocs and one
Chaos Space Marine squad are set up on high ground to provide covering fire as the
rest of the army executes a strong ‘left hook'. The Chaos Lord and his retinue are placed
in the centre so they can provide support wherever needed depending on the
opponent’s set-up. The Draadnuught is kept separate from the rest
of the army in case it goes

into ‘fire frenzy’.

Greater Dae
graal fank

nouwr panalfration will slice
through even the foughesi
AfOur

@ ey can approach the enemy a'ru.-e.'nd
il affow them fo get i

¢ fo saf thewm up as close fo
possible, prefarably
ad, a5 this will




o n this page is a selection of photographs showing the different paint schemes you
can use for your army. Experienced painters sometimes invent their own colour
schemes, but most players tend to stick with one of the colour schemes the 'Eawvy
Metal team comes up with, If you're new to painting, we highly recommend you pick
one of the simpler colour schemes such as the Iron Warriors or the Black Legion.

NIGHT LORDS i ALPHA LEGION

BLACK LEGION WORD BEARERS

e
CHAOS SPACE MARINE CULTS

1

LEF] SancER:
STERON OF SLALE N

KHORNE BERZERKERS THOUSAND SONS NOISE MARINES




ALPHA
LEGION

Hydra Mot

BLACK
LECGION

Eye of Horus

WARRIORS W T

Iran Skl Motll

NicHT @)
LORDS tar

Winged Skell Mokif

WORD f'@"g ,@
BEARERS UIIY

Flaming Skl Mo

FLAGUEBEARERS

FLAMERS

here, and (fortunately!) are
avaliable as walersiide
transfers, saving you the

CHAOS SPACE MARINE MARKINGS

Chaos Space Marine armour is usually adorned with icons
proclaiming which Legion the wearer belongs to and which of the
Chaos gods he worships. A selection of typical icons are shown

Watersiide
Transfars

hassle of having to fry
and paint them.

You may want to invent
your own icons, but if you
do then try and keep them
simple or you'll drive
yourself mad frying to
paint them (what seemed
like & good idea on the frst
model can wear very thin
by the time you get round fo
painting the fortieth!)

DAEMONS

BLUE HORRORS

All Dacmons
are Falschood.
2 Tﬁ:}r are lies
given the shapt
of creatures by

the fell power
of Chaos.



O nee you've decided what models are
going to make up your army, the next
step is to paint them. Some players play
games with unpainted miniatures
(shudder!), and this is okay as a short
term measure while you're getting the
army ready, but prolonged use of
unpainted miniatures will get you labelled
as a tinboy and is something to be
avoided. The thought of painting can be
intimidating for new players, especially if
they think they've got to try and match the
standard set by the 'Eavy Metal team on
these pages.

The truth of the matter is, of course, that
you don't have to malch their standard,
and it's possible to get a really good
looking army by using straightforward
methods. Just remember that you're
painting an army to play games with —
each model doesnt have to be a
masterpiece! On the tabletop, the overall

impression of a unit of Chaos Space
Marines counts for far more than how
each individual model has been painted.

If you're new to painting Citadel
miniatures, the method below describes a
fairly straightforward way of painting
Chaos Space Marines in the colours of the
Iron Warriors Legion. By the time you've
got a couple of dozen models painted up
you'll find you start improving both how
well and how quickly you paint, given a
little patience and practice. After a while,
you'll be ready to try out new paint
schemes and more difficult challenges.
Ower time you'll start to develop your own
methods, which may be very different to
those we describe here. This is as it
should be — as with the strategy and
tactics you use for your army, there is no
ane ‘right’ way to paint Citadel miniatures,
which is why Warhammer 40,000 is such a
fascinating hobby.

Affer cleaning up your fron Wariors
and assemiding thern, the first thing i
do iz give them an widercoal. We've
used black aerosol spray lo undarcoat
this modsal.

Spray undercoating is a real lime-
SAVeR, 85 you can spray & whole batch
of models n one go, rather than having
To undercoal sach one indnaduslly with
a painibrush, Once the models are alf
undarceated, sef them aside fo dry:

Now you're ready fo paini the first coal
of colour onlo your fron Warrlors.,
Lising Bottgun Metal paint and a large
drybrush, Joad the brush with some
paint, and then wipe away most of it
ot some fissue, unhi alf thats feft on
the brush is a small residue of paint.
Now brushr this hightly over the snlire
model and keep repaating the process
untd you've covared the whote moded in
Boltgun Mefal paint. The idea iz to
lightly cover raised surfaces with the
paint, while st leaving recesses black.

Next uze Burmizhed Goid to pick ouf the
Irims around shoulder pads and af the
Joints of armour. You can also paind
aiher delails, such as chesl munes,
skulls, or anything else you think woukd
benefit from being a diffeent cofour fo
ther rest of the armour,

N it’s line for the last few fnishing
touches. Use Blood Red to paint the
homs and the eyes. Lise Chaos Black
to paind the gun casing and the models
chesl cables. Finally, painf the bases of
your models wilh Goblin Green for
whatever colour suils the surface you
play your batiles on),

If you'd like to try 2 aifferent colowr scheme from the one above, then the colours of the Night
Lords Legion are also fairly sieightforward. Start off by giving pour models a black endercoar,
Neart, paint the Night Lords with Midnight Biue (you can leave their bolters black, though). Once
dry, use Dwarf Bronze b pick out the shoulder pad Irims, the edges of armour, and any other
raised guiding on the modsis. Mexl, paint the helmet homs wilh Bleached Bone, Now pick oul
the cilves on the helmet and backpack, as well as the eyes and parts of their bolters with

Baltgun Malal. Finally, paint their bases Goblin Green and your Night Lords are complote!



n the step by step example below, we show you a straightforward way of painting
Iran Warriors Dreadnoughts. This same process can also be applied to any kind of
Iron Warriors vehicle — from bikes to Predators.

We've painted owr Dreadnought in fowr stages,
using exactly the same fechmigue and colours
hal we used fo paint the fron Wamors Chaos
Space Marines on page 40. The only extra
colowr that was used was some Skul White fo
pick out the skulls on the Dreadnought’s

banner pole and plasma camon.

Right:
Another Iron
Vearriors
Dreadnought,
thiz one faken
shighily furifer than
our stap-by-slep sxampls,
Extra detais on his
Dreadnought include A
showlder-mounted smoke
launchers, and 8 1
transier of the
Legion'’s symbol on
the armaur plating
of the laft showker.

The finished fron Warriors Dreadnought on the tablatop, alormg wilh a squad of five Iron Warriors Chaos Space
Marinez painted using the method on page 40. Note that the Chaos Space Marines have since had some flock
glued ta their bases to match the fablelop playing surface.



his page details a variety of different painting and modelling tips that you may find

useful when painting or converting Chaos Space Marines and Daemaons. While
we can fit only a few tips on this page, more painting and modelling articles and tips

can be found in White Dwarf magazine.

PAINTING PUSTULES

Some Chaos
Space Marine
and Daemon
maodels (especially
from the forces of
Murgle) have open
sores and pustules
on them, The best
way of painting
pustules is to
overload  your
brush with paint

and ‘blob’ it onto each spot. The thick glob
of paint on each pustule will make tham
stand out even more and look truly ... erm
... gross! You can even add a small pink,
black or yellow dot in the centre of each
pustule to make them look even maore
disgusting.

QUICK & EASY BLOODLETTERS

A really simple way of getting the wet,
blood-slicked look of Bloodletters' skin
is to paint any areas of bare skin on
the model solely using red ink,
Undercoat the Bloodletters with
white paint, and then
paint straight on top of
the undercoat with red
ink. It takes about
three coats of ink
to get a really
deep, blood colour.
The great thing
about inks is that
they dry looking
slightly  shiny,
making  skin
look wet and
blood-soaked.

PAINTING HORNS

To paint horns, coat them with Bleached
Bone. Mext add a little bit of Skull White at
the tip of the horn. MNow paint some

Chestnut ink from the base of the horn to about half way up. You can even paint some
thin black lines near the base of the horns to simulate bony ridges.

Great looking bases are easy lo make with
Just somea sand, flock and PVA give. First
paint sorme PYA over the top of the base
and then dip the model inlo a box of sand
whila the give is stll wel Shake off any
excess sand from the model and leave it to
dry: Mo paint over the sand covered base
with Chaos Black. If you wan,
you can add a highlight of
Codex Gray over the top
of the back.

Now paint some
patches of PYA on
the base again, but
don't cover the whole of
it. Finally. dip the base in
same fMock, and you and
up with a textured base
that has sparse grassy

palchas.

The finlshed base fwilh the
rim painted Goblin Graen.




M ost Chaos Space Marine players convert

Space Marine vehicles before they use
them in their army, although it's only really v/
mandatary for vehicles that have been given

Chaos gifts. Chaos Space Marine vehicles

come with an accesso rue that includes all ;
kinds of spikes, chz and other bits and -_;-,,._
pieces you can to make a suitably ot
chaotic locking vehicle. In addition

you might like to try out some of

the ideas shown on this par

CORUSCATING
WARP FLAME
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Below: Deadly Chaos Obliterators,
designed by Dave Andrews.

Andrews, Dave has added spent shell casings to the

cocklail stick). The metal mesh texiura an the base is
made from some aluminivm mesh which was
cut fo £t the base, (You can get aluminium
mesh in places such as Halfords,)

A mighly Bloodthirster,
Graaler Daemon of Khorne,
dasigned by Trish Morrison.

Right: Chaos Dreadnoughl, designed and painied by Dave =

Dreadnought’s base {(made from small lengths of

Left & Above Left: Khornate Chaos
Space Maring convarsions, by Fred
Roeed, Chief among the things Fred
| has added fo the models are ihe
claws from a Daemonetle (used for

the lop model]l and & plastc Ok
Power Claw laken from a plastic Ok
hedvy weapons sprus (used on the
rmoatal 1o the et

Right: Khdrn the Belrayer,
dezigned by Jes Goodwin.




Left: Dagman Prince of
Slaanesh, converled and
pairled by Mark Leake,

Below: Cypher, bane of the Dark
Angels, designed by Oave Andrews.

Above: Abaddon the Despolier, Warmaster of
Chaos. Abaddon’s armour has been painted using
tack and brass — the colours of the Black Legion.

Abowve: The Chem-master Fabius Bite (designed by Jes Goodwin) accompanied by 8 bodyguard of genatically enhanced
warriors (designad by Shane Hopla).

Below: Anather of Trish Morison's
amazing Greatar Daemons:
Betow: Converled Chaos Predator by Simon Smith. The The Lord of Change.
rotating scythe blades al the front of the fank are
magde from parts fzken from a plastic Imperial

vehicle accessories sprus (including dozer Madss,
hatch tops and the weapon mounis for
hunlgr-kitar missiesg),




SHOWCASE

tren Warrlars Rfine by Fred Reed. Among the many details Fred's added
e s conversion ang a Gorkamaorka speangun, as

well as a qumner made using the fop half of a
G MNecromunda Wyrd
H ﬁ Pyromanize

Below: Ahriman of the Thousand Sons, painted by
Mike MoVay

i R
s

Sl

Above: Tzeenlchian Chaos Lord conversion by Grahem
Davey. The Lord uses Khim the Belrayers body, with a
Space Marine Chaplain's head and the power fist from the
Chaos Renegade Champion. The flying disc s
consirucled from Necromunda Rippewacks, pressed into
‘Grean St molded over a spray can lig!

Right &
Above Right:
Thasa converled
Khome Berzerkers ang a
collaboration betwesn Fred Mancanin
{wha converted the models) and Lorenzo
Paltg {who painled them). The main balure
of the modelz are the extravagant head
swaps (which Fred pitfers from all kinds of
aifferan] Citadel minizlures!)

Right: The obscene and biasphamous
Dasmoen Frince of Sizanezh.

Left: The festering abominaiion thal is
the Great Unclean One, Greater
Dasman of Murgls,




Abowve: Converted fron Warriors
Rhing, by Andy Chambers,
Ardy has reinforced the Rhing's
anmaour will spare bils of armour
plating he had fefl over from
vanious kits,

Right: This
fabulous
Khorne
Oreadnought
was converted
by Fred Reed.
He's added fo the
basic Chaos Dreadnowght
model with extra bits ke
the head of &

Juggernaul and an

feon of Khorme.

Right: Ancther greal
comversion by  Fred
Resd. The flashy lextung
on this Predalor was mads
by covaering most of the

surface with ‘Green Slulf', and hen

culting into if while if was stil soff,

Right: The perverse and
terrifying Keepsr of Secrals,
Grealer Daemon of Slaanash,

Left: Converled Black Legion Chaos
Space Maring, by Paw Mwuler The
mode! sfarfed owt 88 a Space

Marine Veleran Sergeant, and
had splkes added lo the sides

of itz legs, as well &5 bultel
haoles gouged out of _— : -
ifs chest armour with g - oo IR e
& modalling knife. 5 i

Above: Converled Thousand Sons
Chaozs Space Marine, by Neil Hodgson.




