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‘I m sorry, Ivan,

_ watch, He placed his heavy gloved hand reassuringly on
~ Ivan’s shoulder. They had been friends before the war,
an was the silversmith’s youngest son and .

‘one of four al:prentxces The War Agamst Chaos ..

: ved every
s Ivan’ father had:
i ‘flglmng in the }nlls

- ‘What’s the use Vi

~ over the

- They are commg, he saxd But Ivan was

sa1d Vlad'mlr. _who shared the mght

ithing. Ivan’s brothers were dead now,

3een crxppled three years ago whilst

He had no apprent tices these days.

urning: cny, ‘his face expresswnless and empty.

thel

It’s on everyone’s

_ anymore, Vladimir.

_man can no'more
without a hcart. e

now. He
hi :swter Caesi

'all

c beaten us and they know it.

‘Tom oTIOW, whxspered Ivan.'!

ine of flames leapt to

I've heard the rumours t0o.
lips. They say that Magnus the Pious

. himself is leading an Imperlal army 1o save us from Chaos:
It gives the ‘people somethmg to believe in. I can’t believe

It’s all .gone. Every drop of belief has

_ been squeezed out of me

. Vladimir saxd nothmg He had seen hope die inside men:
_ before. He knew that this was another sort of death. that a

live without hope than he can live
thought of people he had Kiiowii when

e war started, Ivan’s brothers amongst. them, all gone
ought of Ivan’s father cnppled and bmer, and
lying screaming:in the madhouse Chaos

¢ it finally killed lhem

adimir,’ Ivan said Weakly He stared"_:f"‘

EEExx

several defen dél‘j :

mangled arms and legs protruded from the rubb_le'." e
Numbed by the blast and shocke  of

* He watched
the Chandlers j:

m.
: huge goat head

‘swung in'a glmermg
;o hada chance 1o move.
- and:the Beastman' sudder

b_“The rest of the Beastmen ¢

. anackers lucky enough'to escape the a

exploded above. Lhe lookout tower and: sl by the SP il

powcrful claw-like

body slumped 10!
sticking in its thick neck.  def
formed a’shield wall and levelled thenr'spear
inevitable onslaught .

Soon the corpses were pxledvseveral d
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congeal around the rider as if he were absorbrng it, pullmg
back into himself if such a thmg ‘were possible. His
armour was of ‘black burnished iron and in his right hand
ied a mighty war sword, barbed and bright. It

) qurvm wrth a nmlevulcut lrfc of its own.

were. red and glowed like coals inside the black helmet

which bore the unspeakable rune marking its wearer as a

;-FChampron of Tzeentch. The Champion of Chaos began to
_ 'laugh in a slow and measured fashion.

- The sword flew from the Champion’s grasp and the heads
- of four of the soldiers were severed in an _instant. Their
- bodies dropped to the ground spurting crimson blood. The
. dark horseman laughed louder, and the sword flew again,

~ running through one man and 1mpalmg another stood

'Wbehxndhxm o

- Some men med to pdrry the sword. with their own

: - weapons; 0 altempted to fend it off with their shields, but

the unearthly strengl.h of that Chaos blade, One bowman
shot an arrow against the rider, only to watch his shaft
o timed effortlessly aside’hy the hlack armour. The hapless
- archer dropped his bow  and ran, but he was too late to
escape the black. blade which cut hrm in‘two. The rest of
the defenders fled. :

: The sword glrded gently back ‘into the dark horseman’s

e grasp Its strange sheen seemed to vanish and its inner-life
_appeared to dim. The Champion'sheathed the Chaos
- Sword, raised his head:and looked slowly about him,

. man, a tall, pale man in the uniform of Captain of the
' Gate. One cheek was gashed and dripped with blood. The
o horseman gazed at him for a moment before he spoke.

*Are you not aﬁ'ard Captain?’ he said. His voice was light

-.and soft, innocent and strangely compelling. It was an
o altogether unexpected voice:coming as it did from the
o .massrve black-armoured Champion of Tzeentch,

*Not any more,” replied Ivan. He was surprised to hear
_how coarse and vulgar his own voice sounded compared
to that of the dark horseman

_’Z‘Are you not afrard of death"' asked the Champlon now

. shadow aicl Gochites. quit _'
to encompass the burning

_ horsemen skilfully avmded 1t, pullmg
_charger | out of the blade_s_ path The C

‘Sword that had already krlled
'upon the defenders. They could see that his eyes

~Vlad1mu s bladc bourrwd from lhc buuushe_d ir

. . their arms ‘were as the soft limbs of infants compared to -+ iron shod hooves and striking

o senseless to the ground

- his feet, callmg his friend’s name as he drd 50.

There, stood alone, bamng his path iinto Praag was one :

“into.the swn'hng da.rkncss f

The Chaos Champron laughed .
Frght" screarned Ivan, Frght you coWarc

be known, was now. too. sated
from its scabbard. As he did 50 another voi
harsh but r¢freshingly human vorcc of Vlac it

‘Run Ivan... Run,” cried Vladimir as he stepped from the5 -
shadows, swinging his steel: sword in a gleamin;
lhrew hrmself ‘upon Lhe horseman This tim

darkness

rather than 1nan1rnate metal
its rider called it ughlly 10 1

The watchman’s sword slrd from r

*‘Yladimir...!! he screamed. The tears were r
his cheeks Vladrrmr lay sull and dark 1004 !

and the Chaos Champxon. The rider st
,blade dxrec

‘Curse you Chaos ernd" he shouted T :
spurred his horse. Then he checked it suddenly and pulled ;

“the unearthly creature back.

‘Farewell Captain,’ he said and'threw the krufe with
unerring accuracy. With a heavy thump,:the blade
embedded itself in a broken piece of gate timber. The.
Champion of Chdos laughed soflly and Lumed his horse
back through the gate, : .

‘Perhaps‘we shall meet agam " he cri

e

RICK PRIESTLEY
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Darkness, volume one of Realm of Chaos.

STEPHEN TAPPIN

Warhammer Fantasy Battle players can use this book to
create their own Champions of Chaos - mortal heroes whose
mighty deeds have won them the deserving patronage of the
Chaos Powers. As a Champion of Chaos, your hero will earn
special rewards from his Patron, including super-human
abilities, magical gifts, and daemonic followers. In return for his
Patron’s favour, your Champion must undertake to fight rival

(‘hm‘pnmnc and further the divine aims of his Chaoss Power in

2O anC IUIer e GIvine aims o1 Nis LNages ¥ewer 1n

the mortal world.

Warhammer Fantasy Battle players can also use this book to
create Daemonic Armies of the Chaos Powers Nurgle and
Tzeentch. Daemonic Armies are so tremendously powerful and
highly magical that they are only suitable for fighting each
other. This they do more or less continuously as their masters
pitch them against each other to test their relative strengths.
Champions of Chaos who have grown sufficiently powerful
may be summoned to the daemonic battlefield to fight on behalf
of their patron.

Warhammer 40,000 players can also create their own
Champions to fight each other or any of the other forces of the
Imperium. Players can also use this book to design armies of
Chaos Renegades and Traitor Marines which confront the
Imperium for control of the galaxy.

Warhammer Fantasy Roleplay players can use this book
either to create an unusual character type in the Chaos
Champion, or to generate endless adversaries for more
conventional characters. The narrative gencrators can also be
used as the basis for adventures against or on behalf of the
Chaos Powers, and also provide many ideas which you can
develop into game plots yoursclf.

NTRODUCTION TO THE
REALM OF CHAOS

The Lost and the Damned and its companion volume Slaves to Darkness
- describe the fantastic and otherworldly Realm of Chaos. This book is
concerned with the two great Chaos Powers Tzeentch and Nurgle, their
Daemons, and their mortal Champions. The other two major Chaos
Powers, Khorne and Slaanesh, have already been described in Slaves to

THE REALM OF CHAOS

The Chaos Powers are immortal creatures with unimaginable
abilities and resources. There are many Lesser Powers but only
four Great ones: Khorne, Slaanesh, Nurgle and Tzeentch. In
order to understand the true natures of these beings, it is
beneficial to understand a little of what they are and how they
draw their power.

The material world is not the only plane of existence. There is
an immaterial world which co-exists with our own and forms a
parallel dimension or alternative reality. This is the Realm of
Chaos. In the Realm of Chaos there are no planets or stars, no
lands, sky or features that we would recognise. Instead it
consists of an endless soup, or sea, which is not formed of
physical matter but pure energy. This energy is important, for it
is the raw matter of the Chaos Powers and of all magic.

The relationship between the Realm of Chaos and the material
world is very important, for neither can exist without the other.
Every flesh-and-blood creature has a simultaneous existence in
both dimensions. The physical aspect lives in the material
universe, but its existence creates a shadow-self in Chaos. It is
from this shadow-self formed from pure energy that humans
draw their mental powers such as resolve, vigour and
determination. Wizards and Psykers draw their magical energy
directly from this shadow-self. Some people call this shadow-
self the soul.

STEPHEN TAPPIN
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THE CHAOS POWERS

The Realm of Chaos is like an endless sea, and like a sea it is
neither empty nor still. It is populated by the shadow-selves of
both the living and the dead for the death of the material body
does not destroy the shadow-self. Severed from its psychic link
to the material body, the shadow-self drifts in the Realm of
Chaos. As it does so, some of its energies are dispersed into the
general flow, but the strongest and most distinctive mental traits
remain. The countless shadow-selves of the dead flow together
because they are mutually attracted by their comman traits.
Thus the shadow-selves of deceased warriors retain their most
warlike traits, and flow together into a huge co-joined entity.
This movement causes eddies and tides within the warp, and
leads to the creations of vortices or whirlpools formed almost
entirely of common traits. In the Realm of Chaos these
whirlpools are called the Chaos Powers.

A Chaos Power thus represents a particular and generally
extreme aspect of the traits shown by the living. The traits
which characterise the Chaos Powers are insanity, violence,
ambition, greed, and others of a kind which are often felt to
typify the worst of human nature. But this is not wholly the
case, and Chaos Powers also exist which typify fellowship,
charity, law and other redeeming characteristics. Indeed, no
Chaos Power is wholly one sided, for no human or other
creature is wholly good or evil, and likewise neither are their
shadow-selves. For example, along with violence and blood-
shed Khomne has inherited the warrior’s sense of honour and
martial virtue. Nurgle may typify decay and disease, but he also
embodies the human hope and energy that defies the inevitable.

The four Great Powers of Chaos represent the four largest and
most powerful of these many co-joined entities. They are so
large that they have achieved a coherent consciousness and will,
a mind formed from the collective emotions and beliefs of the
countless myriads of shadow-selves that comprise it.

Other Chaos Powers sometimes achieve temporary
consciousness, but their existence is less stable because they are
smaller; they may be likened to slumbering gods whose dreams
sometimes achieve a passing solidity and who will perhaps one
day awake to full awareness. These Lesser Powers are discussed
later in this book.

THE MANIFESTATION
OF THE CHAOS POWERS

A Power of Chaos as described above consists of a vast vortex
of energy without material form. However, these entities are so
powerful that they can create sub-realities within the fabric of

Chaos itself. Thus, at the very centre of the vortex that is ¥
Khorne, there exists his personal realm: a vast plain of skulls :’; L
formed into pyramid where Khorne sits upon his thronc. This il i
image of Khorne is his manifestation and the focus of his being. & ¢
Of course, a Chaos Power is so powerful that he can dissolve 2 )
his personal realm and form at a whim, creating other places ER

and forms to inhabit as he pleases.

e

CHAOS POWERS AND DAEMONS

Daemons are created by a Chaos Power in much the same way
as his personal realm and his own manifestation. The daemon
embodies specific aspects of the Power’s own traits and
abilities. Daemons are really part of a Chaos Power, but they
have their own consciousness and powers, and to all intents and
purposes are independent and fully conscious creatures. They
depend upon the Chaos Power for their existence leading to
competition between rival daemons for their master’s favours.

Each of the four Great Powers has his own hierarchy of
daemons. There are also daemons which owe nothing to these
Chaos Powers, and whose existence reflects the waking dreams
of a still immature Power. Such daemons are inclined to be
variable in appearance and not always consistent. Other
daemons owe nothing to any power. Their consciousness is due
to some other factor, such as the persistence of a particularly
strong-willed and idiosyncratic shadow-self. Such matters lie
outside the scope of this book.

STEPHEN TAPPIN
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POWERS AND CHAMPIONS

The total energy of a Chaos Power is reflected by the number of
shadow-selves which make up its presence in the Realm of
Chaos. Thus, the greater the number of his mortal followers and
worshippers the more powerful he is. As the energies of the
Chaos Powers are used up to create daemons and conduct their
affairs, they need to be constantly replenished. It is therefore in
the Power’s interests to promote the character traits he
embodies among mortal men. Thus, all warriors, no matter what
their conscious feelings, are contributing at least a little of
themselves to the body of Khome. This contribution is all the
greater if the warrior is a devotee of Khorne, and especially if
he is a Champion of Khorne.

The same is true of Nurgle and Tzeentch. All those who suffer
and struggle to overcome suffering contribute a little to the
body of Nurgle, all those who strive for change contribute to the
body of Tzeentch. It is because these traits are so common in
human nature that the Great Powers are as powerful as they are.

Only a person who consciously dedicates himself to a Chaos
Power can become a Chaos Champion. The Power recognises in
the individual a useful servant and ally. The individual
recognises in his Power a means by which he can gain mortal
success, perhaps w0 overcomne some terrible personal enemy or
adversity. A Champion’s motives can be many and varied:
revenge for past injustices, aid for the poor, liberation for the
oppressed, protection for his loved ones, personal ambition,
conquest, and so on. Any great need or want may drive a person
into the arms of the Chaos Powers. A factor which drives many
into that embrace is fear of their own mortality, for a Chaos
Power has the ability to grant a person immortality as a daemon,
although only a few Champions are good enough for this.

The Champion of Chaos strikes a bargain - he surrenders his
shadow-self to the Power, so that it merges and becomes part of
his Patron. In return the Chaos Power rewards the Champion as
he sees fit - sometimes blessing him with his favour, at other
times ignoring or playing with him. The Chaos Powers are often
fickle and to win their favour a Champion must be successful as
well as courageous.

THE GREAT WAR
AGAINST CHAOS

Players of Warhammer Fantasy Battle and Warhammer Fantasy
Roleplay will know that Chaos is everywhere in the
Warhammer World. The human nations of the Empire,
Bretonnia, and Kislev fear the influence of Chaos and try to
eradicate those who worship the Chaos Powers. Their fear is
justified, for the very potency of the Chaos Powers in the
Warhammer World threatens the stability of human society.
This potency is due solely to the unusual presence of warp gates
on their planet. These warp gates are holes between the material
universe and the Realm of Chaos. They threaten to suck the
whole planet into the Realm of Chaos itself, destroying the
world and reducing its matter to raw energy.

Two hundred years ago the warp gates swelled and Chaos
energy flooded over the land from the north. During this time
the Chaos Powers were able to send their daemonic forces into
the material world sustained upon this tide of Chaos energy.
Beastmen, mutants, and other lesser minions of Chaos streamed
southwards against the human nations supported by many
Creatures of Chaos. At this time many Chaos Champions took
up arms alongside the daemonic forces of their Patron Powers,
but others flocked to help the human defenders against the
Chaos Hordes. Such is the nature of the Chaos Powers that such

WU 1 U SRR T SO I¢
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wilful independence by Champions often amuses rather than
angers them, and may even lead to a Power rewarding his
Champion for providing such good entertainment. In this way,
Chaos Champions and their Warbands fought on both sides in
the Great War against Chaos, both for and against the human
nations. Although the presence of Chaos Champions in their
ranks may have caused the human defenders some trepidation
and even mistrust, their aid was still welcomed at a time when
survival hung momentarily in the balance.

The Great War against Chaos lasted for many years and
spawned countless tales of heroism on both sides. At first the
human armies of Tsar Alexis of Kislev were defeated and the
warp gates swallowed many parts of the north destroying them
utterly. The great city of Praag was overrun and it looked as if
the Realm of Chaos would sweep over the whole world and
destray it. However, a young nobleman of the Empire called
Magnus the Pious rallied the forces of the then politically
disunited Empire to the aid of Tsar Alexis, and at the very gates
of Kislev they succeeded in pushing back the advancing armies
of Chaos. Once halted, the Chaos Armies lost vigour, and socon
the warp gates began to shrink back to their former extent.

Although repelled, the forces of Chaos could hardly be
described as defeated - rather they have retreated and await only
another chance to strike. Meanwhile, the Chaos Powers
continue to foster warfare between each other and between the
various human nations, regarding these petty squabbles as a
further part of their eternal rivalry.

THE HORUS HERESY

Players of Warhammer 40,000 will be familiar with the long
and devastating wars fought at the dawn of the 31st
Millennium, when the entire human galaxy erupted into savage
battle. Over half of the forces of the Imperium, led by
Warmaster Horus, rebelled against the Emperor and almost
succeeded in taking over all of human space.

Horus was the Emperor’s most trusted general, one of the
original founding fathers of the Space Marines known as the
Primarchs. The Chaos Powers feared the Emperor because he
understood them and sought to change human nature so that
they would be starved of power. To thwart the Emperor’s plans,
the Chaos Powers lured many of his most trusted generals away
from him, possessing their minds and using them to instigate a
galaxy-spanning rebellion.

The Horus Heresy destroyed many human worlds and the best
part of the forces of the Imperium. After devastating most of the
galaxy, Horus’ forces descended on Earth itself. The loyal
forces withstood attack after attack, but were eventually driven
into the depths of the Imperial Palace. Only a sudden and
unexpected boarding attack against Horus® own spaceship, led
by the Emperor in person, succeeded in breaking the Chaos
Renegades. Although the Emperor slew Horus, he was almost
killed himself, so that he has lived ever since in the life-
supporting machinery of the Imperial Throne. T'he attacking
forces of Chaos were driven from Earth and took refuge in the
Eye of Terror, a gigantic area of warp-real space overlap where
the Realm of Chaos and the material universe are
indistinguishable.

Since the Horus Heresy the Imperium has battled against any
resurgence of Chaos, even going as far as to suppress psykers
and mutants - for they are both touched by the energy of the
warp and therefore liable to its influence. The Chaos Renegades
still rule over the Eye of Terror, and their raiders periodically
take to space to attack Imperial ships and planets.
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ERIAN STABLEFCRD

. upo

o _,When the great pl.ague came to the Brwnne valley,-

_sentiment and devotion throughout the region. The shrines
and temples of Shallya were flooded with converts, and the

. Further upnver, in the town of Coramdram, a score of ugly .

deaths sharply reminded the people of the duty which they
. had 10 pray to the gods who might protect them - a duty
_ which: more t.han a few had by habit neglected ’

’ ”But Lhere were sorie among them - as there mvanably are,

‘ when the god of plague and pestilence sets his footprint.

i aregion - who quickly:abandoned their own gods,;

- -choosing instead to address their placatory prayers to the
~Lord of Corruption. By this means they sought to be

independerit of the dubious charity of gods who'might justly
feel that earlier neglectfulness haddisqualified their more

o wayward worshxppers from conmderauon for special
 blessings.

. One of these careful folk was Ophiria, wife of the ruddy-

faced harness-maker Remy Brousse, who saw in the advent

 of the plague a chance of deliverance from a marriage which
- had come to seem unbearably tedious. :

 Remy Brousse was not cruel or quarrelsome, nor given to
. adulterous liaisons. His only crime, if crime it can be

reckoned, was to have become very fat and indolent, while

. his wife had remained slender and energetic - both of which
“circumstances might not have been unconnected with the
: fact that they had no children,

Remy Brousse ‘was a popular man in the district, for he'was .

very clever with his hands, and in a region where leather was

“expensive he was always willing to make hamesses' for

poorer folk from rope or cord, or anything else which came

- conveniently to hand, But such’virtues as he had were no

longer noticed by his bitter spouse, who saw only his ugly

“massiveness, and longed 1o be free of him.

Ophiria knew. that age would not leave her unmarked for

many years longer, and she knew also that if she were to win

a husband more to her taste then she would need to inherit

her husband’s shop, to use‘as a marriage-portion. And so she
prayed devoutly to the god of plague and pestilence, saying
to him;" ‘Please take my husband, who has become useless
and burdensome: to me, but would make a fine and fleshy

- morsel for one such as'you!’

_And the god of plague and pestilence, disposed for once to
~ show generosity, did as he was asked.

‘While she ‘watched the corpulent body of her husband fade
‘gradually’ away," as ‘though' the flesh were melting from' his
‘bones, Ophiria began to feel the stinging pains of guilt:- for
‘it is never pleasant to watch at close quarters how disease

. and.decay maltreat a man. She began to imaginie, in addition,
.» "that her neighbours had somchow overheard her seeret

prayers, and tha; they suspected her allegiance to the

v forbidden god.

‘In order to dxsgurse her true feclings, Ophiria commerced to
_ makKe loud protestations against the supposed unkindness of
. lhal cruel god who had robbed her of ‘all that.she held dear in

» lhe world, and when Remy Brousse died she followed
threatening to make Brionne a City of Corpses instead of 2

'? City of Thieves, there was a great surge of religious i;vardent]y

_The next day and the d'

: ess’s priestesses - whose own ranks had been unkindly
_‘decimared - were soon driven to the brink of exhaustion by
the cxccssrvc dcmands pluccd upon thcxr magxb aud their
. time, - . : i

she knelt beside the freshly i

-Lord of Decay for answenng her prayers
. On the first and $€Co nd day, thls p

coffin to its rest g p]ace w

husband’s grave, dressed all

o'come in ﬂo' ds by surre .ptmously pmch
. ry loudly. before the pq

- exactly ds she had planned, and on tPe’:,_m{‘.’*'thl"@.‘;: awea
-she wondered whether she might have done enough fo ¢

suspicion - but her érLuety was yet unquret and she d decided
that she must continue the pan;ornune for one more day '

On the next morning; bright and early, sh_e walked yet again
to Remy Brousse’s grave; still barefoot and black-clad, and
knelt down beside it, mustering her careful tears, The others:
who had taken up their stations at first hght looked up at her

-passing, but paid her little heed.

No sooner had Ophma begun for the thxrd time 10 mmsten-
the earth with her false tears than her husband’s grave was
disturbed by a horrid churning and wriggling, She recoiled
in alarm, but was 100 late: a monstruous worm had coiled
itself around her wrist, holding her tightly down. Then
another worm appeared, and another, each one longer by far
than any she had ever seen before - and the worms beganto
crawl upon her body, climbing up her emprlsoned arms 1o
her shoulders, neck and face. e

The sensation filled her with the purest horror, and she v
began to scream. She thought she was screaming as loud as
she possibly could, until she realised that the worms were
forming themselves about her head and shoulders into the
shape of a bridle and tackle, and that more were windin
themselves ‘about her waist to form a glrth ‘while a huge
mass of them rested on her back in the xmage of a saddle -
and arider:

Only then was she privileged to discover how loudly a
human being  really can scream, with the rlghr
encouragement. :

By this time, she was not alone in screaming, for the
mourners at the other graves had seen what was happenmg,
and Morr’s priests were running from the shrine which stood
beside the burial ground, to see what was afoot '

~WHhere Ophiria’s pecu]mr rider: took her, when it bcgan

lambasting her with its: whip of worms, no one ever |
discovered - but she was never seen in Coramdram again. :
Her neighbours shook their heads; and:speculated that she.:
must have been driven mad by grief, and brought to her
extremity to curse the god of plague and pestilence far oo
loudly for his hkmg All of them agreed that it is an error for
a:widow to grieve too much for what she has 10st - and allof .
them agreed also, that Remy Brousse would be sorely-, ;
missed in the town, for there was no one else in the | provmce :
who ‘could make workable harnesses out of such
unpromising matena]s i '
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What is the response of living men to the undeniable and
inevitable futility of life? Is it to lie down and accept death and
the coming to naught of their every endeavour? No it is not!
Faced with the inevitability of death what answer can there be
but to run through life at a great and unstoppable pace,
cramming each day with hope. laughter. noise and bustle. Thus.
happiness and human endeavour are sired by a coming to terms
with decay and futility. This realisation is the key to
understanding the Great Lord of Decay and his worshippers.

Once we comprehend what it is that the Chaos Power Nurgle
embodies, it becomes easier to understand what might
otherwise seem a contradictory or even perverse nature. On the
one hand he is the Lord of Decay, whose body is wracked with
disease; on the other he is full of unexpected energy and a
desire to organise and enlighten.

Nurgle is the Great Lord of Decay and the Master of Plague and Pestilence,
his carcase is riddled with disease and infestation. Nurgle is also the Lord of
All because all things, no matter how solid and permanent they seem, are
liable to physical corruption. Indeed, the very processes of construction and
creation foreshadow destruction and decay. The palace of today is
tomorrows’ ruin, the maiden of the morning is the crone of the night, and
the hope of a moment is but the foundation stone of everlasting regret.

The living know that they will die, and many know that they '
will live with disease or other torment, yet they drive this ;]
knowledge into a comer of their minds and keep it pinioned

there with all manner of dreams and activity. Nurgle is the i

embodiment of that knowledge and of the unconscious response
to it, of the hidden fear of disease and decay. and of the power
of life which that fear generates.

Nurgle is the eternal enemy of the Chaos Power Tzeentch, the
Lord of Change. Nurgle and Tzeentch draw their energy from
opposing beliefs. While the energy of Tzeentch comes from
hope and changing fortune, that of Nurgle comes from defiance
born of despair and hopelessness. The two Great Powers never
lose an opportunity to pit their forces against each other, from

mighty battles on the Chaos Wastes, to complex political \

intrigues among mortal men




THE GREAT
UNCLEAN ONES

Greater Daemons of Nurgle (Bahk’ghuranhi’aghkami)

Great Unclean Ones Fly Masters
Plague Lords Stench Lords
Nurgle Father Nurgle

The Great Unclean Ones are the Greater Dacmons of Nurgle. In
the case of other Chaos Powers, Greater Daemons are servants,
albeit immensely able and powerful ones. This is not quite true
of Nurgle’s Greater Daemons, who are each more or less a
facsimile of Nurgle himself, both physically, and in terms of
their personahty In other words, it may be said that every Great
Unclean One is also Nurgle.

A Great Unclean One is sometimes referred to as Nurgle or
Father Nurgle by his underlings, although of course he also has
his own daemonic name.

A Great Unclean One certainly looks like Nurgle - a gigantic
figure bloated with decay, disease and all imaginable kinds of

The space inside the wagon was cavernous out of all
proportion to its tiny exterior size. The cacophonies that
filled it were indescribable; the 'squealing, screaming,
chattering and bickering ‘of the Nurglings was beyond
mere human imagining.-A million unruly school children
left to their own devices: could not even begin to rival the
_anarchy or intensity of that daemonic din. The grating
drones of the Plaguebearers all counting ‘at once produced
_a sound so bass and penetrating that it made the vital
organs of every' daemon vibrate and quiver in time ‘with
L its beat

'I'hen there were the mdescnbable nmses. the creaks and

_groans, the little pops of bursting ‘pustules, the sloppering
_slicky noises of the frantically affectionate Beasts, and
. other sounds which were impossible to ascribe to any one ..
. “'source'in particular. Amidst it all, ‘waving his ‘arms, the

- Great Unclean One was trying to make himselt heard.

“Ahh,.,: Gentlecreatures, Children, pretties... lend your
ears to your loving Father, cease thy aimless chatter,
‘banish thy banal burblings...”
It was quite useless, the noise:continued apace; the
* squeals and Taughter reaching a new crescendo. The Great

¢ Unclean'One appeared for a. moment to be hurt by his
M fellow daemons’ rudeness;

 “SHUT UP," he bellowed.

e noise stopped instantly, not even the beat of little
lagmonic hearts or drip of tiny daemonic noses could be
ard. The brow of every Plaguebearer furrowed in
coricentration as each tried desperately to remember the .-
~last number he thought of. The Great Unclean One
qmckly regained his composure, for he was used to such
_things.

| “Gentlecreatures our pretties... now is time to sing the
sonigs of fate, for the moment has come for the Dance of
Death"'

physical corruption. The skin of the daemon is greenish,
necrose and leathery, its surface is covered with pockmarks,
sores, and other signs of infestation. The inner organs, rank with
decay, spill through the ruptured skin and hang like drapes
about the girth. From these organs burst tiny creatures called
Nurglings which chew and suck upon the nauseous juices
within. Such foulness represents the truth of the universe, of
decay and the end of all things.

Yet in character the Greater Daemon is neither deathlike nor
morbid. In fact the opposite is true, Great Unclean Ones are
motivated by all the trivial human enthusiasms which drive the
living. They are ebullient and vociferous, full of a natural
enthusiasm Lo organise and achieve. They are driven by a
gregarious and even sentimental nature and hold their followers
dear, even referring to them as their ‘Children’ and taking a
noticeable pride in their appearance and endearing behaviour.

This combination of physical corruption and energetic
endeavour is the most extraordinary characteristic of Nurgle’s
daemons. It can be seen most clearly when the Great Unclean
One and his daemonic followers appear in the material world.

The horde travels in a great cavalcade of covered wagons,
bringing with it all the pestilences and ills that befall the living.
The wagons are in no better physical condition than the
daemons within. Their shrouds are tattered and rotten, their
frames splintered and bent, and their metal-work pitted and
rusted. Yet within the plodding caravan of Nurgle all is bustle
and activity as the Great Unclean One prepares to launch a
festival of decay and destruction upon a human village, a
thriving town, or an opposing army. For Nurgle’s visitation is
like that of a travelling circus or great fair, except that the
entertainment it offers is disease, sickness and death.
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As the caravan draws near to its destination the excitement of
the daemons nears fever pitch. Plaguebearers take stock of
pestilence and disease, counting the reserves of sickness, the
number of Nurglings, each other, and eventually anything that

stands still long enough to be counted. Amidst the deep-throated -

drone of the Plaguebearers’ endless tally, the Nurglings chatter
and prance like small children about to embark upon a special
treat. They squabble and squirm, snigger and squeal, and their
numbers increase and diminish beyond the Plaguebearers’
ability to count them. Amid the general hullaballoo and sense of
anticipation, the overly affectionate Beasts of Nurgle jump
uncontrollably from Plaguebearer to Plaguebearer, like
excitable puppies leaving pools of dribble and slime as they
pass.

When the Great Unclean One speaks his manner is immediately
reminiscent of the great stage manager and leader that he is. He
addresses his cast of Plaguebearers, Nurglings and Beasts,
building their enthusiasm by recalling the fine aesthetic
qualities of famous diseases of the past. He may mention in
passing the wine-dark sea of purple-patterned decay, the fine
flaky texture and slightly salty tang of eczema. As the multitude
clamours for more, he will describe the gem-like shine of a boil
as it wells to a head, and the final satisfaction as it bursts
exposing a glistening cavity of inflamed flesh.

_: The Nurglings flocked to their master, squabbling and
¢ bickering in their xmpauence to nestle m the warm
<“comfort of his decaying bosom,

““Ahhh... Nurgle's Children, our pretties, our pets,” cried
the deep warm voice of the Great Unclean One. “How
Nurgle loves his lmle Chlldren' How Nurg]e loves his

lime pets“‘ v e

a broad’and lovmg smile the great Daemon raised a
to pluck the Nurgling that had settled into the folds
The Nurglmg squealed and squumed as the

V:“‘of hi

: po'ppmg it whole into the Great Unclean One’s moulh

hand enveloped it, caressing it for a moment before :

‘.
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GREAT
UNCLEAN ONE

Special Psychological Traits: None - the Great Unclean
<_ One is subject to the standard rules for Greater Daemons.

ra
’

(AN RS2 .

"+ Magic: A Greater Daemon of Nurgle has a spell pool of N

( 7 randomly determined spells - the first spell generated By
. of any level will be a Spell of Nurgle as described later g
(scc Magic of Nurgle).

Magic Items: A Great Unclean One carries D6 randomly -
) generated magic items (see Summary). D)

(. Special Rules: A Gicat Unclean One has 10 attacks in
r- total, including 8 claw, 1 bite or gore, and 1 stomp. When ‘
" the Daemon scores a successful hit with a bite attack, his .
<_ snake-headed tongue makes an additional attack: if (
" successful the damage caused is resolved with a Strength 'j}
- of 4. WFRP only - successful claw and bite attacks

cause infected wounds.

Any non-magical weapon which strikes a Great Unclean
One will rust away to nothing on the D6 score of a5 or a
6 leaving the attacker weaponless.

" Any living creature engaged in hand-to-hand combat <
{ against a Great Unclean One risks catching the dreaded ~
disease Nurgles Rot (see Nurgles Rot). !

Great Unclean Ones do not need to wear armour. Their
¢ corpulent and unfecling flesh gives them a natural saving &

throw against damage of 5 or 6 on a D6. WFRP - the X
Great Unclean One has 2 armour points on every hit
location.

Chaos Attributes: A Great Unclean One may be given

up to 7 Chaos Attributes - 7 being the mystic number of ¢

Nurgle. The Great Unclean One does not have to have
~ the full 7 attributes - he may have fewer or none if the
player prefers. The number of Chaos Atiributes must be
decided by the player and individual attributes generated -

g randomly. ]
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OF DEATH

As the great plague carts and wagons of the cavalcade of Nurgle
approach their target, the unsuspecting village or the sleepy
town, the daemons prepare their campaign of destruction. In all
respects it is a performance, and like all performances it has its
prelude as well as its climax. In this case the prelude is the
Dance of Death, enacted the night before the assault, when the

daemons of Nurgle dance a great Dance of Death encircling the
town or village three times.

As the moon rises into the sky the Dance of Death begins its
course, the cast of daemons moves solemnly over the hills and
fields. As the procession moves past the outlying houses, dogs
and cattle take up the cacophonous noise, adding their barking
and lowing to the rising song. As the night progresses and the
first circuit is complete, the excitement begins to mount. The
songs become raucous and the dancing more and more
animated. As the dancers begin the third circuit they abandon
themselves to a frenzy of song, laughter, and madness in which
they cry out the terrible things that they intend to do on the
MOITow.

As the dance nears its completion, the noise drifts through the
night air into the houses of the living, where those awakened by
the song lie too terrified to move from their beds, whilst those
still sleeping experience strange and disturbing dreams.
Animals panic in their stalls or break out of their fields; butter
curdles and milk turns sour. When it seems that the horror can
no longer be endured, all falls strangely silent. The third circuit
is now complete and the songs of fate are at an end.

imded the village. Hi
from the best tlmber ar

the pastoral countrysxde.

. His gaze swept across the Newfi eld towaxd
" Hilli And then his heart'almost stop
‘against the hill was the nightmare ma
~ prancing and cavorting daemons vanishi
as he watched, and there upon the bree

plercing ca»klc aﬂd t.ll.u maddcmng U1,
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Lesser Daemons of Nurgle (Aghkam’ ghran’ ngi) &

. L,' Special Psychological Traits: The Plaguebearer has
Plaguebeal:ers Tainted Ones z standard psychology for a Lesser Daemon. 3
Maggo;}i::.l le’s Tall mlelr(l)tbearers " Magic: A unit of Plagucbcarcrs has 1 randomly \
g y K. determined level 1 spell for every Daemon in the unit. A

Nurgle’s gift to the world is Nurgles Rot, a progressive disease normal unit of 7 will therefore have 7 spells (see Magic ) |

combining the worse qualities of all the plagues that infest the (‘ of Nurgle). >
living. It is a curse that is all the more horrible because it does " Magic Items: A Plaguebearer may carry a randomly. J:
not end with death, for it is a contagion of daemonic and not ). generated Chaos Weapon instead of its Plaguesword (see .
mortal kind, and it infests the soul as it does the body. When a - below). 9

mortal dies from Nurgles Rot his soul is forfeit to Nurgle, and
from that soul-stuff Nurgle fashions his Lesser Daemons the
Plaguebearers. It is specifically to avoid this fate that many
sufferers of Nurgle's Rot undertake death quests, hoping for a
clean and mortal end hy this means.

v -

Special Rules: A Plaguebearer has 1 gore attack and 1 |

) weapon attack with its Plaguesword. The Plaguebearer ,

- also receives an additional gore attack from its horn in 7

. the turn in which it charges into close combat. All homn

¥ anacks are resolved with a +1 to hit bonus.

The I.’laguebear.er carnies the rparks of Nurgles Rot throughout ) Any living creature engaged in hand-to-hand combat

eternity. Its skin is tinged with green or the colour of mud, ) 4 . . . J
. : | against a Plaguebearer risks catching the dreaded disease |

running sores cover its whole body, pus and blood run A 1

continuously from its single eye, unmentionable filth cakes its Nurgles Rot (see Nurgles Rot).

clawed hands and feet. It is the Plaguebearer’s everlasting role ( Any living creature suffering a wound from a
to organise and herd the daemonic forces of Nurgle, to keep . Plaguesword contracts plague on the D6 roll of a 4, 5 or .
stock of the diseases, to allocate appropriate fates to each new . 6. Determine the type of plague from the Gifts of Nurgle |
victim, and to try and keep order among w}lat i§ a naturally ; Table. |
chgotlc ho_rde. Just ﬁ lhel!bvmg an:}:lm ;;;lm vall)n to “?ptgsi (_)rder . Plaguebearers are surrounded by a cloud of flies which
and meaning Upon Lieir fives, So fhe riagucbearers fask 15 an ? buzz around them and their combat opponent. They do

impossible one. This is characterised most obviously by the
constant counting as they try to calculate the ever-changing
needs and aims of their master. The Plaguebearer’s voice is a
deep, bass monotone. The multitude of Plaguebearers all
counting at once produces a sound so sonorious and penetrating

not affect the Plaguebearer, but they distract his foe by
buzzing into his mouth, nostrils and eyes. A |
Plaguebearer’s close combat opponent therefore suffers a
-1 to hit modifier on all his attacks.

that untethered objects will vibrate in an unholy harmony. The " The Plaguebearer’s toughened necrotic skin and mass of |{
counting of the Plaguebearers achieves very little because it is - body-slime gives him a D6 saving throw of 6 against i
impossible to count anything amidst such chaos, though this in . damage. WFRP - the Plaguebearer has 1 armour pointon
no way discourages them in their efforts. They are the daemonic 3' all hit locations.

embodiment of the need of the living to impose meaning upon a

meaningless and uncaring world. | Chaos Attributes: A Plaguebearer may be given up to 7

Chaos Attributes. The daemon does not have to have the f
full 7, or even any, attributes - the player decides the l 3
| number and rolls each attribute randomly. A unit of |
"~ Plaguebearers may all have the same number and type of |

attribute - or each Plaguebearer may be given attributes 2l
) individually. 3

WFRP only - The body-slime of a Plaguebearer is a ‘¢
deadly poison combining the effects of Manbane,
p> Elfbane, Blackroot and Beastbane. Any opponent -
damaged by a Plaguebearer gore or Plaguesword attack |}

\
-+ will suffer from infected wounds. P
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NURGLINGS

Daemonic Servants of Nurgle
(Khan’ gurani’i)

Nurglings Pus Spores Mites of Nurgle
The rotted bowels of the Great Unclean Ones swell with pus
and contagion, and within each swelling there grows a tiny and
malevolent daemon called a Nurgling. As the Nurgling matures
it feeds upon the filth of the Great Unclean One and eventually
pops out, the very personification (or dacmonification) of a boil
or pustule. In this sense Nurglings really are the children of the
Great Unclean Ones. Perhaps this is why the Greater Daemons
take such parental pride in the little creatures, allowing them to
suckle upon their sores, and petting them affectionately.
However, this does not prevent the proud parent squashing its
progeny underfoot, or gobbling one or two up in a moment of
impulsive peckishness.

Nurglings may also grow from the pus shed by a Great Unclean
One as it moves. Such pus hides in little sticky pockets in the
ground. When a mortal steps upon it, the foulness enters his
body, making its way into his gut. There the Nurgling encysts
and develops until it is ready to emerge. As the Nurgling
approaches maturity its obscene cries may be heard from within
the victim’s abdomen, insulting anyone and everyone nearby.
When ready, the Nurgling climbs through the alimentary canal
and leaves its host by one or other end. The Nurgling is then
free to flock with others of its kind or to take up residence in
some household cess pit, rubbish pile or other equally
unpleasant place. They have a naturally malicious but sociable
nature and like to hang around human settlements if they cannot
find other Nurglings. They enjoy stealing small but precious
objects, turning milk sour, and perpetrating misdeeds of that

affection, and periodically creep back to bestow their gratitude
in the form of a crop of boils or some interesting disease.

Nurglings are miniature images of Nurgle himself, with friendly
mischievous faces, tiny bloated green bodies, and limbs which
are often distorted or disproportionate. They are gregarious,
agile and constantly active. Normally they swarm over the body
of a Great Unclean One, picking at his skin, squealing with
pleasure if their master favours them with a tit-bit or a caress,
otherwise squabbling among themselves over the most
comfortable recesses of the Great Unclean One’s carcase. When
faced with an enemy they advance in a furious little swarm,
clawing and gnawing at their foe’s legs, biting his ankles and
licking at any interesting sores or abrasions they discover. Their
liny teeth are sharp as razors, leaving festering little bites upon
their victims but rarely killing them outright.

sort. Nurglings always remember their parent human with |
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Special Psychological Traits: Nurglings are subject to
. frenzy against all Daemons and Champions of Tzeentch,
the hated adversary of their lord and master Nurgle.
Otherwise they have standard psychology for Daemonic
< Servants.

Special Rules: Nurglings are mounted on a 40 x 40mm
base in groups of up to nine models. Each base is treated
as a single model with several wounds and attacks, in
exactly the same way as a base of Snotlings. Nurglings
. actually attack by biling their opponents - but because
" there are so many on a base they can fight to the front,
side or rear.

against Nurglings risks catching the dreaded disease
Nurgles Rot (see Nurgles Rot).

/\ Any living creature engaged in hand-to-hand combat
i Profile - Warhammer Fantasy Battle and WH40K
<

MWSBS § T W I A Id Int Cl WP PV
4 3 33 3 3 4 3 7 6 7 7 3
z
i
> Profile - Warhammer Fantasy Roleplay
(o
NOMWS BS S T W I A Dex Ld Int CI WP Fel
IS4 30 % 3 3 15 40 3 70 30 25 30 30 45

SAS7

RNz

N Ve

Y 1N PN N




STEPHEN TAPPIN

BEASTS

Creatures of Nurgle (Gu’nagh’ ghyran)

The Beasts Slime Hounds
Nurgle’s Lapdogs

The Beast of Nurgle looks like some horrendous mish-mash of
creatures. It has the soft and sticky body of a pale brown slug,
webbed feet that flap uselessly, a face of writhing green
tentacles, and a whiptail growth that bursts from its back and
which wags constantly from side to side. The Beast is no less
deadly than it is ugly, for its touch causes paralysis and its slimy
secretions rot everything they cover. The very proximity of a
Beast is sufficient to kill small animals and plants, and even
larger creatures may age and decay perceptibly in its presence.
The Beast is the very embodiment of decay.

Despite its fearsome appearance and deadly attributes, the Beast
is a friendly and affectionate creature behaving in all respects
like an over-friendly and easily excited puppy. It craves
attention, greeting newcomers by slobbering all over them with
its slimy tentacles. Once they get thoroughly worked up they
can rarely if ever contain themselves and leave little puddles of
acrid slime behind them. All this attention is not a problem to
other creatures of Nurgle, but tends to kill mortals fairly rapidly.
Once the Beast’s new friend stops moving, its interest quickly
shifts to another target, and in this way the creature excitedly
and lovingly kills and destroys just about everything it touches.
As the Beast has only the most rudimentary sense of
intclligence it ncver anticipates the result of its friendly
behaviour, and registers only a slight sense of disappointment as
each new playmate goes all still and boring.

In battle the Beasts run backwards and forwards in their}
eagerness to meet new friends, constantly rolling over and ¥
inviting the Plaguebearers to scratch their backs and pop their;
pustules. The Plaguebearers try to maintain order, encouraging:
the Beasts to move in certain directions or to attack or hold back.
as appropriate. As the administrators and leaders of the Nurgle {
horde, the Plaguebearers are seen by the Beasts as their masters
and special friends. Beasts are intensely loyal creatures and
always eager to please, so they usually attach themselves
unshakeably to one particular Plaguebearer.

¢ - ‘v
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Speclal Psychological Traits: Beasts fear troops bearing
> fire and attacks by flaming missiles. They are otherwise J :

e completely immune to psychology. %
‘ Special Rules: The Beast attacks models directly to its /'

! front with D6 sucker strikes. Suckers secrete a paralysing ;¢
. mucus which seeps through armour, so an opponent’s S
" armour saving throw is ignored. If a model is hit by one

| ~or more sucker attacks during combat a D6 is rolled for
each hit, if the total score is greater than the target’s *
\ Toughness the model is paralysed. Paralysed victims are
: immediately grasped by the Beast’s single tentacle.
¢ Paralysed victims are carried in this manner so that they
can be eaten once the fighting is over or playfully '
presented as an offering to a Plaguebearer. If a Beast is {
slain it will release its victims, but they remain paralysed \
( for scveral hours. WFB and WH40K players should |
remove paralysed models as casualties during the game.

| As the Beast moves along the ground it leaves a slimy -,
" trail like a slug or snail. This slime trail is represented by |
six 1” diameter circular counters. As the creature moves,
counters are placed behind it to indicate its path.
Counters are removed from the end of the slime trail as
they are needed. so the trail always indicates the path
taken by the creature during its previous 6" of movement. ,
Contact with this slime whilst it is fresh causes Nurgles 4
Rot. Any model which touches the counter trail is %
adjudged to have stepped in or touched the slime while it \
is still dangerous (see Nurgles Rot for details of the test |
to be taken). 1

Any creature engaged in hand-to-hand combat with a )
Beast also risks caiching Nurgles Rot (see Nurgles Ror).

Chaos Attributes: A Beast may be given up to 7 Chaos
Attributes. It may be given fewer than 7, or even no
attributes at all. The player decides the number and rolls ]
each attribute randomly. A unit of Beasts may all have (1

the same number and type of attribute. 1§
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Like all of the Great Chaos Powers, Nurgle possesses tremendous magical
potential, some of which he uses to give life and energy to his Daemons, :
Nurgle is also the sole source of the magical contagion known as Nurgles -
Rot. The spells described below are unique to the followers and Daemons of .
’ Nurgle, and reflect an appropriate preoccupation with decay, corruption -
and morbidity. Nurgle is also responsible for the creation of certain strange .
%# and deadly magical items.

THE SPELLS OF NURGLE

Those of Nurgle’s Champions who can cast spells are able to use the special Spells of Nurgle described below. Great Unclean Ones |
and Plaguebearers can also cast these spells, and they may be gained in other ways as described later. .

STENCH OF NURGLE

Spell Level: 1
Magic Points: 2
Magic Save: Yes

The Stench of Nurgle can only be used if the caster is engaged
in hand-to-hand fighting, and it affects the nearest enemy
model. A normal magic save is allowed to see if the spell takes
effect. A target affected by the spell exudes a noxious smell of
decay. This is so bad that all models within 6 of the target are
almost overpowered by the stink, and they are unable to strike
blows in subsequent rounds of hand-to-hand combat. However,
they may defend themselves as normal. Only Daemons,
Champions and Beastmen of Nurgle are unaffected by the
odour. The affected model may be slain as a casualty during
subsequent fighting. If the model is a rank-and-file trooper,
casualties should be randomised among those troops fighting to
determine whether he is slain. If the model is a Hero then his
combat is worked out separately as normal. Once slain, the
smelly character has no further effect.

AR e B

e

) Tze.entch hacked his way viciously
¢ my, axe rising and fallmg
atop a sea of bloody ion. Over the wav
'wcupons and blood- sprny he could sec the Wizard
Champion of Nurgle on the low hill ahead, Hatred filled
his heart W1th fire and bxtterness and_he redoubled h1s_ _

MIASMA OF PESTILENCE
" the knife edge n, hic ayas Spell Tavel: 2

dh - Magic Points: 3
Magic Save: No

power, but he' di

This spell creates a 6” radius Miasma of Pestilence around the
caster. Any other model inside the zone has all the
characteristics on his profile reduced by half. Round fractions
up on the D6 score of a 4, 5 or 6 and down on the score of a 1,2
or 3. This does not affect Daemons, Champions, or Beastmen of
Nurgle. The Miasma of Pestilence lasts until the caster is
wounded, when it is immediately dispelled.




STREAM OF CORRUPTION

Spell Level: 3
Magic Points: 7
Range: 8”
Magic Save: No

The Stream of Corruption is a stinking jet of putrid blood, pus,
maggots, slime and other foulnesses. It forms a triangle 8” long
and 4” broad at its end, as shown on the accompanying
diagram. Make up a Stream of Corruption template to the
design shown using card or paper. When the spell is used the
template is positioned over the targets. Each model within the
template must roll a D6 and consult the chart below.

Target's Initiative Chokes to death on D6 score of:

14 4,50r6
57 Soré
8-10 6

Models with high initiative characteristics stand a good chance
of diving or ducking out of the way of the Stream. Other models
are less lucky! Models which are unable to move for any reason
are choked automatically. A Greater Daemon of any kind is not
automatically slain on rolling the appropriate D6 score, but
sustains D6 wounds instead.
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,alevolenﬂy w1th its sin
_"f rehead. Its teeth chattered trangely, '

Kalem Tarnel Chgmplon of Tzeentch stmck Lhe head vfrorn the iast of hxs adversanes. The creature s bod’ fell to the'ﬂoor
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PLAGUE WIND

Spell Level: 4
Magic Points: 15
Range: 24"
Magic Save: No

The Plague Wind may be cast against any target unit within 24”.
It is accompanied by wind-carried moaning, insane laughter,
and other sounds of death and delirium. Each model in the unit

must test for Nurgles Rot. The unit must then take an immediate
rout test.

. Gorak smlledtohlmse -
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NURGLES RO

Nurgles Rot, often known simply as the Rot, is a terrible contagious disease which affects the victim’s mortal body and his shadow-

" self or spirit. A person who dies from Nurgles Rot is turned into a Plaguebearer and becomes a servant of Nurgle himself. Nurgles Rot
epitomises the core of Nurgle’s ethos: suffering and overcoming suffering by great bravery and resolve. Those who contract the Rot -
often slay themselves in wreckless battle, hoping to die quickly and cleanly and by this means to avoid becoming a Plaguebearer.

CATCHING THE ROT

Nurgles Rot only affects mortals; it cannot affect daemons of
any kind or allcgiance. It is passcd on by physical contact such
as hand-to-hand combat. Models engaged in combat against a
Daemon of Nurgle risk catching the Rot. Victims can also catch
the Rot as a result of a Plague Wind spell, touching a Death
Head, treading in the slime-trail of a Beast, stepping into a
sticky pool left by a Palanquin, or simply by being a Champion
of Nurgle.

To determine if a victim has caught the Rot, roll a D6. and
apply the following modifiers:

+3  Engaged in combat with a Great Unclean One
+2  Engaged in combat with a Plaguebearer
-1 If victim is the Champion of another Chaos Power

If the result is 6 or more the victim has contracted the Rot with
the following effects.

1. If the target is part of a unit, the entire unit must take an
immediate rout test. If not part of a unit, the model must
take a rout test.

2. A model which has the Rot may pass it on to other
creatures it strikes in combat. Any model engaged against
the victim can catch the Rot and must make the test
described above.

3. The Rot cannot be cured or its progress halted in any way.

THE PROGRESS OF THE ROT

Nurgles Rot often takes several months to kill its victim,
Victims who are Champions of other Chaos Powers, o
members of the retinues of these Champions, may be ‘retired’
from future games on the grounds that they can no longer live
safely alongside their fellow men.

Retiring victims may be simply dropped from the game, or if
they are Champions they can undertake a special Death Quest.
In a Death Quest the Champion and any affected members of
his warband will seek out and fight an enemy warband. Models
engaged in a Death Quest are immune to psychology and cannot
be routed. If a Death Questing Champion pleases his Chaos
patron he may be promoted to Daemonhood and thus saved
from the Rot.

Unless a victim retires from a warband or goes on a Death
Quest as described above, he risks passing the disease on 1o the
other members. This applies both to warbands of Nurgle’s
Champions and to those of Champions of other Chaos Powers.
A test must be made before each battle to determine if the
disease has been passed on to anyone else. On the D6 roll of a 6
the disease has been passed on to another randomly determined
member of the warband. This may include the warband’s
Champion if he does not already have the Rot.

The Rot progresses from battle to battle, starting with the first
battle following contraction. The victim slowly begins to tum
into a Plaguebearer, his appearance and profile starts to change,
so that eventually he dies and is re-embodied in the Realm of
Chaos as a Plaguebearer.

Battle Effect

1 Skin becomes pale yellow-brown. Change
characteristics to M=4/WS=5.

2 Green and purple blotches break out on the victim'’s
skin. BS=5/Ld=10.

3 The skin begins to rot and a small cloud of flies
gathers about him. $=4/Cl=10.

4 A singlc hom sprouts from the victim’s forchcad.
The model gains the Plaguebearer's additional hom
attack when it charges. T=3.

5 The eyes start to grow together and the nose
atrophies. I=6/Int=10. )

6 The victim’s feet grow into two huge claws. A=2 as
per a Plaguebearer.

7 The victim's face and flesh dissolve into a mass of
tissue. W=1/WP=10.

8 The victim finally dies and his shadow-self becomes

one of Nurgle’s Plaguebearers.

THE ROT AND CHAOS CHAMPIONS

A Champion of Nurgle who contracts Nurgles Rot is not
personally affected by it. However, he can pass it on in hand-to-
hand combat and it can be caught by members of his own
retinue. A member of a Chaos Warband who already has the
Rot could become a Champion if the original Champion is
slain. Should this happen the progress of the Rot is halted at the
stage it has already reached.







THE PALANQUIN
OF NURGLE

Great Unclean Ones are daemons with a sense of the dramatic.
They enjoy the decorative trappings of power almost as much as
they enjoy power itself. The Palanquin of Nurgle is an ornate
and mobile throne that allows the Great Unclean One to be
carried aloft by a tide of surging Nurglings. The tiny creatures
propel the Palanquin wherever their master wishes. From his
elevated position the Greater Daemon is able to speak to his
slaves, or strike at his foes. The Palanquin itself is decorated
with mouldered finery, while the Great Daemon rider sits
casually upon a mound of decaying cushions. Palanquins may
also be gifted to Champions and Plaguebearers.

CLOUD OF FLIES

The Palanquin is surrounded by a cloud of flies which buzz and
swarm around it. If the Palanquin is carried into hand-to-hand
fighting the cloud of flies will buzz into the eyes and ears of all
engaged enemy models, reducing their D6 to hit roll by -1. If
the rider is a Plaguebearer, then his own cloud of flies merges
with that of the Palanquin, but the combined effect is still to
reduce the D6 to hitroll by -1.

The cloud of flies has anather effect, for each insect embodies a
tiny fraction of protective magic. The cloud thus represents a
considerable protective spell. The Palanquin and its rider cannot
be affected by a magical spell of any kind. Both are affected
normally by a hand-to-hand combat blow struck by a magical
weapon, but not by spells cast by such a weapon.

MOVEMENT AND COMBAT

During a turn, the Palanquin moves up to 6” and can charge into
combat just like any normal model, doubling its maximum §
movement to 12" as it does so. The rider can fight from the
Palanquin and strike the enemy in any direction, whether they :
lie to the front, sides or rear. The Nurgling bearers also fight in ]
hand-to-hand combat, automatically causing D6 hits with a :
strength of 3. The Nurgling bearers cannot be struck as such, §
indeed their very numbers would make this a futile business, :
but the Palanquin can be attacked. The attacker has the choice :
of striking blows or aiming missiles at either the rider or the :
Palanquin. Blows against the Palanquin hit automatically. The :
Palanquin has a Toughness of 5, and once it has sustained 3 :
wounds it is completely destroyed, dissolving into an :
unpleasant slippery mass along with its attendant Nurgling *
bearers. :

STICKY POOLS

As the Nurgling bearers move across the battlefield, small pools
of something unpleasant and sticky form behind the Palanquin. :
These pools of filth contain pus, excrement, urine and other foul
substances which are produced by the Nurglings. The sheer
quantity of Nurgling bearers makes these pools very dangerous! -
Roll a D6 when the Palanquin moves, and on the roll of 6 the
Nurglings have produced a sticky pool as described. A sticky
pool is represented on the games table by a card circle 1” in
diameter. These pools remain in place for the remainder of the
game. Any model moving over a sticky pool may be
unfortunate enough to catch Nurgles Rot as described already
under Nurgles Ror.




ADRIAN SMITH

THE STAFF
OF NURGLE

A Staff of Nurgle is a tall staff which is carved from either the
branch of a cankered tree or the bones of a plague victim. The
staff is decorated with complex organic carvings depicting the
various malformities of nature. Staffs may also bear an
appropriate carved emblem or figure, such as the image of a
shrivelled leper, or the twisted face of a pox victim. A Staff of
Nurgle may be gifted by Nurgle to his Champions if he thinks
them worthy of the honour. Such is Nurgle's consideration for
his servants that he always tries to match the appearance of the
staff to some especially interesting or impressive mutation or
disease which the Champion has.

THE MAGIC OF THE STAFF

During the magic phase the bearer can point the Staff of Nurgle
at any one model within 12”. He can do this even if engaged in
hand-to-hand combat and this does not affect his ability to fight
normally. The target is entitled to its normal magic saving throw
and is not affected by the staff if this is successful. If he fails the
test, the victim suffers the full and unpleasant effects of the
staff's magic. He erupts with a multitude of worms, larvae,
maggots and other greasy wriggling things. This living mass
spews from every orifice of the victim and forms a writhing pile
around him. The victim is eventually consumed by these
horrible things and killed, and a 1" diameter card circle placed
on the table to represent the worm pile. This writhing mass
remains for the rest of the battle. and will automatically attack
and hit any model which moves over it, causing a single
strength 5 hit. Any victim slain suffers the same fate as the
staff's original victim, this time without the chance of a magic
saving throw.

DEATH HEAD
OF NURGLE

A Death Head is made from the skull of a conquered foe of
Nurgle. The more powerful the enemy the better, so the head of
a fallen Champion is the most highly favoured. The head is
covered with wax mixed with blood to make it watertight. Pus
drawn from a Great Unclean One is poured into the brain cavity
and then sealed in with more wax. The result is a missile which
will burst when it is thrown, scattering its noxious contents over
the unfortunate enemy.

A Death Head can be thrown up to 6”. It is represented by a
circular card template with a 1” radius. All models within the
temp]ale automatically contract Nurgles Rot - no test is taken,

T A
the victims contract the discasc auxulunu»nu_y
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Al the Tand to the north of Praag lay bumed and blackened, 2

an“unending expanse of darkness dotted with splintered
stumps and tumbled stone where once’leafy woods and

- neatly thatched cottages had stood amidst verdant pasture,
- The ground smoked where fires still smouldered beneath the

ashen surface, gasping lonely threads of smoke whxch
twisted slowly upwards into the still air; . :

" ‘The horde has done its work well my lord,’ grunted_
- Greygave, His thick tongue and loose lips worked hard to

prodice the nneasy speach of man, for Greygave 'was a

- ‘beastman, one of the goat-headed creatures of Chaos that

had joined Sebastian Scarabus’s warband last summer,
Already the giant, grey-skinned beastmien had proven
himself a loyal and cunning lieuténant to his chosen
Champion.

Scarabus, gaunt and slender like the blackened trunk of the
tree beside him, gazed over the blasted plain. The
devastation unsettled him, He felt as if all'about him were
‘the pieces of some vast puzzle which it was his task to
resolve and yet of which he and his followers were also an
inextricable part.

He stretched the broad wings that grew from his back,
allowing the ajr to rustle through the sparkling iridescent
feathers. His keen eyes scanned the pall of charred
destruction which smothered what had once been the fertile
hinterland of Praag. To the south a thick column of oily
smoke climbed high into the sky like a black serpent dancing
over the cold corpse of the land. Scarabus knew that sign,
the coiling spiral shape that was onc of the emblems of his
own master Tzeentch. Under that sinister serpént of smoke
was ‘the city of Praag itself and the encircling horde of
Chaos. .

‘Are we too late?' snorted Greygave in his harsh beastman’s
voice.

In answer the' Champion of Chaos spread his wings, driving
the air into turmoil so that great clouds of ash rose around

him, causing Greygave to shield his eyes from the blmdmg

~dust. With slow strong wing-beats Scarabus ascended into

the sky like a huge swan. Greygave watched his master grow
smaller and smaller until he could barely discern the tiny
dark shape against the pale sky. Thé beastman knew that
Scarabus had flown high into the air from‘where his eagle:
sharp eyes could spy out the countryside for many miles
around. For a moment it seemed as if Scarabus was gone,
leaving Greygave and the rest of the warband alone amidst
the ruined earlh '

AS hls powerful wmgs carried him into the sky Scarabus felt
the rush of cool air over his skin. His gift, the glittering
wings that sprouted from his slender back, were more than
just a convenient way of travelling quickly and unseen. To

.-Scarabus his wings were a part of his new life in the service

of Tzeentch the Changer of the Ways.

The realm of the earth, which he had hitherto considered the
only existence, now seemed like a small dark prison in
which-a mortal ‘man was forever chained. He had become a

creature of the cool unsullied air whose masters ‘were the

eagles and hawks, and whose peoples were ‘the finches and
thrushes and the myriad buzzing insects that rode the wind.
He knew that it Was hard for the earth-bound t imagine the
unbridled joy of flight. Sometimes it was all too easy, lost
amongst unfettered elation; to forget the world below:.

' “banners and spearpoints of the mo

' sustamed for great lengths of tim

’embattled c:t'y of Praag and al it glittered the
able army

vithin the city

s he watched a dark
spot reappeared far above, small and dim at first, and then
larger ‘and darker until, with a fiurry of ash, Sebasuar i
Scarabus returned to Greygave s suie . :

‘Praag still stands my fnend annour ced Scarabus
breathlessly though for how much longer I 'would not
hazard a“guess,’. Although' obvxously exhausted he could not
conceal the elation that still pulsed in his blood. He stretched
his wings once more and then folded them against his back. o
the long flight feather gently restmg upon his heels

*Then: we join the horde to plunder the man-clty"‘ slavered_
Greygave eagerly. Scarabus looked into the beastman’s eyes
and saw ‘a glimmer of hatred, a desire 10 ﬁght and confront
the object of his hatred and to desuoy it u:galdlt:» uf
consequence, The Champxon shook his head slowly.

‘No Greygave - I've not come to tear af the entralls of this
dying-city, there are enough wolves here already for that.
Tzeentch has led us o Praag for another purpose; althoughl
can’t yet guess what that purpose is or what part we have to» »
playin’it.’ -

Scarabus turned to face the rest of hxs warband and looked at
them each in turn: Tagard, Olgoth and Duega the beastmen .
cradling their tall axes, Thorfin the dwarf whose eyes stood
out on stalks and who was as deadly an adversary as the
strongest giani, Mund Bonesnapper the minotaur whose
body was as tough as iron, thé elf Falanor crimson-skinned
master of the bow, Sourmain the thing so deformed that no-
one knew what kind of creature it had once been, and
Greygave the trusted second in comma.nd of the warband," _
huge, grey furred with fearless eyes 2 '

‘My friends,’ cned Scarabus, ‘we march to Praag and toan
uncertain destiny, to fight against the greatest Chaos Horde ;
ever to blight the earth.! o

_ Unquesnomngly every member of the warband hfted his

weapon into the air and cried, ‘Scarabus” with one mlghty“
voice, shouting their champion’s name over and over, untilit
became a chant brimming with bame~lusl '

Sebastian Scarabus listened to his name ﬂoodmg out over
the dead ground. Yes.- he would lead his band through the
Chaos Horde and ‘into Praag itself - what'then? Ferhaps'all '
would become clear once they were within the city walls.
Maybe Praag guarded secrets that Tzeentch wanted. for.
himself, or which he feared might fall into the hands of
others. In any case, “he knew Lhat it was usele,ss 1o speculate: ’
on the motives of his master. . L

Scarabus turned his face towards Praag and wondered how
fortune would treat his venture, and what inscrutable
schemes he was already cnacung on behalf of Tzeentch lhe o
Changer of the Ways ' . . :
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Tzeentch is known by many titles including the Changer of the Ways, the
. Master of Fortune, the Great Conspirator, and the Architect of Fate. These
? titles reflect his masterly comprehension of destiny, history, intrigue and
% plot. In his mind he listens to the plans and hopes of every man and every
nation. With his all-seeing eye he watches these plans unfold into history.
Tzeentch is not content to merely observe the fulfilment and
=% disappointment brought by the passage of time. He has his own plans:

A8 %54 schemes which are so complex and closely woven that they touch the lives

of every living thmg, whether they know it or not.

Tzeén?ch feeds upon the need anq desire for change that is an  Some Daemons of Tzeentch are creatures made from magical
essential part of human nature. It is also a part of dwarven and energy, and they often appear to be transparent or glowing with
elven natu{es, but not to the same extent as mankind is a far  an inner light. The Lesser Daemons, or Horrors, cast spells
morc volatile and ambitious species. All men dreamn of wealth,  around them as they move, while the Flamers of Tzeentch
freedom and a petter tomorrow. Nor are these dreams the project multicoloured flames of raw magic. The Greater
preserve of the impoverished or powerless as even rich men  Daemons, the Lords of Change, are more substantial, and their
dream of further riches, or of an end to their responsibilities. All  very thoughts appear as magical multicoloured mist which
these dreams create a powerlul impetus for change, and the  swirls about their heads. All this magic gives the followers and

ambitions of nations create a force which can change history.  Daemons of Tzeentch a very distinctive and colourful character.
Tzeentch is the embodiment of that force. .

Tzeentch is also the Great Conspirator, the master of plot and
Tzeentch is the greatest magician of the Chaos Powers. Magicis  intrigue. Because he is aware of the drcams and plans of all

one of the most potent of all agents of change, and those who  mortals, he is able to predict the likely course, or courses, which
use it are amongst the most ambitious and the hungry for power.  the future might take. Tzeentch perceives every event and every
Many Champions of Tzeentch are also Wizards, while others are intention, and from this information his mighty mind can work
likely to be given magical powers or artefacts hy their Patron. out how each will influence the future.

Tzeentch is not content to merely watch the drama of history as
it unfolds. He has purposes of his own, although what they are
it is impossible to say for sure. His intentions are complicated,
his schemes highly sophisticated and incredibly long-term.
Perhaps he has plans to overthrow the other Powers, or to
extend his dominion over mortal realms. Whatever his ultimate
purpose, he seeks to achieve it by manipulating the individual
lives of men, thereby altering the course of history. By offering
power and magic he can recruit influential people to his cause,
and affect the lives of many more at a single stroke. However,
few of Tzeentch’s plots are simple, and many may appear at first
contradictory to others, or against Tzeentch’s own interests.
Only Tzeentch can see the threads of potential futures weaving
forward in time like tangled balls of multicoloured wool.

The skin of Tzeentch crawls with constantly changing faces,
leering and mocking the onlooker. As he speaks, these faces
sometimes repeat what he says with subtle but important
differences, or provide a commentary which throws doubt upon
his words. This makes it very hard to interpret what exactly
Tzeentch is saying. These lesser faces appear and disappear
quite quickly, but the actual head of Tzeentch does not change.
His puckered face sits low down and has no neck, so that it is
hard to distinguish his head from his chest. His curving homs
appear to spring from his shoulders rather than from his head.
The firmament surrounding Tzeentch is heavy with brooding
magic. It weaves like liquid smoke about his head. forming
subtle and interwoven patterns. Forms of places and people
appear in the smoke as Tzeentch’s mind contemplates their fate.

Every Power of Chaos has his opposite number, another Power
whose nature is the antithesis of his own. Tzeenich is the eternal
adversary of Nurgle. His energy comes from the excitement and
will to change, to forge one’s destiny, change fortune, and gain
power. This is quite the opposite of Nurgle, whose power comes
from defiance of despair and hopelessness.




Lords of Change
The Watching Lords of Change
The Eyes of Tzeentch

The Feathered Lords

The Lord of Change is blessed with the muiti-layered cunning
and timeless wisdom of Tzeentch himself, a deep and subtle
understanding of the mortal fears that drive the world within its
well-worn rut. How thoroughly the daemon understands and
how much he despises the entrapping comforts of stability and
familiarity. Nothing pleases him more than to see the world
broken and made anew, to redirect the course of a life or even
history itself, to spill mortal hopes upon the ground while
raising the ambitions of others up to an unexpected pinnacle of
power.

Itis a playful and wreckful mind that lies behind the bird-like
gaze of the Lord of Change, deeply intelligent, yet as uncaring
of consequence as it is fascinated by it. The Lord of Change is
like a child playing upon some gigantic anthill, poking with a
stick at its inhabitants and laughing at the hopeless antics of
their defence.

A Lord of Change is winged and feathered, but its most
memorable feature is its head and in particular its eyes. For
within the depths of its eyes lies all the wisdom and
understanding of Tzeentch, so that few mortals can withstand
the scrutiny of its gaze. It is said that when a Lord of Change
looks upon a mortal it sees not only the creature's flesh and
blood, but also all of its hopes and dreams as well as their
ultimate failure or realisation.

The daemon’s craning neck sits on a narrow feathered body,
and its wings spread out behind in multi-coloured splendour.
Lords of Change are often blue or yellow. but individuals may
change colour if it suits them, adopting the striking plumage of
the rainbow. Lords of Change do not regard it as essential to
retain constancy of colour or appearance unless it pleases them
to do so.
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The Lord of Change is the supreme manipulator of the affairs of
the living. His Champions move through the world at his
bidding, undertaking whatever task he has set them: a killing,
'the raising of some mortal to power, the destruction of potential
rivals, and a thousand occurences that might easily be mistaken
for chance. Yet all events are pieces which fall into a complex
and ever changing plan - a plan beyond the comprehension of
mere mortals. This constant appraisal of the world and

interference in its progress is not always so subtle. Change can
also be violent and sudden, and the Lord of Change is not
above waging war to further its aims. The most potent weapon
of Tzeentch is not brute force but magic. The Lord of Change is
a powerful magician as well as an erudite tactician. If the
daemon prefers to remain uncommitted in battle it is not
through lack of courage or ferocity, but because it likes to direct
its furces and conurol the flow of the fighting.
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J LORD OF CHANGE -

Special Psychological Traits: If pushed back in close
' combat the Greater Daemon tests for frenzy. Otherwise
standard for Greater Daemon.

] Maglé: A Greater Daemon of Tzeentch has a spell pool of 9
2 randomly determined spells - the first spell generated of any
P level will be a Spell of Tzeentch as described later.

I

Magic Items: A Greater Daemon of Tzeentch carries a
Chaos Weapon with a single property and D6 randomly
l generated magic items (see Sununary for generation charts).

Special Rules: A Lord of Change has a total of 10 attacks: 2
bites , 4 claws, plus either 4 more claws or 4 weapon attacks
with its Chaos Weapon.

.. The Lord of Change’s penetrating stare causes fear+1 within
» 12”. WFRP - the stare causes terror within 24 yards.

p-. Due 10 its thick layer of feathers, the Lord of Change has a
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natural saving throw against damage of a 5 or 6 on a Dé6.
WFRP - the Daemon has 2 armour points on each hit
location.

Chaos Attributes: A Lord of Change may be given up to 9 X
Chaos Auributes. A Lord of Change may have less than 9 !

attributes or even none at all if the player prefers. Decide the )

&\ ‘-l_/_

number and roll each attribute randomly.

Profile - Warhammer Fantasy Battle and WH40K )
MWS B 8§ T W I A 1d In.- Cl WP PV 2
6 10 10 7 7 10 10 10 10+3 1043 1043 1043 1400

}

Profile - Warhammer Fantasy Roleplay
M WS BS 5 °'T. W I

A Dex 1d Int. CI WP Fel 1Y

69095 77 4010010 S0 90. 90 90° 90" 30 !
]
pu— - =, \, e\ ‘ﬁy:
7N \\S/\\\ TN I\S\'C\\\> VA SN ~- &3
X RN = A R R

ADRIAN SMITH




ar of the landlady

ung herself i into hrs arms,

10 doso much work r

ﬁng hands. ‘I’m gomg to have to leave now, you 11 never
me again. .r m sorry, butit’s for the best.' -

you'd take me away, that we'd get married...

ve 10 time fo argue with you, Estelle. Goodbye He turned
“his back on the weeping girl and headed off through the trees,
.abscm—mmdcdly‘ rubbmg the tiny homns budding on his head.

B S S

trees. Birds huddled together for-warmth on the swaying
- branches: It was the'dead of night, and three cloaked figures sat
-hunched under the tree trunks. Between them ; propped on a pile
- of stonies, stood an iron cauldron, It was filled with blood.

. 'Cold, cold!’ whimpered a litdle creature squatting on a rock.

| ‘Shut that thing up Pussbubble or I'll eatit!’ snarled the taller of
.. the wizards, Pussbubble reached outa festering hand and gently

- scooped up the nurgling, brushing away ‘the: flies, and drew it
" into the warmth of his cloak, where it started to pur happily.

‘playing with pets? Start the incantations.”
_Slrange, terrible words rose into the air,”words such as should

- never be heard by men: All except orie, a huge starling; the birds

i;;- flapped away into the blackness of the night. The wizards
- leaned forward and stared expectanily inito the cauldron.

said Gall,

 ‘Lord Nurgle preserve ‘us, the blood’s frozen,’

__'Pussbubble, grvc me that'nurgling. And don’t go looking at me

ike that, you're too fat already.’

As the ﬂaxlmg nurgling sank down through the frozen scum the
ood started fo liquefy. Gall delicately extended a claw and
led thc dark liquid round in a whirlpool.

The third wrzard threw back his cowl and. moved hls head over

whlch contmually weeped a greenish-yellow bile.
see,’ he sard in a distant, hollow voice ‘I see a world. On the

_vrllage lies a child. The child must be destroyed - it could ‘grow
10 become ‘a mighty tool in the ‘hands of ‘our Master’s eternal
- ‘enemy. Already its soul is tainted with forbidden colours.”

o’k Kk kK

: ‘t}u"n:gltlvwnth a baby searched ‘through the snowy thickets
gathering sticks for firewood. 'When the baby: started to cry she
duswd the snow- off a fallen tree; and sat down to feed it. As the

- ,baby suckled she looked
It was a fine, healthyv ]

srde a brook idly prckmg ﬂOWers
ff the petals She sxghed 1mpauent1y knowmg v

nped to her’ feet, scattenngn}

of crushcd grass and :

ou? I hate the v111age They e

i don'’t find more

“Too ‘cold and too wet to reply, thc mrl took her. wood
_inn’s kitchen, and set to work on the pile of verminous root
vegetables. Outside, the snow flurries closed in on the village.
Tears welled m her blue eyes. *You can't 1 Sive me' You said: The landlady, a fat. 'sweaty—faced woran, heard the inn door
v slam and bustled through to see to her customer's needs chents

~Though there was a fire (albelt 8
customer-hadn’t bothered to remove hi ldn’t:
sce his face. Tt was obvious that he didn’t spend much time

nter: gusts of icy snow ripped through the bare, blackened

“Lets get on with it, shall'we, or are we' gomg to spend all'night

the now s!eammg cauldron. He had no eyes, just empty sockets -

orld there is a forest; in the forest there'is a village, and in the '

And your | fatherless brat can starve forall I carel’

being rare at this (or indeed, any) time. of year ‘

washing: When he took his beer off the counter he brushed
landlady’s hand and she recoiled in disgust, trying, out of s
misplacec sense of politeness, to hide her rcpulsxon o

The: strange malodorous: guest stayed in the innall evening, =

eking out his mug of watery beer till closing time. Villagers
came and went, bul he paid-them litdle attention. The landlady
dimly noticed that a‘lot-of people seemed to be coughing -and

sneezing: Indeed, she felt'a bit hot and feverish herself —'thé_re =

must be a winter cold going round; she tho'ughh ,
ok E

A warband travelled through the: forest, thelr bnght appearance" .
“-a stark contrast to the austere colours of the winter landscape.
“ Jewels flashed on their armour and their banners, tiny bells
- jingled from the harnesses ‘of their strange riding beasts, and the

brilliant colours of their cloaks blazcd about them,

“"As they. slowed to’ cross the stream, a large staﬂmg flew down .
‘from 'the pale skies. It landed’ on the head of one of the riding
beasts, and, ignoring the creature’s skittish head-tossing,
proffered the rider a gift from its chclled beak. The Champron, '

a man graced with the head and antlers of a stag, took the. glft'
locket fashioned after the sigil of Tzeentch,

“*Estelle!” he cried, and spurred his steed back through the

woods, i 1gnormg the protests of his’ I:ravellmg compamons
kR e

The vrllagc is oddlystill, and a foul smell ﬁlls thc aira smcll of
death, a smell of decay. Bodies lic sprawled haphazardly ; 1ns1de o
~and outside’ the ‘houses. Bodies drsﬁg ured b 1 S

swellings and virulent purple blotches

‘The silence is broken by the piercing cry,of a hfm’gry_ baby. It

lics in ‘the ‘arms of its’ mother, but she docsn ‘t movc any morc,

and. her body is growing cold. The baby fidgets and squirms,
trying:to break away from her stiffening grasp.

With.a mighty crash, the door to the kitchen flies open, and a

tall, antlered figure stands outlined ‘against the pale winter sky.
The baby, far from being frightened, gurgles wuh delxght, and
reaches out its arms to its saviour.

firewood tomorrow you won'’t get no supper.

into'the
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The Lesser Daemons of Tzeentch are known as Horrors. They
take two distinct forms - the Pink Horror and the Blue Horror,
but they fight side by side as part of the same body of daemonic
troops. Apart from its glowing pink skin, the Pink Horror is
easily recognised by its high-pitched squeals of laughter, giving
the daemon two of its other common names: the Squealer or
Screamer. The second type of Horror is the Blue Horror. It is
almost identical to the Pink Horror, but it is blue rather than
pink, and its temperament is quite different. It wears a perpetual
scowl] and is thoroughly bad tempered. It sneers and grumbles,
muttering to itself in a low whining voice which gives way in
battle to a snarling outburst of rage.

Lesser Daemons of Tzeentch do not have solid material bodies.
They are formed from pure magic, sometimes taking on a
discernable form, sometimes blurring into a frantic little mass
of pinkness as they dash and scamper across the battlefield.
Strangest of all is their ecstatic cackle which sounds like the
ceaseless braying of a lunatic. Pink Horrors continually make
this noise, so the approach of several together sounds
unnervingly like the advance of the hordes of Bedlam itself. As
they laugh, the air around them fills with little strands of pink
magic and the ground about their feet smoulders with a curious
rosy light.

Pink Horrors are the magically fashioned slaves of the Lords of
Change. To the Greater Dacmons they are beyond
consideration, mere automatons to be expended as part of their
carefully wrought plans. On the battlefield they whirl about in a
frantic and barely controlled ecstasy, chuckling insanely and
stretching out their long arms in anticipation of the fight.
Because they are made from raw magic, Pink Horrors can cast

THE PINK HORRORS

Lesser Daemons of Tzeentch (Tsani’ kchami’i)

~
:
3
by
3
S

spells as they dance about the battlefield. The casting of a spell
seems to fill them with increased joy, and they emit especially
high-pitched squeals of laughter as the magic screams and
screeches in the air above their upraised arms. Combat drives
them to new delights, and even death seems to satisfy some
deeply rooted compulsion. In fact, Pink Horrors cannot die as
such - when dealt a mortal blow they turn into a blob of
gyrating magic. This changes colour to blue and then divides
into two Blue Horrors with a characteristic whoop of
satisfaction.

(LI &

g PINK HORROR
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2. Psychological Traits: Standard for Lesser Daemons. Psychological Traits: Standard for Lesser Daemons. j\
A
) Magic; A unit of Pink Horrors has 1 randomly Magic: A unit of mixed Pink and Blue Horrors has 1 >
) determme{i level 1 §pe11 for every Daemon in the unit. A randomly determined level 1 spell for every daemon in _,‘
. normal unit of 9 will therefore have 9 spells (see Magic the unit up to a maximum of 9 (see Magic of Tzeentch). %
of 1zeenitch). ’
} f ) ) Special Rules: A Blue Horror has 1 claw attack. A Blue ™)
\ Special Rules: A Pink Horror has 2 claw attacks. When Horror model is removed from the game once it is slain, (
reduced to zero wounds a Pink Horror is not slain - it it does not divide into further daemons as Pink Horrors
t divides into two Blue Horrors instead. do. P
3
¢  Chaos Attributes: A Pink Horror may have up to 9 Chaos Attributes: Blue Horrors retain any Chaos |
- attributes, but may have less or none. A unit of Horrors Attributes they had as Pink Horrors. \
. may all have the same number and type of attribute if the \
;' player prefers. Profile - Warhammer Fantasy Battle and WH40K \
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Blue Horrors only pop into existence when a Pink Horror is
dealt a mortal blow, taking the shape of two small blue replicas
of their parent daemon. Their temperament is quite the opposite
to Pink Horrors, and they are sullen and malicious like evil-
tempered children. They quickly rejoin their fellows, adding a
deeper whining note to the incessant cackling of the group. Blue
Horrors are as keen for battle as their parent daemon, stretching
out their gangling arms to grab an enemy and squeeze the life
out of him. When not fighting they become blurs of hunched
and shambling blue colour.

O il

Pink Horrors
Whirling Destroyers
Screamers
Squealers

Blue Horrors
Grumblers
Spinning Sourguts
Whiners
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Creatures of Tzeentch (K’ Chanu’tsani’i)

Flamers Burning Horrors
Fire Daemons of Tzeentch

ADRIAN SMITH

d of Chaos‘

fzre drop fell it immediately
amnyou...
A tiny replxca of Albrecht

_ began to form in the blue va

su'uck agam and the blue fire fell upon him,

_ seeping and cracklmg into his armour and spattering his v
_eyes and face. His vision swam with blue agony and’ his

+:

- ground as he collapsed creaming through burning lips.
. The little marionette lay upon‘its back kicking and
: -gestunng melodramatically, ‘calling ‘out in"its squeaky
little voice. ‘Hot' hot' hot!’

‘~‘,{ £, G
3/ ) Jadie T2
3 nRx N £ o u@}\ &}[

igeoning
ragain o

he screamed as Lhe :

pour, a figure wearing black -
2 broadsword like his own, but the
az”o‘f. afl 1d10t and the cry that of a spoﬂegi ;

der him. His sword tumbled to the

Like Pink and Blue Horrors, Flamers are fashioned from pure 3
magic and are only semi-solid, seeming almost transparent. §
They are bizarre creations, travelling along the ground on a soft |
skirt of pinkish flesh like an inverted mushroom. By drawing ¢
air into this fleshy, fungoid skirt and expelling it by means of a
powerful contraction, the creature moves along the ground in §
leaps and bounds. By way of arms it has two blue trunks. The ;.
arms havce no hands, but instcad cach trunk cnds in an open ¢
orifice from which magical flames spit and spatter. s

Flamers have the most rudimentary and instinctive minds, but ;
they are finely attuned to the thoughts of the Lords of Change. i
They are dominated by the thoughts of the nearest or most {
powerful Lord of Change, so that they act in total accordance
with their desires. Flamers are almost literally the instruments :
of a Greater Daemon’s will.

The flaming limbs give the Flamers their name. However, this ;*
is not normal fire but the stuff of raw magic, coloured a
daemonic shade of blue or yellow. The Flamer can use its
flames to throw coloured fireballs at its foes, as well as 10 bum §
them up in close combat. As the fire crackles and hisses, £
smaller magical flames fall to the ground and take on the £
imitative form of a surrounding object or person - like a tiny ¢
marionette. The small representations of persons or events will |
continue to impersonate what is happening around, but in a :
curiously disturbing and mocking manner. The Flamer usually ;
ignores these little parodies of reality, but may happen to glance
in their direction then destroy them with its magic fire. As the
Flamer moves away the little scenes collapse into spluttering *
pools of magic which slowly fade into nothing. A Flamer will
typically be followed by a series of these tiny images, which {
grow unstable and vanish as the Flamer moves away.

A >
2 Special Psychological Traits: Flamers are unaffected by \
i any psychology.

Speclal Rules: The Flamer moves by leaping up to 9”. It J
’ may cross ditches, walls, hedges and other linear4
- obstacles without penalty, but cannot leap over obstacles
' more than 1" high. WFRP - the Flamer may leap up to
f 18 yards along the ground and up to 2 yards high. ”4
- The Flamer has 2 bite attacks. In addition a Flamer can *
E use its 2 flame attacks to either shoot fire or burn an
F opponent in hand-to-hand combat. A shooting flame
" attack has a range of 6” and may shoot in any direction. |
_ If the flame attack hits its target then the target sustains :
.- D6 strength 3 hits. In hand-to-hand fighting roll to hit as :
\ normal, if successful the target sustains D6 strength 3 hits |
. as for shooting. Any unit which suffers one or more f

)
© wounds from a flame attack must take a rout test.
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STEPHEN TAPPIN

THE DISCS

Steeds of Tzeentch (K’ echi’tsonae)
Discs  Sky-Sharks of Tzeentch

The Realm of Chaos is inhabited by the Chaos Powers and their
minions, by the shadow-selves of mortals, and by unsure
flittering creatures born from the rccurrent cmotions of the
once-living. It is a hell of sorts, and a heaven of sorts, an endless
sea of perdition. It is inhabited by numberless hunters and
killers, things that prey upon the flittering creatures and even
upon the shadowy spirits of men. Not the least of these are the
shoaling Discs of Tzeentch, also known as the Steeds of
Tzeentch. They roam the tides of the warp like shoals of
barracudas, searching for the vulnerable things that inhabit it.
Discs are vicious and uncaring hunters. They can scent the
shadow-self of a vulnerable human, quickly find it and tear it to
pieces, carrying the remnants back to their Lord Tzeentch.

In the Realm of Chaos Discs are smoky creatures whose shifting
forms hint at a profusion of teeth and penetrating little eyes.
When they move into the material world at the command of
their Lord Tzeentch, their raw magical bodies assume bizarre
and unlikely forms. While most are round and disc shaped,
some are covered in eyes, and others sheathed in living metal.
They fly through the air, darting and turning through the
firmament like sleek fish through clear waters. A Champion or
other servant of Tzeentch may be given a Steed of Tzeentch to

ride through the air by standing upon its flat upper surface.

Because Discs exist primarily in the Realm of Chaos, only
entering the material world under the direction of their

daemonic superiors, they can re-enter the Realm of Chaos at
will. In this way they can carry a Champion of Chaos into the

Realm of Chaos as a Warp Rider. However, mere mortals were
not meant to exist in this immaterial universe and the
exhilaration and sheer excitement can sometimes prove beyond

human tolerance. The warp ride is the ultimate human

experience - to be chased by the things that live within it, and
sustained by the liquid air of pure magic, to return to the mortal
world at a pitch of ecstasy, every nerve buming with the energy
of raw magic.

[
¢

Special Psychological Traits: Discs are unaffected by .
any psychology.

r. Special Rules: A Disc moves by flying up to 12”. A Disc
(‘ can carry a single rider into battle, but they can also fight

g

* without a rider. A Disc has a single bite attack, delivered .
"by its razor-sharp edges as it rasps past a foe. Discs and -
Disc-mounted warriors can move out of hand-to-hand =2
combat during their movement if the player wishes,

carried by their steeds away from their opponent and out |

) of the fighting.
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ADRIAN SMITH

patronage.

HE MAGIC OF TZEENTCH

Tzeentch is the most magically potent of all the Chaos Powers. The raw:
magical energy that powers spells is the actual fabric of the Realm of
Chaos, the same fabric which makes up the Chaos Powers, the Daemons,
and the shadow-selves of men. Tzeentch is the Changer of the Ways, whose
followers esteem magic as just one of the many ways of bringing about;
change. A wizard who follows Tzeentch has much to gain from hlS

THE HORRORS

A unit of Horrors has a spell pool of 9 level 1 spells, 1 of which
will be the Tzeentch spell Boon of Tzeentch, the others are
randomly generated Battle Magic spells. The spell pool can
include rolled duplicates, but duplicates may be re-rolled if the
player prefers. The player lists these spells in a vertical column
on a piece of paper and numbers them sequentially 1 to 9.

During the magic phase of their turn, the unit of Horrors
automatically attempt to launch 1 spell. Roll a D10: if the score
is 1 to 9 the appropriately numbered spell is cast. If the score is
10, no spell is cast that turn. Because spells are cast randomly in
this manner they are not always effective!

Once a spell has been cast another is randomly generated o}
take its place. The spell pool must always include the Boon of *
Tzeentch spell. If this is cast then it is automaucally replaced |
with the same spell. The number of spells is therefore always 9.
However, if the total number of Daemons in the unit falls to:
below 9, then the spell list is reduced to the same number.
Excess spells are deleted from the bottom of the list, and rolls of
9, 8, 7 etc will then indicate that no spell is cast.

Note that the number of spells in the spell pool cannot exceed9
even if the number of Horrors increases due to Pink Horrors ¢
turning into Blue Horrors.




SPELLS OF TZEENTCH

Champions of Tzeentch who are able to cast spells can use the special Spells of Tzeentch described below. Tzeenichian Daemons can
also cast these spells, and the Boon of Tzeentch spell always forms a part of the Horrors' spell pool.

BOON OF TZEENTCH

Spell Level: 1
Magic Points: D3

This spell enables the caster to make an appeal to Tzeentch for
more power! The caster chooses a spell level up to his own
magic level and randomly generates a new spell of that level.
The caster adds the spell to his existing spell list. The new spell
can be cast immediately if the player wants, even though the
caster has already used one spell that turn in the Boon of
Tzeentch. No magic points are expended the first time this new
spell is cast, but thereafter the appropriate number of magic
points are expended as usual.

PINK FIRE OF TZEENTCH

Spell Level: 2
Magic Point: D3+1
Range: 6”

Magic Save: No

Guttering flames of pink magic spout from the caster’s
outstretched tingertips and strike the tirst model in their path.
Any creature struck by the flickering pink fire of Tzeentch will
suffer D6 hits with a strength of 4+D6 - all hits have the same
strength. No saving throw is allowed for armour of any kind,
not even for Chaos Armour

" TRANSFORMATION OF TZEENTCH

Spell Level: 3
Magic Points: D4+2
Range: 12"

Magic Save: Yes

This spell can be cast up to a distance of 12” and strikes the first
model in its path. The victim is entitled to a magic save to avoid
the horrendous effects of the transformation. If he fails his
saving throw, the victim falls to the ground where his body lies
helpless twilching and jumping with magical discharge. His
frame erupts with spontaneous mutations which grow and
change with such speed that it is scarcely possible to recognise
one before another bursts forth and obliterates it. Within a
matter of moments the tortured body of the victim is desuvyed,
leaving only a ruin of flesh, feather, slime and indescribable
organic refuse. A model slain in this way may not make the
usual ‘casualty recovery’ test after the game - he is unavoidably
dead.

TZEENTCH’S FIRE STORM

Spell Level: 4

Magic Points: 2D6+6
Range: 24”

Magic Save: Yes

A fire storm has a range of up to 24" and will automatically
strike the first target in its path - the target can be either a unit or
a single model. The target is engulfed by pink flame and
destroyed - only a scatter of pink ash remains. At the start of the
Tzeentch player’s subsequent turns a Pink Horror grows from
the ash. While Pink Horrors that have grown from the ash
Temain stationary, their unit grows by 1 model a turn. As soon
as the unit moves no more Pink Horrors grow from the ash. It is
therefore up to the player how many Pink Horrors he resurrects
from the pink ash - obviously, the longer he waits, the more
Pink Horrors will appear.
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ADRIAN SMITH

GLOBES OF CHANGE

A Globe of Change is made from vitrified warpstone.
Warpstone is the raw stuff of the Realm of Chaos; large chunks
of it were sucked into the material world with the collapse of the
Slann’s warp gates. Most of this material ended up scattered
over the entire world as fine black dust, but larger pieces are
sometimes found. Warpstone is pure magical energy, and its
ability to cause change is very great indeed. The Globe of
Change looks like a black glass ball with the rune of Tzeentch
carved over its surface forming a complex interlocking pattern.

A Globe of Change can be thrown up to 6. Roll to hit the target
using the thrower's BS as normal. If the spinning ball hits its
target it explodes and releases all of its magical energy at once.
The target falls to the ground and his body starts to mutate at a
phenomenal and rapidly increasing pace. An intense field of
magical energy surrounds and incapacitates the victim. Nothing
can penetrate the field and the model can do nothing for the
remainder of the game. The victim is removed from play but he
is not harmed and is not considered as a casualty at the cnd of
the game.

Once the game is over the field breaks down, and the victim
may rejoin his warband. However, he is not completely
unaffected by his experience, because he is left with D6
randomly generated Chaos Attributes. A Globe of Change can
only be used once, after which it is completely bumed away.

MAGIC ITEMS OF TZEENTCH

Of all the Powers of Chaos, Tzeentch is the most enthusiastic and accomplished practitioner of magic. His Champions are often ]
accomplished Wizards, and even those who have no magic powers themselves may be gifted with a magical item of Tzeentch.

CORDIAL OF TZEENTCH

The Cordial of Tzeentch is made from water in which is
dissolved the ground remains of a feather or claw from a Lord
of Change. Only the Greater Daemons of Tzeentch can make 1
Cordial of Tzeentch. A creature which swallows the Cordial
rolls a D6 for each characteristic on its profile. The
characteristic changes as shown on the chart below. Some
characteristics will go up, others will go down, it is all down o
chance!

D6 Roll Characteristic
1 -2
2 -1
3 +1
4 +1
5 +2
6 +3

No characteristic can be reduced to below 1 or raised to more £
than 10. These changes last for one day, which for game &
purposes is assumed to be the duration of a single game. '

WARPSTONE CHARMS

Warpstones are rare and much sought after by the forces of &
Chaos and by many Wizards. They are made from pure magic
and they can be made to release that power if used properly. A
Warpstone Charm consists of a piece of Warpstone fashioned
into a ring, circlet, or some other ornament. The rune of
Tzeentch is carved into its surface, an act which allows the
mutating powers of Tzeentch to flow from the Realm of Chaos
and through the dark gem into the world.

A model wearing a Warpstone Charm can use it once per game
to retake a single dice roll or test, such as a magic saving throw,
an armour saving throw, or a to-hit or damage roll. The player ¥
may add plus or minus 1 w the dice result. A Warpstone Charm
can only be used once during a game, although a model can
carry several Warpstone Charms entitling him to several, {
separate re-rolls.

ROD OF TZEENTCH

The Rod of Tzeentch consists of a long staff, at the top of which
is a bright blue jewel fashioned in the shape of an eye or like the
Rune of Tzeentch. The Rod has the power to transfix and
immobilise an enemy engaged in hand-to-hand combat with its
bearer. The bearer must use one of his attacks to attempt to
transfix the enemy model - this is worked out before any blows !
are struck by either side. The enemy must take a 2D6 test
against his will power - as for a normal magic save. If he is
successful there is no effect - he resists the Rod and continues to
fight normally. If he fails the test, the victim is immobilised for
the rest of the turn - he cannot fight back in hand-to-hand
combat and any blows struck against him will hit automatically.

If the character has a Chaos or Daemon weapon, the Rod is
combined with the weapon as a glowing blue eye rune at the tip
of the blade. It has the same effect as a normal Rod. If the
character has Chaos Armour, the Rod can be combined with
that instead as a blue eye in the centre of the breastplate.
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HAMPIONS OF CHAOS

> The Champion of Chaos is either a warrior or a wizard who serves a Chaos
Power. The ordinary, unadventurous inhabitants of the Old World have a
deep rooted horror of all servants of Chaos: as well they might, for nothing
. threatens their cosy existence as much as the energy of Chaos! Chaos offers :
. power to the ambitious, to the adventurous, and to those who thirst for |
' conquest and glory. To some, Chaos offers hope in an unfair world where
"5»* . justice, wealth and happiness are the prerogatives of a privileged few, and
where the only escape from starvation or persecution lies in the egalitarian

favours of Chaos. For Chaos judges its servants on merit alone and rewards them accordingly, |

THE MARK OF CHAOS

The road to power begins by offering body and spirit to Chaos:
either to an individual Chaos Power, or to Chaos as a whole.
Not all who choose to dedicate themselves are accepted, and
those who do not choose a specific Power are less likely to be
successful. Often it takes a spectacular deed of courage to
attract the attention of the Chaos Powers. If the candidate is
accepted he receives the Mark of Chaos from his Chaos Patron.
This is the Patron’s own Mark. Each Patron has his unique
Mark, conferring some beneficial ability or characteristic. As
well as the Patron’s Mark, the Champion also receives a Chaos
Attribute. Chaos Attributes are physical changes or other
mutations. An Attribute can be bencficial or otherwise,
representing the ability of Chaos to change and mutate for good
orill.

THE WARBAND

Once a Champion receives the Mark of Chaos he begins to
attract followers. Followers are often lesser servants of Chaos
such as Beastmen. These creatures serve the Chaos Powers and
their appointed Champions. Followers can also include humans
and other warriors or wizards who are not Champions
themselves, but who have chosen to serve Chaos by joining a
Chaos Champion. The Champion’s followers form his personal
retinue of troops, and together they are known as a Chaos
Warband.

SERVING CHAOS

The Patron communicates with his Chaos Champions by means !

of dreams, visions, portents or divination. The link between the '
Champion and his Patron is tenuous and irregular, so it is rare :
for Patrons to give direct orders. The Chaos Powers use their '

Champions to further their aims in the Warhammer World.
Sometimes Champions are sent to kill a certain enemy, destroy
a town, steal some magic artifact, or defile the temple of a rival,

On other occasions the Warbands fight amongst themselves, ©

competing for the favours of their Patrons and expressing their

devotion in battle. The Champion’s life becomes an endless

series of battles, raids and quests.

THE CHAMPION’S FATE

A successful Chaos Champion will attract the attention of his |
Patron who will then reward him in a suitable way. Rewards can
include fabulous weapons, daemonic followers, or all kinds of

uncanny super-human abilities. These largely advantageous
rewards are called Gifts. However, rewards are not always
beneficial, as will become all too obvious, they can cause
further mutations and malformity. These mutating rewards are
called Chaos Attributes. Chaos Attributes represent the risk of
consorting with the Chaos Powers - energy causes change and
change is not always beneficial.

If a Champion is very successful and very lucky his Patron will
favour him with rewards which are Gifts, and he will manage to
avoid the worst excesses uf mutation caused by Chaos
Attributes. Such a person receives the ultimate reward of all -
immortality! The Champion becomes an immortal Daemon
Prince and enters the Realm of Chaos to sit alongside his
master. The new Daemon Prince leaves the mortal world, but
his followers still continue to revere and respect him, but now
as the powerful immortal that he has become. The former
Champion may even grant special favours to members of his
old Warband, and might raise one of its members to the status of
Champion. In this way a Champion can gain immortality and
become a new Chaos Patron in his own right.

Few Champions are mighty or fortunate enough to attain
daemonhood. For most, the end comes all too soon and
bloodily. The majority of Champions fall in battle and count
themselves fortunate to have tasted the power of Chaos if only
for a little time. For others the endless mutation caused by
Chaos Attributes destroys their bodies and minds; they end their
days insane and mindless, and their Patrons desert them. These
unfortunates are the Chaos Spawn.




THE PLAYER AS
CHAMPION

To take part in the battles and adventures of The Lost and the
Damned each player creates a Chaos Champion and his
Warband. The players fight each other, the winning Champions
gain the favour of their Patrons and are rewarded for their
service. As Champions grow in strength, followers flock to their
Warbands and they become more and more powerful.

Eventually some players will lose their Champions through
battle or because they are rewarded with too many Chaos
Attributes and turn into Chaos Spawn! If a Champion is lost the
player can start again with a new Champion, so he is not out of
the game for good, although he has suffered a temporary set-
back.

The most skilful and successful player will take his Champion
to immortality as a Daemon Prince. The objective of the game
is therefore for each player to steer his Champion from
adventure to adventure until he achieves immortality. However,
there is no fixed end to the game because new Champions can
be created and begin their path to daemonhood at any time. As

. players create more Champions their adventures become
increasingly involved, and the games unfold into a complex
story of heroism and battle, with plots and interaction between
the Champions just like a novel.

HOW TO CREATE THE CHAMPION

To create a Chaos Champion you will need a paper and pencil
to note down protiles and attributes and a D6, D10, and D100 to
generate the various characteristics, attributes, and so on. You
will also need access to the varicus tables and charts. These are
all given in the Summary of Tables section of the book. The
Starting Equipment, Chaos Rewards, Gifts of Tzeentch and Gifts
of Nurgle tables are also given on the following pages, but are
printed in the Summary of Tables section for reference.

Generate the Champion’s starting profile using the

Starting Profile Table. Players can always elect to start as

humans with a basic profile if they prefer. The character's
initial weapons and equipment are generated using the Starting
Equipment 1able.

The Champion receives the Mark of Chaos from his

Patron. This varies from Patron to Patron, but normally

consists of the specific Patron’s Mark plus a random
Chaos Attribute. The Marks of all four Chaos Powers, plus
Chaos in its undivided glory, are given in the table to the right
for your convenience. Those for Khorne and Slaanesh have
already been covered in Slaves to Darkness.

The Champion is ready to receive his initial followers.

Go to the Retinue Table and roll once. The Champion and

his new followers become the player’s Chaos Warband,
ready to fight in the service of their Patron Power.

The players are now prepared for the great battle of
4 supremacy! Players pair off and fight battles by mutual

arrangement. Although players can simply line up their
Warbands and fight it out over a bare tabletop, it is far more
interesting if a reason for each battle is invented and appropriate
scenery provided. The Narrative Campaigns section of this
book describes some detailed plots which lead to battles and
shows you how to invent your own plots, write interlinking
stories, and keep records of each Champion’s progress.

The Mark of Khorne

The new Champion of Khorne
receives a suit of Chaos Armour from
his Patron. Chaos Armour has a D6
saving throw of 4+ and is effective
even against magic attacks from
daemons or magic weapons. If the
Champion is a Wizard he
immediately loses his highest magic
level, all spells from that level, and
3D6 points from his Power Level. The Champion of
Khome also receives a random Chaos Attribute.

The Mark of Slaanesh

The new Champion of Slaanesh
becomes more self-assured and
determined. His will power is
increased by +1 to show this. The
Champion also receives a single
random Chaos Attribute.

The Mark of Nurgle

The new Champion of Nurgle grows
in height and girth until his physique
is impressively robust as befitting his
status. His toughness is increased by
+1 to indicate his improved
constitution. The Champion also
receives a random Chaos Attribute.

The Mark of Tzeentch

The new Champion of Tzeentch
receives a random magic item from
his Patron - see the Summary Section
for the complete randoin magic iteim
chart. It is possible that the
Champion is unable to use the item

generated - the item must be retained
none the less, as 10 refuse the Mark
of Tzeentch invites immediate

destruction. The Champion also
receives D3 random Chaos Attributes - as the Lord of
Change Tzeentch is inclined to mark his Champion with
mutating effects.

The Mark of Undivided Chaos

If the new Champion chooses to worship Chaos in its
undivided glory, rather than a specific
Chaos Power, then he receives a
random Reward from the Chaos
Rewards Table. He also receives
arandom Chaos Attribute.

If the Champion’s Mark of
Chaos gives him an attribute
which turns him into a Chaos
Spawn the result should be re-rolled.
For example, Chaos Spawn and Mindless.

A Champion’s Mark of Chaos cannot increase leadership,
intelligence, cool or will power above 10.
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equipment from the chart below.

items which match your Champion model.

ITEM

Shield.

EQUIPMENT TABLE

This table is used to determine the weapons and armour already possessed by a character
when he becomes a Champion of Chaos. This may be nothing but a simple sword, or it might
be a full suit of armour with a selection of deadly weapons.

Firstly, determine how much you have to spend on

Profile Points to spend
5 Hero or Wizard D6+1
10 Hero or Wizard D6+2
15 Hero or Wizard D643
20 Hero or Wizard D6+
25 Hero or Wizard D6+5

Note down the result and choose equipment from the
table below. Players are free to choose whatever
equipment they wish, but it is a good idea to choose

Sword or other hand weapon.........ccccceucucuenenes

Suit of light armour....
Suit of heavy armour ..........cciviviecrueens

Warhorse

HOTSe .o

Armoured barding for Warhorse .........ccocveu.ee..
Giant Wolf Mount (if Goblin)........civinsivieeens

Short bow with arrows

Long bow with arrows
Crossbow with quarrels ...
Javelin or throwing spear

Repeating crossbow if a Dark EIf

1 randomly generated magic item if a Wizard

Throwing dart or Kfiife..... it siciirrmesessssossin
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The equipment generated from this table is of a type appropriate
for a character about to set foot upon the Chaos Path. So it does
not include outlandish weapons or devices such as stone
throwers, fire-throwers, and other machines of war. Similarly, it
does not include chariots or magic equipment (other than for
Wizards) as these items can be earned by the Champion during
his service.

GAINING EQUIPMENT

Every tme the Champion gains a reward from his Patron the
player rolls a D6.

D6 Result
1,2,3  No extra equipment is gained this time
4,5,6. - D6points of extra equipment may be.chosen

This represents the result of wealth and actual equipment gained
by looting defeated enemies, or items pillaged during the
Champion’s travels. Additional equipment can be bought and
passed on to a follower if the player wishes. If the Champion
discards equipment in favour of new equipment (eg. light
armour for heavy) then the value of the old equipment cannot
be redeemed, but the item can be passed on to a follower.

BILLTHORNHILL
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THE CHAMPION'S
PROGRESS

After each battle the two players get together and

determine the fates of their Champions. A winner and

loser is established and appropriate tests are made to find
out if casualties are dead or injured. How 1o establish winners
and injuries is described later. The players then determine if
their Champions are entitled to further Rewards from their
Patron. Use the Victory Table to determine if your Champion is
entitled to any and, if so, generate them from the Chaos
Rewards Table.

Each time your Champion receives a reward from his

Patron, one of his followers also receives a reward. Roll

the reward on the Followers Reward Table. The player
may award the reward to any of the Champion’s retinue - the
choice is up to the player.

Every time the Champion receives a further reward from
his Patron the player is entitled to roll for more followers
as well. Roll a D10.

1-5 No new followers join the Champion this time.

6-8 New followers join the Champion’s retinue. Roll
once on the Retinue Table.

9-10

Many new followers join the Champion’s retinue.
Roll twice on the Retinue Table to determine them.

Every time the Champion receives a reward from his

Patron, he can roll for additional equipment for himself

and/or his followers. On the D6 roll of a 4 or more, the
player is entitled to choose D6 points of additional equipment
from the Initial Equipment Table.

THE EYE OF GOD

Champions continue to fight each other, gaining rewards

and new followers, until his Chaos Patron rewards him

with the Eye of God. When this result is rolled the
Champion is judged by his Patron. The Patron weighs his
mighty deeds against the corruption which Chaos has wrought
on his body and mind. He also considers the number of rewards
that he has granted the Champion, and compares those rewards
which are Gifts with those which are Chaos Attributes.

If the Champion has 6 or more Gifts but less than 6

Chaos Attributes then the Champion has pleased his

Patron. The Patron rewards his Champion with
immortality. The Champion leaves the mortal world and
becomes a Daemon Prince. If the Champion has 6 or more
Chaos Attributes then the Patron decides his slave is no longer
worthy to serve as one of his Champions. The Patron rewards
his Champion by turning him into a Chaos Spawn.

If the Champion has less than 6 Gifis and less than 6

Chaos Attributes then his Patron reviews his progress

with interest and allows the Champion to continue in his
service. The Patron rewards the Champion by giving him a
Chaos Weapon with 1 randomly determined property. If the
Champion is a Wizard he also receives +1 attacks and +1
wounds. Champions, other than Wizards and Champions of
Khorne, are given the powers of a Wizard with a magic level of
1 and the associated number of spells and magic points.
Champions of Khorne are given a Collar of Khorne plus a
Fleshhound instead; second and subsequent gifts of collars may
be passed on to a follower.

RECORDING AND PASSING
ON REWARDS

A reward gained for a second or subsequent time can usually be
passed on 10 a follower. Some rewards can be gained several
times as noted in their descriptions. A gift or attribute which has
been passed on still counts as a gift or attribute towards the
Champion’s total, and is taken into account under the Eye of
God. Players must therefore keep a running total of the
attributes and gifts they have received.

DEATH
OF A CHAMPION

Chaos Champions live fast and battle-torn lives. Their glory,
though great, is invariably brief - like a blazing shooting star
that expends itself in a moment of self-destructive splendour.
Inevitably players will lose Champions in battle and inevitably,
some will become Chaos Spawn and cease to be Champions. A
few, the lucky ones, will burn such a bright path that their
Patron will take them to his bosom, granting them immortality
as Daemon Princes of the Realin of Chaos.

Whenever a Champion is killed, reduced to a Chaos Spawn, or
immortalised as a Daemon Prince, the player creates a new
Champion. There are two options:

The player can start again from scratch by creating

another Champion of either the same or a different Patron

Power. The old Warband breaks up and its members drift
away and take no further part in the game.

The player nominates one of the Champion’s followers as
2 his successor. The successor becomes a Champion of the

same Patron and receives the Patron’s Mark and Chaos
Attribute. The Champion does not receive the new followers
that join a newly created Champion, but takes over the old
Champion’s Warband. Once he has led the Warband in battle, he
receives further followers and rewards from his Patron just like
any other Champion.

The second option is especially attractive if you have a
Warband with an interesting history. The Warband becomes as
important as the Champion, and several of its number may even
rise to the status of Champion or Daemon Prince!

THE DAEMON
PRINCE AS PATRON

The new Daemon Prince does not abandon his mortal followers
altogether, but continues to follow their progress with
affectionate interest. The Warband, for their part, take great
pride in the achievement of their former Champion, and
continue to talk about his deeds and their own part in them. The
Daemon Prince’s former followers often choose to adopt him as
a kind of intercessionary between themselves and the Powers of
Chaos. If a Daemon Prince feels a particularly strong
attachment to his successor, he can act as a Chaos Patron on
behalf of the Powers of Chaos. The new Champion continues to
receive rewards and followers, but from the Daemon Prince
rather than another Chaos Power. This option of allowing a
Daemon Prince to become a Chaos Patron is discussed in detail
later, together with instructions on how to create a Chaos
Rewards Table and a Chaos Pantheon of your own.
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CHAOS REWARDS TABLE

This table is used to randomiy generate a Chaos Reward for a Champion. Roll a D100 and consult the table below.

40 CHAOS ATTRIBUTE

The Champion receives a Chaos Attribute. Randomly generate the attribute from the Chaos Attribute Tables.

The Champion receives a Chaos Gift. Read the result from those below. If the Champion has a Chaos Patron he can exchange a gift
rolled on this chart for a randomly rolled result from the appropriate Gift Table for his Patron. He is bound to accept the randomly
rolled result even if it turns out to be a Chaos Attribute. The Eye of God cannot be re-rolled in this way, the Champion must stand in

judgement before the Powers of Chaos as described

41-43 FRENZY

The Champion and all the current members of his Warband become
suhject to frenzy. Second and subsequent gifts of frenzy reduce cool by
-1 to a minimum of 2.

44-48 DAEMON WEAPON

The Champion is gifted with a Daemon Weapon. A Champion can be
gifted with up to two Daemon Weapons, but if he receives a third then
the two already in his possession are merged into a single mighty blade.
Unless the Champion is a follower of Khorne, he may forsake the
Daemon Weapon in favour of a randomly generated magic item.

49-53 CHAOS ARMOUR

The Champion is gifted with Chaos Amour which confers a D6 saving
throw of 4, 5 or 6. Chaos Amour is effective against magical attacks
such as blows from daemons and magic weapons. Chaos Armour can be
wom by a wizard without affecting his abilities in any way.

If the Champion already has Chaos Armour its saving throw is
increased by +1. In addition, there is a chance the armour will become
bonded to his body. On the D6 roll of a 4, 5 or 6 the ammour fuses with
the Champion’s body, increasing his toughness by +1.

54-58 DAEMONIC STEED

The Champion is gifted with a Daemonic Steed to ride into battle. If the
Champion has a Patron he may choose to ride his Patron’s Daemonic
Steed: a Jugger in the case of Khorne, a Mount of Slaanesh for
Slaanesh, a Palanquin of Nurgle for Champions of Nurgle, and a Disc
for Champions of Tzeentch. Altemnatively, the Champion can choose a
Chaos Steed as described in WFB.

The steed can be given Chaos Auributes if the player wishes. Roll a D6
to determine the maximum number of attributes the creature can have.
The player may generate up to this number of Chaos Auributes. The
player does not have to generate the full number of attributes or any at
all if he does not wish to do so, however an attribute cannot be refused
or exchanged once it has been generated.

A second or subsequent Daemonic Steed can be given to one of the
Champion’s retinue. Altematively, it can be used to pull a chariot, or
held in reserve to be used if the Champion's own steed is slain.

$9-63 CHAOS SPAWN

The Champion is gifted with D6 Chaos Spawn to use in whatever
manner he chooses, for example as mourtts, fighters, beasts of burden,
or to pull chariots.

Generate the Spawn randomly using the Creature Table in the Summary
of Tables section. Apply D6+6 randomly generated Chaos Attributes
and reduce intelligence to 1.

Spawn are simple-minded creatures whose loyalty to their Champion is
as absolute as it is endearing. So long as the Champion is alive they will
obey his every command, but if he is slain they run riot, attacking the
nearest creatures whether friend or foe. They will not attack each other
unless there is no alternative target within charge range

64-69 STRENGTH
The Champion is gifted with great strength! Add +3 to the Champion's

strength up to a maximum valuc of 10.

70-85 GIFT OF THE GODS

The Champion has come to the special attention of his Chaos Patron
assuming he has one. Refer to the Patron’s Gift Table and randomly
generate a gift from the Patron himself. The resulting gift cannot be
refused, even it is a Chaos Attribute.

If the Champion has no Patron then he cannot have a Gift of the Gods.
The result is re-rolled - if Gift of the Gods is rolled for a second time
then the Champion is rewarded with a Chaos Attribute instead.

86-90 DAEMONIC CREATURES

The Champion is gified with D6 Chaos Hounds to follow him and his
Warband into battle. If the Champion has a Chaos Patron then he can
choose 1 of the creatures of his Patron instead of the Hounds: a
Fleshhound for Khome, a Fiend for Slaanesh, a Beast for Nurgle, and a
Flamer for Tzeentch.

The creatures can be given Chaos Attributes if the player wishes. Roll a
D6 1o determine the maximum number of attributes the creature can
have. The player may generate up to this number of Chaos Attributes.
The player docs not have to gencrate the full number of attibutes or any
at all if he does not wish to do so, however an attribute cannot be
refused or exchanged once it has been generated.

91-00 THE EYE OF GOD

The Powers of Chaos tum their attentions to the Chaos Champion,
weighing his deeds against his usefulness, and deciding what will be his
fate. The Champion cannot refuse the Eye of God as he can other Gifts,
but must stand before the Powers and receive his judgement.

1. If the Champion has 6 or more Gifts but less than 6 Chaos
Attributes then the Champion has pleased his Patron. The
Patron rewards his Champion with immortality. The Champion
leaves the mortal world and becomes a Dacmon Prince, sitting
alongside his Patron in the Realm of Chaos.

2. If the Champion has 6 or more Chaos Attributes then the Patron
decides his slave is no longer worthy to serve as one of his
Champions. The Patron rewards his Champion by turning him
into a Chaos Spawn.

3. If the Champion has less than 6 Gifts and less than 6 Chaos
Attributes then his Patron reviews his progress with interest and
allows the Champion to continue in his service. The Patron
rewards the Champion by giving him a Chaos Weapon with 1
randomly determined property. If the Champion is a wizard he
also receives +1 attack and +1 wound. Champions, other than
wizards and Champions of Khome, are given the powers of a
wizard with a magic level of 1 and the associated number of
spells and magic points. Champions of Khome are given a
Collar of Khome plus a Fleshhound instead: second and
subsequent gifts of collars may be passed on to a follower.
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indeed!

01-06 FACE OF NURGLE

The Champion’s face changes so that he
1 now resembles the great Chaos Power
Nurgle himself! His flesh becomes
swollen and green, his eyes become
distended, and his skin turns leprous and
slimy. He acquires a long lolloping
tongue tipped with a tiny face. His
unlovely appearance causes fear.

07-15 BITING TONGUE

The Champion’s tongue grows so that it
is long, thick and cylindrical, and its tip
develops a ring of snapping teeth. This
| confers a strength 4 bite attack. The
Champion's tongue can retreat right into
his body ready to shoot out and bite an
unwary adversary.

The Champion’s face changes into that
of a Plaguebearer. His skin turn green
and putrid, his eyes merge into a single
orb, and a horn sprouts from his
forehead. When he charges into combat
he has an extra gore attack during the
first round with a +2 to hit bonus.

21-24 FACE OF A BEAST

The Champion’s face changes into a
4 mass of paralysing tentacles like that of
a Beast of Nurgle. This does not affect
his sight or other senses. The Champion
receives an extra D6 sucker attacks in
hand-to-hand fighting. For each sucker
hit roll a D6, if the score is more than
the victim’s toughness it is paralysed.

— ~d Paralysed models are not killed, but can
do nothmg for the remainder of the battle. The sticky paralysing
fluid released by the tentacles seeps through armour, so no
armour saving throw is allowed.

25-30 IMMENSITY

The Champion grows and grows until
his bulk forms a miniature version of
Nurgle’s own corpulent figure. The
Champion’s obese body gives him +1
toughness because it is so massive. His
initiative is reduced by -1.

IFTS OF NURGLE

A Champion of Nurgle can refuse a Chaos Gift (except Eye of God) in '
favour of a randomly generated Gift of Nurgle. Once a Gift of Nurgle has

been generated it cannot be refused, even if it is a Chaos Attribute. To invite
the Power’s wrath by attempting to refuse a Gift would be very foolish '

31-38 NURGLES ROT

The Champion becomes a carrier of Nurgles Rot, the
degenerative disease that turns living creatures into -

Plaguebearers. The Champion can pass the Rot on to his
enemies in close combat, but does not suffer from its effects
himself. If acquired a second or subsequent time, the Rot is

passed on to a follower. Unlike Champions, these followers are
affected by the disease.

39-44 HORNS OF NURGLE

The Champion grows a pair of spreading horns like those of
Nurgle and the Great Unclean Ones. These twisted and down-
curving horns are not used in combat and serve only to alter the
Champion's appearance.

45-49 PLAGUE

The morbid energies of disease are Nurgle’s most special gift.
The Champion's body is consumed by disease and its energics
channelled into Nurgle’s service, creating fresh vigour from its
own destruction. Roll a D6 to determine the nature of the
affliction.

1 The Death Dance. The Champion shakes, twitches and

throws quaking fits. His weapon skill and attacks are both
reduced by -1.

2 Buiging Eye. The Champion’s eyes bulge and become
inflamed, his eyelids become fixed open, and sticky fluids
drip down his cheeks. His bow skill is reduced by -1.

3 Creeping Buboes. The Champion’s limbs and face are
covered with huge boils which burst and leave running
sores. His movement is reduced by -1.

4 Crook Bone. The Champion’s limbs become twisted and
crippled. He limps or hobbles about and his hands become
rigid and claw-like. His strength and toughness are
reduced by -1. .

5 Grey Ague. The Champion’s mind begins to rot within his
skull. His head begins to split and weep putrescent matter
writhing with small dark maggots. The Champion’s
leadership, intelligence, cool and will power are all
reduced by -1.

6 Green Pox. The Champion becomes more and more
wasted until he is little more than a walking skeleton. His
skin becomes green and taut and his lips wither away
revealing his teeth. The Champion’s wounds are reduced
by -1.

If a plague reduces wounds to zero the character is dead. If
toughness is reduced to zero all hits will wound automatically.
If strength falls to zero all attacks will fail to cause damage. A
Champion gifted with several plagues cannot pass them on to a
follower unless he receives the same plague twice.




“The Champion’s skin becomes green,
necrous and leathery. Numerous sores
open all over his body. Tears or wounds
remain raw and tattered and do not heal.
A buzzing cloud of flies gathers around
the Champion. In hand-to-hand combat
all cpponents suffer a -1 to hit penalty
due to the flies buzzing into their eyes,
ears, mouths and nostrils.

58-63 CROSSBREED WITH BEAST

The Champlon mutates into a hybnd
creaturc so LlldL uc lb lldll ucd.bl Ul
1 Nurgle. His head gains sticky tentacles
while his lower body becomes slug-like.
All of his characteristics change to the
average value of his own and the Beast’s

e profile, rounding fractions down to the
P-“$<& nearest whole number.

The hybridized Champion retains all of his previous rewards. In
addition he gains the sucker attacks described under Face of a
Beast and he leaves a sticky trail behind him as described under
Trail of Slime.

64-71 NURGLING INFESTATION

 The Champion becomes the host of a

| group of small Nurglings. They live in
the recesses of his armour and clothes,
% snuggling into his armpits and nestling
1 in his hair. In hand-to-hand combat the
Nurglings leap from the Champion’s
head and shoulders and clamber about
his feet, biting and clawing at his enemy.
This counts as an extra strength 3 attack
made by the Champlon The Nurglings cannot be attacked
themselves, and any who are trampled or squashed in the
combat are soon replaced. This gift may be acquired by the
Champion more than once, and each subsequent infestation
confers another attack. Alternatively, a second or subsequent
gift can be passed on to a follower.

72-78 FAMILIAR

The Champion is gifted with a single corpulent Nurgling as his
familiar. Roll to determine the familiar’s type using a D100.

D100 Familiar
01-12 Combat
1334 Magic Focus
35-56 Magic Power
57-78 Magic Spell
79-00 - Magic Storage

Rules for familiars are given in the Slaves to Darkness volume
of Realm of Chaos. A Champion may be gifted with several
familiars.

79-84 TRAIL OF SLIME

The Champion leaves a trail of slime
wherever he goes. The slime drips off
his body or bubbles incontinently from
him. Any model directly behind and
within 4” of the Champion is adjudged
to have stepped in the trail of slime and
risks catching Nurgles Rot (see Nurgles
Rot).

85-93 RUNE OF NURGLE

The fly rune of Nurgle appears on the Champion’s forehead or
some other prominent part of his body. The rune bursts forth
like an inflammation and develops into a fly-shaped mass of
hails or sores.

94-97 DAEMONIC NAME

Nurgle honours his Champion by granting him a daemonic True
Name. Daemonic names and the generation tables for creating
them are described in Slaves to Darkness. Second and
subsequent rewards make the name longer and more
impressive, reflecting the Champion’s growing status in the
eyes of Nurgle.

98-00 CHAOS ATTRIBUTE

Nurgle perversely awards his Champion with a random Chaos
Attribute. Although arrived at as a Gift of Nurgle, this reward is
a Chaos Atiribute and counts as such when determining a
Champions fate under the Eye of God.
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01-06 FACE OF TZEENTCH

The Champion’s face sinks beneath his
shoulders and becomes puckered and
inscrutable like that of Tzeentch himself.
Small eyes and mouths appear on the
face and move about, multiply or
disappear with bizarre irregularity. His
unnerving appearance endows the
Champion with an extra fear point.

07-15 FACE OF A LORD OF CHANGE

The Champion develops a long evil-
looking hooked beak and grows an
impressive crest of feathers on top of his
head like a Lord of Change. He also
gains an additional bite attack as a result
of the vicious beak. The Champion also
gains a fear point due to his strange and
threatening appearance.

16-22 FACE OF A HORROR

The Champion is gifted with the face of
a Lesser Daemon of Tzeentch. His head
turns pink or blue, or a combination of
both colours, and his face changes so
that it resembles a Lesser Daemon of
Tzeentch with a massive broad grin like
a Pink Horror or a snarling frown and
knobbly topped head like a Rlue Horror.

23-27 ECSTATIC DUPLICATION

The Champion’s arms grow very long
and gain an extra joint like those of a
Lesser Daemon of Tzeentch. His skin
turns pink or and his face acquires the
broad toothsome grin of a Lesser
Daemon of Tzeentch. If the Champion is
slain in combat, his body divides into
two Blue Horrors which continue to
battle against the enemy for D6 turns, or
until they are destroyed. The Blue Horrors then vanish and
return to their master Tzeentch in the Realm of Chaos.

Note that the Champion may be determined to be alive after the
battle is over and merely injured or unconscious rather than
dead (see Casualty Recovery). This does not affect the
character's Ecstatic Duplication gift.

¢ A Champion of Tzeentch has the option of refusing a Chaos Gift generated
¥ from the Chaos Rewards Table (except Eye of God) in favour of a randomly
¢ generated Gift of Tzeentch. Roll a D100 and consult the following table
Once a Gift of Tzeentch has been generated it cannot be refused, even if it
¢ should turn out to be a Chaos Attribute. Players are not permitted to refuse
a Patron’s Gift, as to invite a Power’s wrath in this way would be very
foolish indeed, and would certainly result in their immediate destruction!

28-33 HAND OF TZEENTCH

One of the Champion’s hands changes
and develops three long multi-jointed
fingers which end in tiny suckers. The
thumb has a vicious claw. A Champion
cannot use the hand to carry anything,
including weapons, but he can make a
single claw attack. A Champion gifted a
second or subsequent time with a Hand
of Tzeentch can only pass it onto a
follower if all of his hands are already Hands of Tzeentch.

34-39 FLAMING ARM

One of the Champion’s arms turns into a
pliant tunk like that of a Flamer. The
trunk has a toothed mouth at the end and
spits magical fire. The Champion cannot
use the hand to carry anything, but he
can use it to make a single bite attack. In
addition, the arm can be used to either
shoot fire or to burn an opponent in
hand-to-hand combat. A shooting flame
attack has a range of 6" und can shoot in any direction. If the
flame hits its target it causes D6 strength 3 hits. In hand-to-hand
combat the Champion rolls to hit as normal, a successful hit
causing D6 strength 3 hits. Any unit which sustains one or more
wounds from a flame attack must take a rout test.

40-44 THE GIFT OF MAGIC

If the Champion is already a wizard his magic level is increased
by 1, he gains an extra 3D6 magic points, and acquires the new
spells for that level.

If the Champion is not a wizard then he gains the powers of a
level 1 wizard with 3D6 magic points and spells as appropriate.

45-50 RECKONING OF TZEENTCH

Tzeentch surveys his Champion and as he does so his very gaze
causes changes. Roll a D6 for each of the Champion’s
characteristics in tum. On the roll of a 1, 2 or 3 deduct 1 from
the characteristic; on the roll of a4, 5 or 6 add 1. If 2
Champion's wounds are reduced to 0 he is killed. If his strength
is reduced to 0 then hand-to-hand combat hits cause no damage
on his enemy. If toughness is reduced to O then all hits on the
Champion automatically cause damage. If his leadership, cool,
intelligence or will power are reduced to 0, the Champion is
turned into a Chaos Spawn. In this case he will gain D6
attributes, intelligence is reduced to 0 (if it isn’t already). and he
becomes subject to stupidity.
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51-54 CROSSBREED WITH FLAMER

The Champion mutates into a hybrid between himself and a
Flamer of Tzeentch. Roll a D6.
12 Owe wom wins into & flaming am.
3-4  An additional flaming trunk arm grows from his body.
5~ His lower body wms iito a fleshy skirt. He now moves
as a Flamer of Tzeentch

6 Reroll twice ignoring this result if rerolled.

Apart from movement, the Champion's characteristics are
averaged between his current profile and that of a Flamer,
rounding fractions down to the nearest whole number. Each
flamer arm makes a bite attack with the snapping jaws at its
end, and can also make flaming attacks in combat and shoot
flames at distant targets in the same way as Flamers.

55-58 MAGIC OF TZEENTCH
The Champion is gifted with one of the following magic items.
01:25 A Globe of Change
26-75 A Cordial of Tzeentch
76-90 A Warpstone Charm
91-00 A Rod of Tzeentch

The magic item can only be used by the Champion, it cannot be
passed on to a follower. See Magic of Tzeentch.

59-62 FAMILIAR

The Champion is gifted with a familiar, often the miniaturised
form of a Horror. The familiar has D3 Chaos Attributes. Every
time the Champion gains another attribute the familiar gains the
same attribute. Rules for familiars are in the Slaves to Darkness
book of Realm of Chaos. Champions can have several familiars.

D100 Familiar

01-12  Combat

13-34  Magic Focus
35-56  Magic Power
5778  Magic Spell
79-00  Magic Storage

63-69 WINGS

The Champion is gifted with feathered wings like those of the
Greater Dacmon of Tzcentch, the Lord of Change. The
Champion is able to fly through the air. He has a maximum
speed of 32”, a minimum speed of 0, and an acc/dec rate of 8”.

70-77 CHANGING OF THE WAYS

Tzeentch decides that it is time for his servant to assume an
entirely different appearance. All current attributes are replaced
by the same number of new ones. Any profile modifications
gained from the old attributes are retained, and new changes
made for the effects of new attributes. This gift cannot be
paséed on to a follower if gained a second or subsequent time.

78-84 WITHERING GAZE

The Champion has the gaze of the Lord of Change. In hand-to-
hand combat, opponents must take a 2D6 test against their cool.
If the dice roll is greater than their cool they are unable to look
the Champion in the face and all their attacks that round are
resolved with a -1 to hit modifier.

85-93 RUNE OF TZEENTCH

The twisting S-shaped rune of Tzeentch is branded onto the
Champion’s body. Runes of this kind are often brightly coloured
or take other interesting forms. Roll a D6 to determine the form
of the rune.

1. The Rune glows either blue or pink.

2. The Rune writhes over the Champion’s skin as if it were
alive.

3." - The Rune moves about the Champion's body - sometimes
on his head, at other times moving 1o his arms, legs, etc.

4.  The Rune is duplicated thousands of times over the
Champion's skin forming a complex interlocking pattern.

5. - ‘A hom, shaped like the Rune of Tzeentch, sprouts from the
Champion's forchead, This gives him an extra gore attack.

6. Two of above. Reroll to determine the forms the Runes
take.

94-97 DAEMONIC NAME

Tzeentch honours his most favoured Champion by granting him
a special daemonic True Name. Daemonic names and the
generation tables for creating them are described in Slaves to
Darkness. Second and subsequent rewards make the name
longer and more impressive.

98-00 CHAOS ATTRIBUTE

Tzeentch awards his Champion not with a conventional gift but
with D3 Chaos Attributes. Although arrived at as a single Gift
of Tzeentch, this reward counts either as 1, 2 or 3 Chaos
Attributes when determining a Champion's fate under the Eye
of God. It does not count as a gift.

BILL THORNHILL
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WILLIAM KING

had taken to drive those broken hmbs over the rough ground. Tt

- must have taken a super-human effort of will. Felix knew he
' could not have done it. He would have given up and dicd

o dwarf, Feh_x could see blood dribbling through hlS smashed

teeth. He reached out to grasp at Felix's leg with the stumps of

fingers that had been cauterised in naked flame. Felix looked at

~ the bumed meat and fought dowr an urge to be sick.

‘Who has done thns brother?' asked Gotrek Gurmsson ina

‘ivoice as cold as the north wind. His shadow fell across the

dying dwarf’s face. It looked at Gotrek’s crest of red-dyed hair,
his jangling ornanients, his muscular tattooed form.

‘The lost kinsmen did i, Trollslnydr. They found us as‘we

--panned for gold under Rushing Falls, They took us by surprise
“and staked us out and iortured us. Then they et me go,”

-"His breath came in pamful gasps and there was a horrid gurgling

sound deep in his chest,

‘I tried 1o get help. T tried but T cannot walk. They have broken
my legs I am too late to-get help and they knew:it. ‘Ah-my
family...”

* Felix could see the dwarf was raving, trying desperately to hold
~on to life, to tell his tale: Gotrck Gurnisson bent and cradled his

head ‘withsurprising’ gentleness.- The dwarf reached up and
stretched out his hand imploringly.

‘It was the lost kinsmen. They were responsible. Avenge me,
stranger. Free them, 1t was the lost kKinsm... uurhgh!’

His mouth filled with blood and his eyes opened wide. Gotrek

. laid his head down gently and reached out and closed his eyes.

!Itis over. Go to your ancestors, brother. Your spirit is free,” he

said.

The Trollslayer:stood up and Felix shuddered at the ook of fury
that passed over his face.

‘Rest easy’, Gotrek said. ‘ You will be avenged.’

‘They made their way through the long windswept pass. Felix

pulled his'cloak tighter against the dry cold. The northern tip of

‘the Worlds' Edge-Mountains was the coldest place he had ever

been, Gotrek was staring upslope towards the north. A ‘great
brooding rage seemed to be driving him onward.
“The lost kinsmen,’ he muttered and shook his head.

‘Who are they?’ Felix asked warily, Gotrek tumed ‘and stared at
him. Felix could see that his knucklés had gone white where
théy gripped his axe. Gotrek spat on the ground.

‘Don’t ask!” he said dangerously.

1 just did,’ Felix responded. ‘If I'm"going to risk ‘my life
fighting ‘them'I' want to know why I’'m domg it. Who'are they

‘and why do'you hate them s0?”.

Gotrek was silent for'a’long time. Felix wondered whether
Gotrek was going to speak or whether he was going, to curse
him and send him on his way.

P | do not hate them,? said Gotrek eventua.lly A complex  mixture

of emotions was evident in his voice; sadness, embarrassment
and hate. ‘I hate what made t.hem T hate what they tell me about
myself,’

Felix looked down at him, confused. As they progressed on'up
the valley, Gotrek continued to speak.

E ‘Long have we dwarfs stood against the Old Dark Powers. From
‘the Dawn Ages to the Time of Ending we have ever been

. The old dwarf was dying, slowly and in great pain. Felix Jacgar
. looked at the torn'and mangled creature and at the trail of blood

numbered among their greatest foes and for good reason. It

seemed that we were immune to that warping power that is
Chaos’ greatest strength. No:children were born in the
dwarfholds who bore the taint of ‘mutation. Our armies did not'
turn into shamblmg horrors when the ude of Chaos ﬂowed over
them.’ ’

“He looked up at’ the distant moumam ‘We thought oursclves
immune to the power of the Great Mutator. It was a source of

__pride. Other races such as short-lived men or treacherous, :

sybaritic elves might fall under its sway, but not'us.’
Gotrek laughed bitterly. ‘As with so much’ elsc that gave us

-pride,-our seemmg immunity played us false. Durmg the last

great incursion of Chaos, some of our armies were caught in |
warpstorms' more fierce than any ever remembered. They

«-vanished and we thought them'dead.’

Felix' knew what was comxng ‘They wercn 't dcad lhough he
said. '

‘Correct, manling. Soon we hea.rd rcports that armies of black-
clad dwarfs were marching out of the wastes. When we ‘sent
armies to aid our allies we discovered it was true. The full
power of the Great Mutator had been'laid upon’our armies and
they had changed. Our warriors found themselves fighting their
own kinsmen, changed and daemonic. You cannot imagine what

-'a horror that is for a dwarf, rnanling.’

The Trollslayer fell once more into brooding silence. They
stalked on into the gathering gloom."Far, far to the north Felix
made out the dancing rainbow ‘aurora ‘that marked the
beginnings of the Chaos Wastes.

ok

Witha final blow Felix cut down his opponent. There was a'
surprising ' look of gratitude on the creature’s face. The first
thing that Felix had noticed when he confronted them was the
look of sheer misery on their faces.

The last scxeams of the dying faded. Felix looked up from the v
corpse of the albino dwarf he had slain. His arm was giving him

pain. He tore a strip from his cloak and began to bind the deep &
cutin his-arm. He looked over at Gotrek.

The Trollslayer looked as if he had been working in an abbatoir.
He was covered in blood and filth. A lot of the blood was his
own. His crest was matled At his feet lay six small dead -
figures;

Gotrek came over and stood beside Felix:

*We were lucky, Fehx said, ‘to catch them revclhng wuh stolen
brandy.”-

The dwarf nodded. It had been a close fight. The dwarfs seemed
driven by self-loathing ‘and had fought with no concern for their
lives. ; :

“We have freed them,” said Gotrek.
‘What do you mean?’ asked Felix.

Gotrek gestured down at the dead chaos dwarf. Felix could see
that a change was coming over it. Its sharp tusks seemed to be
retracting and its needle-like teeth had become normal once
more. Its pallor had ceased to be srckly white, lt was starting to
look like an ordinary dwarf.

“Their spirits fight agamst the grip of the Mutator. In’ death they
are sometimes set free."

There was a hint of pride in his voice. He bent over ahd closed
the dwarf’s eyes.

‘It is over. Go'to your ancestors, brother. Your spmt is free,” he -
said gently.
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Narrative campaigns are an entirely different way of fighting
battles. They differ from conventional games because there is a
narrative, ie a story, which explains why the forces are fighting,
what they must achieve, and what they will gain if they win.
This narrative is partly invented by the players, and partly
determined randomly, as explained in the Narrative Generator
section. Each game forms part of a campaign, ie a series of
interconnected games. Whatever happens to a force in one
battle will affect it thereafter.

Casualties suffered in a battle are not necessarily dead, but they
might be badly injured and thus vulnerable in their next battle.
This is explained fully in the Casualty Recovery section. Most
importantly of all, after every battle the Champions involved
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 ARRATIVE CAMPAIGNS

Most players are familiar with the procedures involved when fighting
conventional Warhammer games. After each battle the army is packed
away to await a further challenge from the same or another enemy. Each
battle is fought as a discreet event as if the previous game never happened.
This method, coupled with the Warhammer Armies lists and points values, is
the most practical test of generalship and skill, which is why it is used as the
basis for Warhammer Battle competitions organised by Games Workshop.
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may gain Rewards from their Chaos Powers, and may acquire
mutations, gifts, and more followers as they develop in fame
and experience.

The narrative campaign therefore places each game in a '
framework or structure which is instantly related to every other }
game. This structure will immediately make your battles more
coherent as well as providing aims beyond those of the
individual game. As your campaign progresses, the deeds of
your Champions will grow and each battle will become another
chapter of an epic tale of heroic combat. The weaving of this
tale sets the players a further goal beyond the advancement of
their own Champions. and provides a fascinating and rewarding
aim in its own right.
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DEVELOPING NARRATIVE CAMPAIGNS

The system described above relies on the Narrative Generator to
provide a game plot for each game. This is fine as far as it goes,
but is really depriving the players of the most rewarding aspect
of the narrative campaign - which is inventing your own
storylines.

It is an easy step for the players to decide what each battle is
abour and to determine any special rules that apply. A story can
be invented to tie in each battle, explaining what the warbands
have done since their previous conflicts. Even better, the games
can be invented by a non-player Games Master (GM) whose
only role is to provide details for each battle. The GM does not
have a warband of his own, but he still participates by playing
hidden monsters, guardians, bandits or other enemies that stand
between the players and their objectives. If you read the
narratives in the Narrative Generator you will see that the most
interesting games have a ‘third party’ of some kind.

DEVELOPING PERSONAL ENEMIES
AND ARCH-ENEMIES

It is quite likely that a Champion model will sustain one or
more wounds during a battle and sometimes even be removed
from play as a casualty. Although it is convenient to remove
casualties and to consider them as if they were slain, a casualty
is not necessarily dead, as explained in the Casualty Recovery
section. The casualty could merely be unconscious or 100 badly
hurt to continue fighting. This means that Champions who fall
as casualties may be lucky enough to recover and continue in
the campaign.
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It a Champion falls casualty to another Champion, but survives
his wounds, he will want to avenge his defeat. The enemy
Champion becomes a personal enemy. This provides a useful
motive for developing further conflicts between the two
Champions. In addition, the avenging Champion gains special
bonuses if he defeats his personal enemy by causing him to fall
casualty. Once two Champions have both fallen casualty to each
other (and assuming both survive) they become arch-enemies.
Arch-enemies take every opportunity to fight each other and
earn even greater bonuses when they defeat their foe.

ADDING CAMPAIGN OBJECTIVES

If your campaign is run by a GM, he can invent a long term
objective for the players. Some players might have the same
objective, others may have an entirely different one, and others
still could be told to prevent an objective being accomplished.
As the games are being run by an independent GM there is no
reason why any player should know what another player’s
objective is, which in itself will produce some very interesting
games. For example, one player may be charged with finding a
particular daemon sword, another is told to rescue a magically
bound daemon, a third player might be ordered to find the same
dacmon and then kill it with a dacmon sword he has been
given... could this be the same sword the first player is looking
for?

After each of the participating warbands has fought one game,
the GM should ask them what they want to do next. It is a good
idea to invent a few locations so that players move to specific
places, perhaps meeting and fighting other warbands. The GM
can take the opportunity to incorporate special weapons or
information into each game, so that each side has something to
gain. The Narrative Generator includes a section of special
locations, as well as narrative summaries which the GM can use
for ideas.

ONE SIDED GAMES

The presence of 2 GM means that the players don’t necessarily
have to fight each other. They could all be on the same side,
perhaps all Champions of the same or allied Chaos Powers. In
this situation the GM must find some way to split the players
up, perhaps by imposing a time limit which forces them to
divide, or by starting them oftf at different places. The players
must combine to achieve their objective, and will have to
cooperate if they are to succeed. This is the most difficult sort of
campaign to run because the GM cannot play the individual
warbands off against each other: the chances are that they will
gang up against him! If the GM is inexperienced he may have a
job keeping the players under control. On the other hand the
GM is experienced and confident this is probably the most
rewarding kind of game of all. K
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The Narrative Generator may be used to create the background
for your battles. The narrative not only gives your forces a
reason to fight, it also gives them something to fight for, such as
a treasure or a magical weapon.

In most cases only general details are given. However there are
ten examples described in considerable detail to give you an
idea of how to use the tables. It is up to the players to expand
the raw information into a full narrative account, adding their
own details and motives as appropriate, and agreeing special

rules to We situation.

In order to preserve the story of their own Champion, players
should write an account of each battle including details of
rewards or followers gained as a result. Players may adopt any
literary style they feel is appropriate to their Champion and his

THE NARRATIVE GENERATOR

deeds, emphasising his victories and achievements in a suitably
heroic fashion. Depending on what happened in the previous
game, players also invent a reasonable explanation of how the
Champion has progressed from his situation at the end of the
previous game so as to be present for the next.

SIDES A and B

Because the forces involved might belong to any of the Chaos
Powers, some of the entries in the Generator refer to Champions
and Powers ‘A’ or ‘B’. You should substitute the names of your
own Champions and their Patron Powers when you read the
text. Before using the Generator, one Champion must be
nominated as A and the other as B. This can be agreed as the
players see fit, such as by dicing, for example.

VICTORY POINTS

The victory points system replaces the normal system of
rewards. The reason we use VPs is simply to allow smaller
fractions of a reward: 10 VPs = 1 reward. When a Champion
has 10 or more VPs he automatically gains one reward for every
10 VPs. Any excess VPs are recorded and held over until the
following game.

The first chart of narrative plots gives specific VPs available for
each battle. Players set their own VPs when inventing narratives
of their own. In addition, Champions may earn VPs for the
following actions during the game Thic chart replaces the

Earned Rewards Table in Slaves to Darkness.
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NARRATIVE GENERATOR TABLES

The tables in this section have been divided into groups. The
first table contains ten detailed accounts complete with special
rules and terrain descriptions. These games may be played
without further effort, but are primarily intended to serve as
examples of how you can develop the narrative around a
Warhammer game.

The remaining tables contain briefer accounts which can be
used as the basis for your own narratives, as embellishment, or
to provide incidental detail. Although the narratives are written
to accommodate 2 sides or players, it is an easy matter to adjust
detail to fight 3 or more sided games should the players wish.

Where battles take place underground or inside buildings, the
narratives may be used without the need to provide special floor
plans. However, by using floor plans it is possible to make the
encounters more elaborate and interesting, adding corridors and
additional rooms to a basic large chamber. This in no way
affects the rules of play, but immediately makes these games
interestingly different from straight tabletop encounters.

The five narrative tables that follow are designed to be used for
battles between warbands, although similar ideas can be
developed for large battles between whole armies.

Detailed Narratives Table: Contains ten detailed accounts
complete with special rules and terrain descriptions. These
detailed accounts provide all the information needed to play.

Narrative Outlines Table: Gives twenty basic outlines for
encounters between Champions and their warbands. You can
develop these into fully fledged narrative encounters with the
help of the other tables, and by adding some special rules and
appropriate victory points.

Narrative Locations Table: Ten locations in which you can
fight the batiles rolled on the Narrative Qutlines Table or apply
to your own ideas.

Narrative Motives Table: Ten ideas for backgrounds to
narrative battles, giving Champions and their warbands a reason

to fight.

Narrative Sub-Plots Table: Ten sub-plots w add an interesting
twist to narrative encounters. These require a GM to determine
the sub-plot and control any extra models.
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01-10
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Champion A has madc a solemn vow to his Patron
that he will slay another Champion to atone for his
past wavering from the chaos path. Only by this
cathartic bloodletting can he truly expunge the last
vestiges of weakness from his chaos heart. Champion
B is camped in a ruined village on the edge of the
Chaos Wastes, and it is to this location that Champion
A-travels to confront him.

Terrain. The centre of the table is covered in broken
walls and other ruins. Tangled undergrowth or fallen
masonry has blocked some streets, others remain
passable. Champion B is camped in the centre of the
area.

Player B should position his warband within 6” of the
table centre. Player A may enter at any point on the
table edge.

Victory Points. If Champion A personally slays his
target he earns 5 VPs. If Champion B survives the
game he earns 2. VPs.

Special Rules. Player B may secretly place a sentry
anywhere on the table. The sentry’s position is noted
down by the player, and the model can be revealed at
any time. Once revealed the model may fight and
move.

DETAILED NARRATIVES TABLE

This table contains ten detailed narratives for battles between warbands, with notes for the terrain, victory points to be
earned, and any special rules.

11-20

The warband of Champion A is travelling deep in the
Forest of Shadows when by chance they come upon
the ruin of an ancient temple. As the band moves into
the glade to investigate, a figure suddenly steps from
behind a colonnade and cries, ‘Halt wastrel, this is
none of your concemn - be off or feel my wrath!’ It is
Champion B. Beyond the broken doors of the temple
the rest of his warband are clustered around a huge
stone sarcophagus which they have dug from the floor
of the temple. A calmy draws his weapon, and his
followers close in around him. Meanwhile, B’s
followers take up their own weapons and prepare to
Jjoin their leader. Battle is about to commence!

Terrain. The table should be ringed with trees leaving
a clearing in the middle. The ruined temple stands in
the middle of the clearing surrounded by broken down
walls and overgrown vegetation.

Victory Points. The side which opens the
sarcophagus first earns 5 victory points.

Special Rules. The sarcophagus requires at least two
individuals with a combined strength of at least 6 in
order to open it. For each complete turn spent trying
to open it roll a D6. The sarcophagus will only open
on a score of 6. If not opened during the battle, the
side in possession of the temple at the end of the
game may open it if they wish. When the sarcophagus
is opened roll a D6:

1  The contents of the sarcophagus have rotted
down into a dangerous mutating dust which flies
out 1o cover the models opening it. As a result,
each develops an additional randomly generated
Chaos Attribute.

2 The sarcophagus contains the bones of an
undead Champion of Chaos who immediately
rises to engage those who desecrate his tomb.
The Champion has a randomly determined chaos
weapon which may be taken if he is defeated.

3 Itcontains a chaos item: roll a D4.

1 Collar of Khorne
2 Rod of Command
3 Staff of Nurgle

4 Globe of Change

The item can be taken by the Champion if he
follows the appropriate Chaos Power.

4  The sarcophagus contains a decayed and
harmless skeleton clutching a randomly
determined chaos weapon.

5 The sarcophagus contains a single randomly
determined magic item.

6 The sarcophagus contains a daemon weapon.
The Champion must decide whether to take the
weapon or quickly close the lid of the
sarcophagus leaving it to lie imprisoned for
another age. If the Champion takes the weapon
determine the type of daemon randomly.
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The warband of A is carrying a vitally important
message to the leader of a coven of Patron A in
Middenheim. The message is written upon an old
tightly bound skin and A has been ordered not to open
it under any circumstances. Champion A enters
Middenheim secretly and goes to the pre-arranged
meeting place deep in the vaults of an old temple. But
when he enters the coven’s meeting place he sees that
he is too late: the vaults have been desecrated and the
murdered bodies of the cultists lie scattered around.
As he moves into the dark cavern there is a clash of
metal and the heavy door swings shut. Champion B
emerges from the darkness, his warband scurrying
about his feet. ‘So’, cries the intruder, ‘more rats for
the trap - I wonder if we shall dispose of you as easily
as these fools!” A realises that he is too late, the coven
has been found out and desuroyed by Champion B.
Cornered in the dark, the two warbands prepare to
fight.

Terrain. The underground meeting place is a vault or
cavern covering roughly three feet square. At its
centre is an altar and the floor around it is marked
with arcane symbols to A’s Patron. There is a single
large door and this now stands shut. Champion A and
his warband stand near the altar. Champion B stands
in between the altar and the door. The dead cultists
lay scattered over the floor together with devotional
paraphernalia and the sparse wreckage of furnishings.

Victory Points. No special points.

Special Rules. The bound scroll contains a special
spell that will summon a Greater Dacmon of Patron
A. If the scroll is unbound treat the daemon as if it
had been released from a daemon sword and roll on
the Bound Daemon Reaction Table (daemons
returning to the ‘blade’ are returned to the scroll). The
scroll may be taken off the dead Champion’s body by
the victorious side, and kept if the player wishes. The
door may be opened by any character with a strength
of 3 or more. At the end of a wurn spent doing nothing
other than attempting to open the door, roll a D6. On
the score of a 4 or more the door is opened. Models
moving through the door escape the conflict.

Champion A and his warband are fleeing from a
strong force of Imperial Knights Panther when they
find their passage blocked by an unseasonal flood of
the Lynsk river. They are forced to move downstream
in search of an intact bridge. After a short while they
see a bridge in the distance, and as they approach they
see another warband moving upstream further down
the bank. It is Champion B and his warband. The
bridge is still crossable but ramshackle and unstable.
Whichever warband crosses will be able to destroy
the bridge and maroon the enemy on the other side.

Terrain. The river bank lies along one tablc edge
with the bridge running across and towards the middle
of the edge. Each warband enters the table an equal
distance from the bridge. The banks are marshy with
patches of shrubs and reed beds. The flooded river has
created a mire around the bridge itself.

Victory Points. If the entire warband (other than
casualties) crosses the bridge the Champion earns 5
victory points. However, if both Champions get
across no victory points are earned for crossing, even
if one of them is subsequently slain.
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Special Rules. Any model moving within 6 of the
niver, including the entrance to the bridge, must roll a
D6. If the score is a 6 the model becomes trapped in
the mud and may not move until a 5 or 6 is rolled at
the beginning of a following turn. If 4 or more models
are on the bridge at the same time it will collapse on
the D6 roll of a 6 made at the beginning of either
player’s turn. The bridge is held together by ropes
which can be cut from the far side. Any model free to
cut the rope may do so, the bridge collapses on the D6
score of a 6. Models on the bridge when it collapses
sustain a single strength 3 hit and are washed
randomly to either bank. Models separated from their
warband when the bridge collapses roll a D6. On a 1,
2 or 3 they are lost for good; on a 4, 5 or 6 they find a
crossing place further up and manage to rejoin the
warband. Casualties recovered from the game may
still be separated and will have to test to rejoin their
warband.

A fierce battle has raged for three days around a well
defended Kislevile foriress. Chaos warbands {rom all
over the north have come to take part in the carnage,
burying their rivalries in the greater aim of conquest.
At last the Kislevites are driven into their final
sanctuaries, leaving the forces of Chaos triumphant.
As Champion A and his warband roam through the
broken streets they see the warband of Champion B.
They are dragging a huge altar cloth behind them, and
wrapped in its ancient folds is a pile of golden relics
and cult objects looted from the temples throughout
the fortress. Immediately Champion B unsheathes his
sword and his followers do likewise.

Terrain. The table is set up with criss-cross streets,
some blocked by fallen masonry or abandoned
vehicles. Champion B begins in the centre of the table
with his warband and the altar cloth of treasure.
Champion A begins on any table edge.

Victory Points. The Champion whose warband drags
the cloth frem the table gains 5 victory points. If the
cloth remains-on the table after both Champions have
been slain, no points are gained for its possession.

Special Rules. The altar cloth may be dragged
through the sircets by any 4 models at half the
movement rate of the slowest. If the cloth is dragged
over an obstacle it becomes stuck on the D6 roll of a2 6
and can only be freed on the D6 roll of a 4, 5 or 6
made at the beginning of the side’s following turn.
The cloth cannot be dragged through houses. The side
which drags the cloth and its contents from the table
has gained possession of it and won the game.
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Champion A has heard that a Dwarf mining
expedition, funded by the Graf of Middenheim, has
discovered gold in the Middle Mountains. The gold is
convoyed via a narrow road which leads through the
Forest of Shadows. The gold would be very useful to
the cultists of Patron A to finance their disruptive
work throughout the northern Empire.

Champion A and his warband are lying in ambush for
the Dwarfs’ cart convoy. As the convoy approaches
the forest erupts from around them and the warband
of Champion B throws itsclf upon the Dwarfs.

Obviously, both warbands have had the same idea,
and Champion A quickly springs his own trap,
prepared now to fight both the Dwarfs and the
followers of Chaos.

Terrain. The table should 4 feet long at least and
preferably longer. There is a road running lengthways
across the board and a narrow verge along either side.
The rest of the table is forested. The Dwarf convoy
consists of 4 carts and is placed within the first
eighteen inches of road. The challenger’s warband is
positioned towards the far table edge lining the road,
the challenged warband is positioned either side of the
road immediately in front of the Dwarf convoy.

Victory Points. For each cart driven off the table by
his warband a Champion gains 3 victory points.

Special Rules. The caravan consists of several carts
each driven by a Dwarf and protected by another
Dwarf carrying a crossbow. The Dwarfs have
standard profiles but cannot be routed and need not
take psychology tests in view of their strong
attachment to their cargo. Dwarfs take a turn
immediately before the challenger.

The carts move 4” in the first turn, and 4 + D6” each
turn thereafter unless the crew are killed. So long as a
single Dwarf remains on board the carts move along
the track and will continue to move until they leave
the table. If all the Dwarf crew are killed the carts will
come to a halt and may be driven by any model on
board. Turning a cart round to face the opposite
direction takes two turns, during which no other
actions can be performed.

Two carts can pass each other, but must reduce speed
to 4” or less or they will collide and become
permanently halted.

The Dwarf crossbows fire once per turn at the nearest
cnemy - the opposing playcr may roll the dice.

Any models in the way of a cart during its turn must
roll 5 or 6 on a D6 to avoid being hit. Any model
struck by a cart takes an automatic strength 4 hit, and
the cart is slowed down by D6” in its following turn.
Any models within 1” of the front or sides of a cart
during their own turn may strike a blow against the
nearest Dwarf.

Any model within 1” of a cart during the cart’s
movement may attempt to climb aboard and will
succeed on the D6 roll of a 5 or 6 (+1 for each limb in
excess of the usual 2). A cart moving off the table
escapes if there is a living Dwarf on board. A cart
driven off by a member of a warband belongs to that

61-70

Champion A has been arrested by the Imperial
authorities and is awaiting interrogation and execution
- his warband has decided to rescue him. Meanwhile,
chaos cultists in the city are afraid that Champion A
knows too much about their activities, and has hired
Champion B to attack the fortress where Champion A
is held and make sure he is slain before he can talk.
No Champion of Chaos would break under even the
most severe torture... but the authorities have magical
means at their disposal and the cultists are unwilling
to take a chance. Champion A’s warband has
smuggled itself into the fortress courtyard heavily
disguised as a group of nuns. Meanwhile, Champion
B and his retinue have also gained access to the
courtyard, slaying and taking the place of the fortress
guards.

Terrain. The tabletop represents the courtyard with
the entrances to stables and other rooms marked
around its periphery. The fortress’s main gate is along
one edge and stands open. Champion A enters from
one table edge escorted by his guard. His warband
may be positioned in the centre of the table.
Champion B and his warband start around the main
gate where they are posing as sentries.

Victory Points. Champion A gets 5 victory points if
he escapes through the fortress gates. Champion B
gets 5 points if Champion A is slain.

Special Rules. Champion A begins the game bound
up and escorted by 2 guards. However, the guards will
flee without attempting to fight as soon as any
member of either warband approaches within 12",
Any weapons or equipment owned by Champion A
are assumed to be on him or carried by his escort, in
which case they are dropped as soon as the escort runs
off. Gear can be recovered by the Champion as soon
as he is free. The Champion can be freed by any of
his warband within 1” by rolling a 4 or more on a Dé.
Only one attempt may be made per wrn. Uniil he is
freed the Champion can move, but cannot fight or use
any of his gear/magic items/etc. The situation is
further complicated by the actions of the fortress
guard.
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A convoy of precious gems is on its way from the
Troll County south into the Empire. Word of the
convoy reaches a rich merchant in the town of
Salzenmund. The merchant is also the leader of a
Chaos Coven, and he smuggles details of the
convoy’s route to Champion A's warband. The
warband moves to intercept the convoy.

Unknown to Champion A others have heard of the
convoy and suspect what is going on. Champion B
follows Champion A, planning to contest the spoils.

Terrain. The convoy consists of various wagons and
mules and their human drivers. They are encamped in
the centre of the table. The convoy is unprepared to
move and is unable to do so during the game. There
are approximately 10 human drivers with basic
profiles and armed with crossbows and hand
weapons. Each warband enters the table at opposite
sides of the table.

Victory Points. A Champion eams 5 victory points if
his opposing number is slain or driven from the table.

Special Rules. The humans take a turn immediately
prior to player A. Each human will fire upon the
nearest chaos model with his crossbow. 'T'he humans
will not move unless engaged in hand-to-hand combat
and routed, in which case they head off the table by
the shortest route. All humans are trecated as
individual characters for purposes ol movement,
firing, rout tests and psychology.

A Coven Master of a leading Chaos Coven has been
captured by a band of Beastmen, who have taken him
10 a clearing deep inside the Forest of Shadows. The
Coven Master has been placed on a pyre and is about
to become the main feature of a Beastmen festival of
fire and sacrifice. The players wish to rescue the
Coven Master. Perhaps they are allied to the same
Patron Power, or possibly they want vital information
about his coven. Both warbands enter play as the
torch is lit, and the dancing Beastmen encircle the
kindling fire.

Terrain. The table represents a clearing in the Forest
of Shadows: At the centre is a burning pyre and the
Coven Master. Around him dance 12 drunken
Beastmen. The warbands enter from opposite sides of
the table.

Victory Points. The side which gets the Coven
Master off the table alive earns 10 victory points.

Special Rules. The pyre has only just been lit. After
both players have taken a turn, a roll is made for the
pyre. A roll is made once every game turn after the
same player’s turn for the rest of the game. Roll a D6
for the pyre. If a 6 is rolled the flames have become
dangerous and any model within 3" of the Coven
Master takes an automatic strength 3 hit from the
flames (unless immune to fire due to an atiribute).
Once 2 6's have been rolled for the pyre the Coven
Master is dead. Any model may move onto the pyre,
and will only sustain damage once it has become
dangerous. A model with a strength of 3 or more
within 1” of the Coven Master may release him on the
D6 roll of a 4, 5 or 6 and carry him away at half rate.
The Coven Master is unconscious and does not resist
being carried/dragged about. A model carrying the
Coven Master suffers a -1 to hit modifer on all its

91-00

attacks. The Beastmen are completely lost in their
drunken stupor and will continue to move around the
burning fire ignoring anyone outside their circle (even
if attacked). However, if anyone crosses the dancing
circle the nearest Beastman immediately moves up to
6” towards the intruder and attacks with its bare hands
(-1 to hit and -1 strength). A drunken Beastman will
not give up the fight until killed, cannot be routed and
is immune to psychology.

Champion A has been entrusted to carry a sacred
Chaos Tome to loyal cultists. The Champion is
heading for a secret meeting place at an abandoned
temple in the Drakwald Forest, when his warband is
attacked by Champion B. Both Champions want
possession of the book.

Terrain. The table represents part of the Drakwald
forest with scattered clumps of trees, vegetation and
hills. Ruined buildings lie at one side of the table.
Champion A and his warband are placed in the
middle of the table together with a pack mule carrying
the huge bouk.

Champion B and his warband may enter at any point
on the table edge, and may divide to enter at several
points if the player wishes.

Special Rules. The pack mule is a stubborn and
overburdened brute. So long as it has a handler it can
be led 4” in any direction. If the handler abandons the
mule, is slain, or engages iff hand-to-hand combat, the
mule will immediately move off 4+D4” in a random
direction. The mule will only come under control
once more if a model moves within 1" and rolls 4 or
more on a D6. A model failing this roll is kicked by
the mule and stunned for 1 turn - the model may do
nothing in its following turn and cannot defend itself
if attacked. All blows struck against a stunned model
hit automatically.

Victory Points. The side which leads the mule off the
table wins 10 victory points.
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NARRATIVE OUTLINES TABLE

This table contains twenty brief outlines for narratives. You will have to develop them further yourself - see the Detailed
Narratives Table for examples of how to design terrain, determine victory points and work out special rules.

01-05 The Champion of a rival warband has made a solemn
vow to his Patron Power that he will challenge the
first warband he meets to mortal combat to atone for
his past wavering from the chaos path. Only by this
savage ritual of bloodletting can he truly expunge the
weakness from his heart. There is no reasoning with
such a Champion, and one can only accept his
challenge or risk showing the same fearful moral
weakness that has brought him to this fate.
7. 06-10  Rival warbands have temporarily joined up under a
. K truce while they share a rotting carcase found lying in 16-20  Word has spread that a great Warrior of Chaos is
G b a barren region. During the feast, members of the dying who has in his possession a randomly
£071 % warbands begin praising their Patron Powers and determined chaos weapon. Rival warbands converge
it proclaiming their faith. When this leads to mutual on his desolate stronghold just as the last rites of
| g insults and blasphemies the feast erupts into a mortal Chaos are completed. The rival bands contend for
g i flict, each warband intent on upholding the ossession of the weapon.
¢ d honour of their Patron P prorme ’ P
g ] 1 onour ol their Fatron Fower. 21-25 A chaos sorcerer has laid a binding curse upon the
1 2 1145 Rival warbands meet and cautiously approach each Champion for him to fight the first warband he sets
¥ other, their eyes fixed on their potential adversaries in eyes on. Only by shedding the blood of its Champion
carcful scrutiny. Then one Champion declarcs that his can he be redeemed and once more enjoy the favour
opponent’s mutations are offensive and ought to be of his Patron Power.
cut off. His adversary hurls‘ back an msullm‘g 26-30 A meteorite hurtles to the ground somewhere in the
challenge about the more questionable aspects of his Chaos W. The fiery track it mak b
parentage. Fired with battle lust, both warbands fall £ aosf a;{?s;ﬂ ebleré, ack 1t medcs i;n ]c See];.
upon each other in savage fury. from afar. Rival warbands are atiracted to the place o
impact. Here around the smouldering crater they fight
for possession of the thing hurled down by some
unknown Chaos Power. Only the triumphant
Champion can descend into the pit to retrieve the
object.
, 31-35  Rival warbands have temporarily joined forces to
LY fight against another warband which is mutually
I detested by both. They have vanquished them and
B now eagerly begin to pillage the field strewn with
slain and fallen foes. The vanquished warband should
be generated as normal, but counts as already
defeated. The victors begin to squabble over the
pickings and soon lapse into savage slaughter.
Whoever triumphs can pillage the battlefield for the
booty of the beaten warband.
36-40  Unknown to each other, rival warbands have
wandered into the same wooded area in the Chaos
Wastes, when it suddenly detaches itself from the
ground and floats upwards, becoming one of the
many drifting islands in the archepelago of the sky.
Marooned on this floating island, the warbands
discover each other’s presence. Each warband claims
the island as their domain and seeks to destroy its
rivals for the scarce food resources.
4145 A Chaos Power has decided to put the warband to the
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test by creating a phantom warband to seek out and
confront them. The phantom warband is in every way
just like a real warband of the power concerned and
should be generated as such, but will fade after the
battle. The phantom warband hunt down and corner
their quarry in a desolate place and force them to
fight for the satisfaction of the Power. If the real
Champion triumphs over his phantom adversary he
will have proved himself worthy of his Patron Power.




51-55

56-60

61-65

Rival warbands find themselves isolated in a vale in
the domain of Khorne. The vale is devoid of any
living thing except for the warbands. At the end of
the vale lies the toll gate of Khome, guarded by his
daemons. The only way to escape from Khorne’s
domain is to pass through the gate, but a toll will be
demanded from each member of the warband before
he can pass. The toll is a skull for Khorne’s skull
throne or a helmet brimming with blood. The only
way to get the toll to pay Khome is to slay the other
warband and pay with their skulls and blood.

Rival warbands meet and recognise each other as
former members of a single warband long ago. A
great strife and schism had sundered them and given
birth to new warbands, united only in their mutual
loathing of each other. Now this fateful meeting has
brought them together to decide their doom. Perhaps
it was by the hand of some unseen Chaos Power that
it came to pass, but they must now resolve their
animosity for all time in battle.

The Chaos Wastes contain many marvels of unnatural
architecture including the fabulous Obsidian Crag.
Two warbands each have in their possession a map
giving directions 1o the Crag, and instructions how 1o
reach its central chamber. The maps are two halves of
a whole, though each is complete within itself. As
one warband will approach from the east, and the
other from the west, they will not meet until they both
arrive at the central chamber of the Crag. Apart from
the two tunnels leading out to the east and the west, a
portcullis is set in the north wall, beyond which the
warriors can see all manner of strange arcane devices.
The warbands will have to fight for the right to
plunder this ancient storehouse of weird technology.

The strange artefacts are a complete mixture of
shapes and sizes, and some look as if they could be
weapons. Make a list of the portable items, and
decide what they are - they shouldn’t all be weapons.
With a littlc investigation, somc could prove to have a
practical use, while the purpose of others will remain
a complete mystery. Remember that after millennia of
storage and exposure to the warping influence of
Chaos there is little guarantee that the artefacts will
work consistently, if at all. Items which are still
functional only have a limited amount of use.
Determine the maximum number of uses by rolling a
D6, though this does not mean they won’t
misfunction with disastrous results! If a warrior
manages to break through the portcullis while the two
warbands are still fighting he may be able to find an
ultimate weapon to turn against the foe.

The Champion and his warband wander into a vale
covered by groves of walking trees and chaos flora of
every kind. The Champion hears the baying and
mating calls of diverse creatures of chaos which
inhabit this trackless forest. As the Champion gazes
out over the scene he reflects that upon the chaos path
there is a time for hunting foes and a time for hunting
beasts. The exhiliration of the chase would be fitting
sport for the warband to be followed by a great feast
in honour of their Patron Power. The warband enters
the chaos woods, the Champion's lesser followers
going before as beaters. They encounter various
randomly determined creatures of chaos which they
engage in combat and attempt to slay.
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66-70

71-75

76-80

The Champion chances upon a bleak and desolate
ruin. Within its broken walls and fallen pillars there
stands an empty altar. He sweeps the dust from the
great graven slab and beholds the glyphs inscribed by
chaos priests long ago:

Seek ye the helm that bears a single horn
now sundered from this aliar sione
whereon the vile oath was sworn

for which the false ones shall atone.

The Champion grieves for the defilement of this once
great shrine of chaos and his grief gives way to wrath
as he thinks of those who have sworn falsely upon the
altar and taken away the sacred relic. Then he gathers
his warband and resolves never to rest until he has
slain the false ones and brought back the homed
helm, brimming with their unworthy blood. The
Champion will challenge any other warband that he
cncounters, lest they possess the sacred helm, for they
must surely be the disowned of the gods.

The warband emerges from the Chaos Wastes to
spread fear and respect for chaos throughout the lands
of ignorance. Here they may encounter warbands who
are not of chaos, but are instead the avowed enemies
of the chaos way. Any unbelievers encountered must
be purged. Nor are the warbands of rival powers to be
allowed to roam freely and unchallenged for the
Patron Power of the warband is jealous of his
reputation.

In the ruins of an abandoned temple to Ulric, Patron
God of Middenheim, a renegade Sorcerer is
attempting to summon Chaos Daemons. The daemons
are unaligned, or aligned to a Power not worshipped
by either player. Both players have been sent by their
Patrons to stop the ceremony before the daemons are
summoned. The summoning may be completed at any
moment, unleashing who knows what terrors upon
the warbands. Apparently a simple enough task, but
the Sorcerer has set three magical barriers around him
at a radius of 30, 20, and 10”. No magic or missiles or
characters may pass a barrier until one model from
either side is slain in battle - the slaying of one model
negating the effects of one barrier. The players must
fight to provide the sacrifices, a voluntary sacrifice
has no effect.




81-85  The wisdom of the Powers of Chaos transcends the
ages as it transcends the petty boundaries of earth-
bound human senses. Long ago the powers sensed the
birth of a child destined to become a hated enemy of
chaos. Now the child is aproaching adulthood and
will soon begin a career of academic and martial
study that will shape the greatest enemy of chaos at
that time. The enemy is exposed during a journey.
and the forces of chaos arrange to strike against it.
Rival warbands converge, but only one can gain the
honour of slaying its enemy. While the factions fight
between themselves, the target makes a dash for
_ safety. But can even chaos tamper with the fate of the
e world? What agent may intervene to save the victim,
and what effect might this have on any character who
slays the target?

86-90 A warband has observed lights deep with the marshes
west of Middenheim. Investigating, they discover the
camp of another warband and prepare to attack. The
area is unusually treacherous. Mark out the table with
a few safe spots, but leave a large portion of the table
as marsh. To reach their foe the attackers must cross
the marshes. The encamped side is split into two,
with half its warband in the centre while the
remaining side enters from an adjacent table edge to
the attackers. Both sides thus have a motive for
crossing the marshes. Models crossing marshground
get stuck on a D6 roll of 5 or 6 at the beginning of
their move or as soon as they enter marsh if they
begin on a safe area. On a further D6 roll of a 1 or 2
they can free themselves, but on a roll of a 6 they are
sucked down and slain.

STEPHEN TAPPIN
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A warband has attacked and pillaged a sanctuary to
some minor deity and is carrying the cult’s golden
statue towards the safety of the Forest of Shadows.
Before it has travelled far, the warband is confronted
by arival. Is it the power of the statue that has drawn
the warbands together? Does it have powers which
enable it to protect itself? Maybe a Champion can use
those powers to his advantage. The players can devise
six possible powers divided between beneficial and
harmful. After the game, the side possessing the
statue can determine how many powers are present
(D3) and what they are.

In a lonely monastic site north of Talabeim an
eccentric cult of monks toils at an unusual and eternal
labour. All day and all night they toll the Great Bell,
as large as a house, heavy as a ship, and louder than a
thousand cannon shots. Custom has it that should the
bell ever cease to toll the world itself will come to an
end. The cult is not a popular one. Its members
endure almost total deafness, able to hear little but the
bell as it pounds the rhythmic heartbeat of the world.

Two warbands converge upon the giant bell tower.
Conveniently its interior floor area is the size of the
gaming table. In the centre 24 bell ringers are hard at
work. The bell is swinging slowly on its axis. One
warband has been sent to kill the monks and stop the
bell. The other has been sent to make sure the bell
keeps ringing. The monks will do nothing but pull at
the bell ropes, and will not defend themselves or run
off even if attacked. At least 12 monks are needed to
keep the bell going - if the number drops below this
figure the bell will slow down. Once it has begin to
slow, the bell will siop during any following turn on
the D6 score of 4, 5 or 6. Once the bell starts to slow
D6 additional monks per turn enter from a door at a
table edge, attracted by the slowing of the bell,
determined to add their weight to the ropes. If the
number of ringers is brought up to 12 before the bell
stops it is tolled at full rate again.

Once the bells stops it cannot be restarted. What
effect on the world will stopping the bell have? Who
knows. The booming of the bell has very definite
effects on those with the bell tower however. The Bell
rings once per game turn when going at normal rate,
once per second game turn when it has slowed down.
Any model not ringing the bell is knocked over by the
sound on the D6 score of 5 or 6, and may not move
during its following turn other than to get up.
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NARRATIVE LOCATIONS TABLE

This chart describes ten locations which might form either the basis for a battle or focal points for a GM organised
campaign. Tn the latter case, a location could be described in far greater detail and used for several baitles.

A strange ship has been washed up on the warp-tide
and now lists uncomfortably on a hill deep in the
forest. It is ten times larger than any normal ship, and
judging by the rot in its hull it has been floating adrift
in the Realm of Chaos for many years. A translucent
magic oozes over its surface forming sparkling
puddles upon the forest floor. Is this a ship of the
Chaos Powers themselves? Is it an earthly ship which
became caught by chaos in a past age? Are there any
inhabitants left on board? What lies within the hull -
treasure, danger, or some unfathomable and ancient
secret?

The wastelands of the north are full of ruins. Most
were prosperous cities before the incursions of Chaos
swept them away. Many of these desolate places
shelter hidden treasures buried by their destruction.
Most house more recent inhabitants in the form of
warbands, rampaging bands of Bcastmen and other
unwelcome creatures.

By the shores of the Sea of Claws lies a crumbling
cliff. Low-tide exposes caves around its base. They
are rumoured to lead down and then up into caverns
above the level of high tide. These caverns provide an
excellent base for some hidden foe, or perhaps serve
as the inner sanctum for some long forgotten object
of worship. But are the caves as straightforward as
they seem? What happens to those trapped beneath
the waterline? Is there another way out, or is the cave
simply a death trap for the unwary?

High in the Worlds Edge Mountains in the land of
Kislev lies an artificial mound known as the Finger of
Khome. From its centre projects a huge monolith, a
hundred feet high, pointing straight up to the stars.
The mound is rumoured to be hollow, but none know
that it is divided into a central chamber with four
small chambers leading off. Each small chamber is
sealed by a huge stone.

What lies in each chamber - is it a treasure or is it
some terror imprisoned within the chamber by a
vengeful god? What is the significance of the
monolith - does it have powers which protect the
chambers, or is its ominous humming a sign of some
greater danger?

An abandoned tower lies partly ruined in the Forest
of Shadows. By day it seems like any other ruin, grey
and silent save for the call of birds. By night the walls
grow back into their former splendour, lights are
struck as music and laughter drift out over the forest.
The ghostly inhabitants dance as once they danced
before the end, resplendent in their jewels and finery.

It is said that many adventurers have entered the lost
tower and become entranced by its music, caught up
for all time in the dance of its long dead inhabitants.
Can a material object be taken from the tower and
still remain by day? What happens to those caught by
the dance? Does time speed up or is the music so
persuasive that adventurers become trapped in the
tower at daybreak and disappear forever with it.

51-60
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Why does a daemon build his treasure house within
the confines of the earth? Is it to scorn the efforts of
mortals by placing within their reach an unauainable
treasure? Or is it to hide from his own Patron Power
some secret which even gods may not know?

What dire creatures prowl the labyrinthine passages
of the fortress, and what dark secret do they protect?

At the heart of the Middle Mountains there lies a
barren rocky valley the sunlight never reaches. Few
have travelled there and those that returned have told
spectacular tales of a mountain carved into the shape
of a perfect pyramid. On each of its four faces is
marked the rune of one of the four great Powers of
Chaos.

What function does the pyramid serve? None have
ever penetrated into it and it has been speculated that
a special key is needed, probably magical in nature.
In fact, the inside is mostly solid, but a wide corridor
leads directly downwards to an inner chamber
(represented by the tabletop). Here, at the centre of
the pyramid, in the e¢xact centre of the inner chamber,
lies the focus point. For a few brief hours every year,
the natural shape of the pyramid focuses the powers
of raw magic, the warp of chaos, at a single point.
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Why the chamber was built no-one can say - but its
effects are more obvious. Any model standing
directly under the focus gains an immediate reward,
either an attribute or gift as normal. If a model stands
under the focus for two more tums it gains a further
reward every turn. However, only the first reward is
permanent - other rewards apply only while the
model is inside the pyramid and wear off again once
the game is over.

A Champion may therefore endure a foretaste of what
the Powers of Chaos have in store for him - a
sobering experience and perhaps the object of the
game in itself.

Who can say what motivates the Chaos Powers?
What makes two rival Chaos Patrons select two
warbands and place them inside a zone of nullity - an
area of nothingness equivalent to the tabletop. The
zonc of nullity is bounded by impassable barriers.
The stakes have been set. The winning Champion
shall receive a gift from his Patron, the losing
Champion shall receive an attribute. To spice up the
battle each Patron has a few tricks up his sleeve,
randomly appearing creatures, mouth-like fissures
that open to gulp down their unwary victim, a
magical trinket which when worn may be controlled
randomly by either Patron, conferring useful abilities
or crippling disadvantages according to the whim of
the dice.

It is midnight in the castle of one of the Empire’s
most powerful nobles. Undetected by the guards, a
lone assassin stalks the dark corridors and chambers,
moving swiftly but silently towards his objective - the
master himself. What might appear at first to be yet
another perfectly ordinary political assassination
attempt is in fact nothing-of the kind. The noble is a
powerful official who has launched and pursued a
successful campaign against the cultists of a
particular Chaos Power. The assassin, who knows
nothing of the chaos link, has been hired by the secret
cult-master of the persecuted deity to slay the noble.
Howecver, few realise that the noble i$ himself the
cult-master of a rival coven. Fortunately the cultists
have their connections, and the two warbands rush to
the scene - one to protect the noble and the other to
ensure the assassin succeeds.

The table is set up to represent the corridors and
chambers of one floor in the castle. The assassin,
guards, random servants and the noble himself are
controlled by the GM (or randomly by the players).
Each warband has to accomplish its mission, but
guards pour into the area as soon as the alarm is
given. The noble may not believe one warband is
there to protect him - and he certainly wouldn’t admit
or show it anyway!

The Forest of Shadows is dark and largely unknown,
the haunt of chaos creatures and screeching ghosts. It
harbours black groves of unnatural magic, places
tainted by Chaos long ago and still retaining their
own warped realities.

In one such place the ground itself presents the
traveller with the greatest danger. Any character
treading on it risks being snapped up and swallowed
whole. Those few creatures that inhabit the region
live among the reetops, swinging from tree 10 wree on
vines, or making use of rough bridges formed from
natural branches. What brings the players to such a
region? Perhaps an enemy has taken refuge here, or
maybe some barbaric race has gained possession of
some treasure the players want.

The tabletop is marked out at high tree level, with
main branches indicated by chalk or lengths of card.
Models risk falling from narrow and more hazardous
branches, especially if engaged in combat. Models
may also make use of vines to swing from tree to tree,
making an improvised test for landing, failing to let
go, letting go at the wrong time, etc,
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NARRATIVE MOTIVES TABLE

This chart provides characters with broad motives for a particular battle. The chart is intended to be used by a GM or
player who is inventing a narrative, serving as material examples and as general illustrations of the sort of motives that
make useful tabletop games.

Robbery. One or both players wish to roh a third
party of some object. Perhaps the object has specific
powers. Maybe the object has several potential
powers - some beneficial, others harmful - determined
by the possessor. The character being robbed may
have something to say about matters.

Ambush. One warband ambushes another. A more
interesting situation develops if a third party turns up
- ambushing the ambusher and forcing both sides to
flee a more deadly trap.

Murder or kidnapping. Of these the latter is the
more interesting as it poses the additional problem of
carrying off a (presumably) resentful third party.
Perhaps both sides want to kidnap the same person, or
maybe one side is determined to prevent the
kidnapping. Guards or the victim’s own escape
attempts impose a time limit.

Rival objectives. Each warband has a different
objective in the same place. The achievement of each
player’s objective negates the other. Examples: one
player must burn down a temple, another must place
an offering inside and worship; one player must
kidnap a third party, another must give the third party
a secret message; one side must capture a magical
chalice with curative properties, another must escort
its moribund owner to a coven meeting.

Honuur. A game can be engineered simply on the
basis of rivalry between the two warbands. This may
be easier once a few games have been fought, and
rivalry between the players has developed for real! To
add interest such contests should revolve around
possession of a magic item or a tangible benefit of
some kind.

Quest. One or both warbands has been sent by their
Patron Power or his representatives (often cultists) to
find and return with a magical or other item essential
to the furtherance of cult worship. Perhaps the object
has its own powers or dangers.

Carnage. A deity has decided to sacrifice the
warband by committing it against an overwhelming
foe. Although the warband is doomed, the camage it
causes will further the deity’s aims in some way. The
warband will be destroyed, but the Casualty Recovery
System allows its individual members to survive -
perhaps as captives to be interrogated or executed by
their victims. As the odds are heavily stacked against
the warband, the GM might choose to allow an exira
roll on the recovery table - the Patron Power wouldn’t
sacrifice his chosen slaves without blessing them with
a bit of extra luck!

Rescue. Many games end with one side slain and an
enemy or a third party in possession of the battlefield.
In cases like this the linking game narrative could
explain how the characters were left for dead, or
escaped easily from captivity. However, a more
interesting approach is to actually fight the rescue as a
wargame. The captive warband might have inside
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help to slip their bonds, whilst an enemy warband
might have come to watch (or help with) their
execution. The warband can break free from their
dungeon, or mount a spectacular last minute escape -
throwing off their nooses and leaping onto waiting
horses before fighting their way to freedom! An
interesting variant is to allow the captured player to
create a new warband which then effects the rescue.
Alternatively, a third warband springs the captives in
a three player game.

Escape. One or both warbands are trapped inside a
natural cavern, a sealed tomb, the belly of a giant
monster, active volcano, etc. If the warband doesn’t
escape soon it will be destroyed by escaping gas,
rising water, lava, seeping sand and so on. To incite
players to fight some object can be hidden in the area
which both want. Possibly the meuans of escape is
limited so that only one side can escape - for example
via a boat across an alligator infested underground
lake, through a rapidly closing hole or passage, by
ineans of a rope bridge which takes only one at once
and will give way any second, via a crumbling
stairway, by means of a flying creature or machine,
etc.

Collect. One or all warbands in the campaign are
charged with collecting a number of items. All items
can be placed in previously designed locations, or
some can be given to warbands at the start of the
campaign. After each game, a winning warband takes
all of the items already collected by the defeated
warband. The objective is to assemble the specific
number of items (the 7 Sacred Seals of Yumbad, the 9
Swords of Yag-anork, the 5 Rings of Darkness, eic).
To make the game more interesting give the items
powers, add in a few indistinguishable fakes, and
make the successful player do something positive
with the finished collection - take it somewhere or
give it to someone. The other players then get one
more chance to stop him.
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Unknown to either side, two of the rival followers are
enemies of old. Randomly determine a follower from
each warband. If either follower approaches within
12” of his old enemy he will recognise him, and will
move towards and engage him in hand-to-hand
combat as soon as possible. The enemies will ignore
all other potential foes and may immediately retake
any psychology test which prevents them from
getting to grips with each other.

A randomly determined member of either warband
has unknowingly contracted a contagious and
thoroughly unpleasant disease. A D6 is rolled at the
beginning of the side’s tum, and the disease will take
hold on the score of a 6. The character is instantly
gripped by agonising pains in his stomach, and his
bowels slacken audibly as he keels to the ground. The
character may do nothing for the remainder of the
game regardless of enemy action. At the start of each
side’s following turn a D6 is rolled, and on the score
of a 6 the model nearest to the infected character is
also affected. The disorder lasts only for that game.

A randomly determined member of one warband has
been bribed or otherwise persuaded to turn traitor and
join the opposition. The enemy player may reveal the
character’s true allegiance at any time, and takes over
the model from that moment on. The individual
remains a member of his new warband after the
game, earning the title of traitor and the derision of
his former friends.

A randomly determined member of one warband has
been bribed to turn traitor and join the opposition.
The character is loyal to his Champion, but rather
than simply refuse the bribe, they have decided to
turn the enemy’s plan against him. The enemy player
knows nothing of this, and may reveal what he thinks
is the character’s true allegiance at any time.
However, the original player may then change the
allegiance back at any time he likes, reclaiming the
model permanently.

NARRATIVE SUB-PLOTS TABLE
Sub-plots are used in conjunction with the main narrative to make a game even more interesting. The presence and
nature of any sub-plot is determined by a GM and any additional characters are controlled by him. The players must

remain in the dark as to whether there is a sub-plot and what it is. If the players mistake the sub-plot for something
connected with the main plot so much the better!
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The Powers of Chaos, or some potent independent
Greater Daemons, have chanced to glance towards
the battlefield. For a moment they arc distracted, and
pause to watch the amusing squabbling of the rival
Champions. Momentarily captivated, the daemons
prevent the combatants being killed, diverting blows
or spells which would otherwise slay. After any
individual has been saved by the daemons roll a D6.
On the score of a 4, 5 or 6 the daemons have grown
bored and their attention drifts elsewhere, ending
their further influcncc on the battle.

The area is subject to an unexpected earthquake
which threatens to topple the combatants into gaping
fissures. Any buildings in the battle area become
unstable and highly dangerous while the quake lasts.
The quake begins on the D6 roll of a 6 made at the
start of each turn, and ends equally suddenly on the
same dice roll.

There is a daemon sword on the battle site, perhaps
hidden in a monument, placed in a shrine, or lying in
a chest amidst the wreckage of a cart. The weapon'’s
powers are determined randomly. The first Champion
to take the weapon may use it from then on.

As the two sides fight a third party turns up. This
could be a rival Champion and his followers, a group
of Beastmen from the forest, brigands, or any other
suitable group. If approached the intruders might lend
a hand to either side, or possibly they would interpret
such a gesture as hostile and would launch an attack
of their own. If ignored they might pick off
stragglers, or possibly they have an objective of their
own connected to that of the players.

One of the Champions is being tracked by bounty
hunters sent from a human community previously
attacked by his warband. The bounty hunters are
waiting until the battle is confused, when they will
launch their own attack, hoping to fell their enemy
and make good their escape.

Unknown to either side a powerful wizard has
secreted himself on the battlcficld. Perhaps he is there
for his own reasons connected with the main
narrative, or maybe he has been unlucky enough to
wander into the same area as the combatants.

The wizard’s location is generated randomly and
noted down: if possible this should be a dark cormner
or other hiding place. If the battlefield is open the
wizard may have concealed himself in a drift of
leaves, the edge of a wood, or a hole in the ground. If
the warbands come within 12" of his position the
wizard will defend himself using his magic powers,
and will fight if attacked. He will not deliberately
enter close combat however, and may choose to
escape if given sufficient opportunity.




Battles between rival Chaos Warbands are usually bloody
affairs in which a substantial portion of the troops involved fall
casualty. However, models removed during a game are not
necessarily dead, they are far more likely to be simply too badly
wounded or exhausted to carry on. Others might have been
knocked unconscious or temporarily disoriented by the force of
ablow to the head. After the battle is over players roll randomly
to determine what has actually happened to models removed as
casualties. As most will recover to fight in the next battle this
system is termed Casualty Recovery.

A Chaos Warband is likely to fight in several games, and it will

abhonsa fonin onman tn onmea as somoe momber 3
change from gamec to game as some members are slain and new

ones join the band. Even the Champion may fall casualty in this
way. Casualties are removed from the table and take no further
part in the battle.

CASUALTY RECOVERY

Models removed as casualties are not necessarily dead. Rather
they are too badly injured, concussed, or traumatised to
continue fighting, or else have been knocked unconscious or
incapacitated in some other way. Some may actually be dead,
but the chances are that a model removed as a casualty will not
have suffered mortal wounds and will be able to recover and
continue fighting in future games.

USING THE SYSTEM

Casualty recovery is an important part of the game, as only then
is it possihle to say whether a model is dead or merely
wounded. Players test for casualty recovery as soon as the game
is finished, rolling for their own casualties, and noting down the
results as they do so. For each casualty roll a D100.
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LOSING SPECIAL ABILITIES

If a character loses an eye, limb or other bodily part he also
loses any special powers associated with that part. For example,
if a character has the Chaos Attribute Hypnotic Gaze, he loses
the ability if he is blinded.

TAILS AND WINGS

A character who has a tail or wings may suffer injury to these
parts instead of arms and legs. If the character suffers arm or leg
wounds roll a D6. If the result is 5 or 6 the character has
suffered a wound to his tail or wings instead. If the character
has both tail and wings then dice between them in the same
way. Wounds remain either light or severe as rolled.

Tails

1. Any light wounds to a character’s tail will reduce the WS
of any associated attack in the same way as if it were a
right arm, reducing the character’s WS by -1.

2. Any severe wound to a character’s tail will render it
useless.

Wings

1. Any light wounds to a wing will reduce flight speed by
half. Light wounds to both wings will prevent flight.

2. Any severe wound to a character’s wings will prevent it
flying.

PILLAGING

The side which wins the battle will normally have sufficient
time to pillage the bodies of the dead, removing all valuable
items, weapons and armour. This is a useful way of obtaining
additional gear, especially armour and weapons which are
otherwise difficult for the more lowly followers of Chaos to
acquire.

After all casualty recovery tests have been made, any characters
who are actually dead can be pillaged by the victorious side.
Characters who survive the battle cannot be pillaged, and
automatically retain all their equipment and weapons. Dead
characters from both sides may be pillaged, and equipment may
be distributed amongst the victorious warband as the winning
player sees fit.

Establish which models are dead and make a list of their
armour, weapons, and other equipment. If a Champion has been
slain his gear may be pillaged, but note that chaos armour
cannot be removed once it becomes a living part of its wearer.
Chaos weapons may be pillaged and given to any character in
the warband. A daemon weapon cannot be pillaged because its
bound daemon is automatically released once the bearer is
killed. :

TONY ACKLAND

PROSTHETICS FOR CHARACTERS

When a model loses a leg he can still get around using a crutch,
maybe with a peg-leg as well. Similarly a model which loses an
arm may be given a hook.

Any model may be given a simple prosthetic device of this
kind. The penalties described in the Casualty Recovery Chart

continue to apply, except that a character with a hook hand can ;

use it to fight with, thus freeing the other hand for normal use.

If a warband includes two or more Dwarfs they may make more
sophisticated devices to replace lost limbs. A character without
an arm may be given a mechanical arm which incorporates a
weapon, for example. If given such an arm, all the penalties for
limb loss arc cancclled out. If the character has lost a leg, the
Dwarfs can make a mechanical limb which is just as good as the
original, removing all associated penalties. Mechanical limbs
may look quite natural, or may have pistons and cogs or be
skeletons of metal suuts.

Two Dwarfs may make a single sophisticated prosthetic device

between each game. Any number of the cruder crutches and !

hooks can be made by the members of the warband.

RECOVERING WOUND DAMAGE
AND MAGIC POINTS

If a model suffers wound damage during the game, but does not
lose all its wounds and so is not removed as a casualty, thenits .

wounds characteristic is brought up to its full amount for the
following game. Similarly, any casualty recovered after the
game automatically has its wounds characteristic brought up to
its full level (except for severe body wounds - see chart).

Any wizard models automatically return to their full magic
points level after each game.

Any model suffering temporary penalties during a game due to, |
for example, a psychological effect or an enemy’s special

attack, returms to normal in time for the following game.
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SURVIVAL NARRATIVES

The fact that a character may survive a battle, despite being
visibly cut down by an opponent, may necessitate a little
explanation. The following examples will help you to decide
how your character escapes.

The casualty is taken for dead by the enemy and ignored.

The casualty falls to the ground amidst the slain and is
concealed under other casuallies.

The casualty falls into a muddy ditch or patch of
concealing undergrowth where he is hidden from his
enemies.

The casualty manages to crawl away to safety during the
confusion of the fighting.

The tide of battle sweeps over the casualty so that his
own side manages to drag him from the field.

The casualty is badly concussed and wanders away from
the scene of fighting before collapsing.

These explanations should suffice to explain how a character
escapes from the battlefield. Remember, characters #nd
especially Champions are heroic individuals, and like the heroes
of fiction they are often saved from apparently impossible
situations, Victorious players may want to go round murdering
enemy casualties, but this will have no effect on the casualty
recovery system - their deeds will always be twisted round so
that casualties mysteriously disappear, identities are confused,
or their victims are saved by some intervening force or event. In
fact; a player should be discouraged from such ignoble
behaviour as inappropriate to a game of heroic conflict.

MODELLING INJURIES AND
ACQUISITIONS

Injuries sustained by characters present players with a chance to
develop and show off their modelling skills. A character losing
an eye may sport an eye-patch in future games. A model
suffering facial injuries may carry an impressive scar from then
on.

These conversions can be easily accomplished by painting over
the model, or by using a little modelling putty to get the right
effect. Limb loss calls for more drastic measures! It is easy to
simply remove a hand and replace it with a hook. A lost leg can
be cut away and replaced with a wire peg. Crutches and sticks
can also be made from wire. Mechanical arms and legs give
modellers an opportunity to really let the imagination run riot.
A limb can he replaced with an armoured limb from a Space
Marine, for example, or built from scratch using wire amd
modelling putty. Alternatively, an elegant solution which avoids
the need to convert the model is to paint the existing limb in a
metallic colour to make it look robotic.

When models pillage new gear it is usually easiest to retire the
old model and replace it with a new one equipped in a suitable
fashion. Try and find a model which looks as much like the old
one as possible. One way of ensuring continuity is to find a new
body which has all the appropriate armour and weapons, and
swap the head for the head from your original model.
Alternatively, you can cut away and swap weapons, or model
mail armour and helmets with modelling putty. However, many
players prefer not to wreck a carefully painted model, and find
it acceptable to either imagine the changes or to represent them
in a temporary way with blu-tac.

STEPHEN TAPPIN
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Chaos Monoliths can be found in the barren wildernesses and
deep forests of the Old World which are the principal
homelands of the Chaos Warbands on the Warhammer World.
Monoliths can also be seen on otlier worlds scttled and ruled by
mankind. On worlds with advanced technology, monoliths
sometimes take more sophisticated forms, such as holograms,
video-screens, and pyrotechnic displays activated to a viewer’s
proximity by sound or vibration detectors, or some other device.

Chaos Monoliths always bear the rune of the Champion’s
Power or the rune of Chaos itself, and are protected by that
Power as well as by the Champion as a Daemon Prince. This
protection sometimes goes as far as to make the monument
impossible to move or damage, although this is not always the
case and old, broken, and weather-worn monuments are as
common as undamaged ones.

Only a powerful enemy of Chaos would dare to try and damage
a Chaos Monolith; followers of Chaos always treat them with
reverence, even if they’ve been erected in the name of a Patron
other than their own. No follower of Chaos willingly passes a
monolith without reading the words upon it. Inscriptions are
often copied and read out around the camp fires, at feasts, or
before battle. In this way they pass into common circulation and
are told and retold as stirring Chaos Sagas.

THE MAGIC
OF THE MONOLITH

Monoliths act as a direct channel between the Daemon Prince or
Patron Power and the material world. For this rcason many
shrines or temples to Chaos are built around a Chaos Monolith.

Any Wizard Champion can draw raw magical energy from a
monolith if within 12 of it at the start of his turn. The
exception to this rule is a monolith dedicated to a Champion of
Khorne, which cannot send or draw power, but has its own
special rule as noted below. The Wizard gains D6 magic points
per turn, but may not exceed his normal maximum total by
doing this. Drawing power from a smonolith does not stop the
Wizard casting spells.

No magic spell can be cast within 6” of a Chaos Monolith
dedicated to a Champion of Khome. This applies to all spells
including those cast by Wizards, Daemons, and from magic
weapons and rings. It does not affect the potency of magic
Wweapons or armour.

If a Champion wins a battle where there is 2 Chaos Monolith
dedicated to a Champion of his own Power on the battlefield, he
has the option of asking for an Eye of God result instead of
rolling randomly for his next Chaos Reward.

+ HAOS MONOLITHS

When a Champion attains daemonhood his followers erect a monument,
called a Chaos Monolith, to his mortal glory and eternal power. The usual
form of the monolith is a great slab of stone, dressed, polished and carved
with various degrees of accomplishment depending upon the skills of the
" Champion’s devotees. Chaos Dwarves produce the most skilfully polished
o, and carved stone monoliths. The rune of the Champion’s Patron is carved

¥ at the top of the monolith, and across its surface the deeds and rewards of
“ the Champion are recorded in the harsh Chaos script.

e

MONOLITHS TO OTHER CHAMPIONS

Most monoliths are dedicated to Champions who have attained
daemonhood and are erected by his loyal followers as described
above. However, there are other types of monolith, although
these are less common. Some special kinds of monolith are
described below, and others can be invented by players to
honour their own unusual Champions or Powers.

MONOLITHS TO CHAOS SPAWN

If a Champion is turned into 4 Chaos Spawn then the playe
may choose to remove him from the Warband and build a Chaos
Monolith for him. The monolith covers a pit or cell where the
Spawn continues to eke out its miserable existence. As
followers of Chaos pass the monument they read it and pass
food or drink down through a barred recess to the Spawn below.
In this way, the Spawn continues to survive in confinement.
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MONOLITHS TO DEAD CHAMPIONS

If a Champion is slain his followers can erect a Chaos Monolith
to him as a mark of their respect. The monolith incorporates a
caim or tomb where the body of the Champion is lain to rest.
Should the dead Champion be reanimated as a Skeleton
Champion of Chaos he will remain in the tomb ready to emerge
and challenge passers-by. Monoliths of this kind often act as
guardians to mountain passes. bridges. or the gates to secret
places. The Skeleton Champion automatically emerges and
fights anyone trying to pass, and only allows passage if
defeated. If slain, the Champion retires to his tomb and will
emerge once more to challenge the next group to attempt to
pass him. Although normal Skeleton Champions last only a year
and a day, the Chaos Patron can extend his unlife indefinitely
once he is enshrined within a Chaos Monolith.

Beastmen also erect.Chaos Monoliths to their Champions and
these have a distinctive character all of their own. They are
usvally tall, thin, and crudely made, like a rough obelix or
needle. The Champion's own skull or horns are placed in a
niche above his name, and his banner is draped over the stone
or buried beneath it. When a Beastman Champion is slain or
achieves daemonhood, his mortal remains are brought to a
herdstone, and his monolith is erected nearby. Successive
Monoliths are arranged to form a circle, or series of concentric
circles, around the Herdstone - eternal reminders of the fate of
Chaos Champions and their followers.

MONOLITHS TO KHORNE

Monoliths to Champions of Khorne are sometimes made out of
bones and bordered with skulls. If made from stone they are
decorated with carved bones and skulls. A Khorne Monolith
may also be cast from solid brass and polished to a mirror
finish, but such skill requires the dedicated efforts of Chaos
Dwarfs. A brass monument reflects not the onlooker’s image
but that of the Champion himself. Passing Champions of
Khome will stop to lay the heads of slain enemies at the foot of
the monolith, forming a growing mound of skulls like that
which surrounds the throne of the Blood God himself.

MONOLITHS TO SLAANESH

Monoliths 1o Slaanesh are often carved from exotic crystalline
rocks with pink or purple streaks and glittering veins of quartz.
Legendary monoliths carved from huge gemstones are reported
but rarely seen. The borders are carved with entwined bodies or
human figures engaged in debauched feasting or heedless
dance. These carvings conjure up seductive images of pleasure
and power, entrancing music, beguiling dreams, and other
temptations to the Path of Chaos. It is said that a weak man who
reads the monolith may remain there dreaming forever.

MONOLITHS TO NURGLE

Monuments to Nurgle almost always look old and crumbling no
matter how recent they are, for the Lord of Decay makes no
effort to preserve the physical appearance of monuments
erected in his name. Shale and slate are favoured for making the
monolith, and some are cast in rusting iron or green-crusted
copper. Moss, mould, lichen and slime cover its surface, and its
many nooks and crannies are home to all sorts of slithering
beasts including snakes, lizards, toads, slugs and snails. When
anyone approaches a great black mass of flies appears from
within the monolith and surrounds it. Champions of Nurgle will
toss the bodies of comrades or enemies at the feet of the stone,
to rot and contribute to the growing mound of refuse around it.

ek

MONOLITHS TO TZEENTCH

Monoliths to the Lord of Change are inconstant but spectacular.
They may be made from exotic stones like black obsidian or
glowing marble, but are often fashioned from some completely
improbable material. Once a monolith has been erected,
Tzeentch or the Daemon Prince continually alters its form,
changing it to suit some immortal whim or purpose. Slabs of
pure fire, smoke, blood, or water for example. Living
monuments of flesh which scream out at passers-by are
especially frightening. Some monoliths float inexplicably in the
air while others lie upon the surface of a lake or river.

COSMIC MONOLITHS

The Warhammer World is bound by storms of magic so that it
remains isolated from the other worlds of the human galaxy.
LClsewhere, the forces of the Imperium tenaciously fight the
influences of Chaos, so that the open aggression of Chaos
Champions and their forces is restricted to zones not controlled
by the Imperium. On worlds where Champions of Chaos attain
daemoithood or death there are monoliths to their memory just
as on the Warhammer World. Cosmic monoliths are tablets, flat
stones, or death caskets that float through space itself. They can
celebrate a Champion whose mortal life ended while battling an
engagement between space fleets. Often they orbit a world,
transmitting their inscriptions to passing craft or projecting their
image directly into spaceships.

Space hulks are huge space wrecks that float through space,
often phasing in and out of the warp, appearing and
disappearing in unpredictable and mysterious ways. They
usually comprise many wrecks fastened together, and are
inhabited by a variety of deep-space creatures who use hulks to
travel the galaxy. The forces of Chaos sometimes use the hulks
themselves, and many are so large that they are virtually worlds
where conflict between rival Chaos Warbands and other
inhabitants is inevitable. Chaos Monoliths are built to
Champions who die or attain daemonhood on these space hulks.
Imperial Marines raiding a space hulk often find these
monuments to Chaos still intact, a shuddering reminder of the
omniprescnce of the Chaos threat.
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. HE DARK TONGUE

¥ The Dark Tongue, also known as the Black Speech, is the language of Chaos
as spoken by its servants and followers. It has undoubtedly earned its
colloquial names because it is uttered in shadows by those clad in robes of
darkness.

The Dark Tongue is a ritual language and the only tongue in which the

. mysteries of Chaos can truly be expressed. It is the language of Daemons,
&+ Beastmen and Chaos Creatures who have the power of speech. Daemon
G 4 names and the secret daemonic names of Champions are all of the Dark
Tongue. The servants of Chaos learn the Dark Tongue so that they can converse with daemons
and other creatures that speak it. Chaos Warriors, Wizards and Cultists can communicate in
the Dark Tongue, and most can carve the Runes of Chaos which are used to write it. The
Skaven know the Dark Tongue, but find it impossible to pronounce properly; their own
squeaky language, Queekish, is ultimately derived from the Dark Tongue. The Dark Elves also
speak a related language known as Black Elvish, a cross between High Elvish and the Dark
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Speech. Dark Elves still use the pure Dark Tongue for their rituals and magic.
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CHAOS RUNES

The Dark Tongue is written in Chaos Runes. The inscriptions
on Champions’ banners, Chaos Monoliths, and Beastman
Braystones are all made using Chaos Runes. Runes are also
used on magic weapons and items, and are daubed on Chaos
temples and shrines. Each rune represents an individual Reward
of Chaos, but there are also special phonetic runes which can be
used to write any language including the Dark Tongue. Phonetic
runes evolved when Chaos Wizards recorded their spells,
incantations, and other occult works. Examples of the Dark
Tongue and Chaos Runes are sought after by cultists and
witchfinders alike, but where the cultists seek to collect and
preserve, witchfinders are intent on expunging Chaos lore by
erasing inscriptions and burning the texts. Despite these efforts,
the Dark Tongue persists and flourishes, passed down by word
of mouth and preserved on Chaos Monoliths.
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addition of prefixes and suffixes to bring out the various
potential meanings held within the root. Yet more meanings are
yielded from the root by mutation of the root itself.

Although there are relatively few root words compared to other
languages, such as High Elven for example, there are
innumerable potential root mutations in the Dark Tongue. Few
human cultists will ever learn all of them and so be able to
unlock all the secrets held within the language. It is this
characteristic of the Dark Tongue which makes it such an
effective and potent means of expression for arcane and occult
lore and lends it the haunting quality which gives power and
eloquence to ritual incantations.

The following root words demonstrate how the Dark Tongue
works in its crudest form including the principle elements of the

names of the four great Chaos Powers. In the most ancient and
purest texts of the Dark Tongue, used in Chaos rituals, they are |

named as Kharneth, Slaaneth, Nurgleth and Tzeeneth. From
these are derived the names by which they have become

4 27 commonly known: Khorne, Slaanesh, Nurgle and Tzeentch.
Taet o
. THE CHAOS Root Word Stmplified Basic Meaning
,;, LANGU AGE Khaos Chaos, the sea of souls, magic power
. Phaos Psychic essence, soul, will
, ¥ The Dark Ton is rich i d d ohr hich Dhaos Psychic entity, spirit, daemon, power
AT | gue is rich in words and phrases which express 1
4 ’f’ the mystical, arcane and complex cosmology of Chaos. Tzeen Change - the will to change
S Although it is convenient to attach basic meanings to these Nurgh Decay - the will to live/defy decay
4 &y words, they are imbued with far greater and deeper significance. Slaa Ecstasy - the will to feel and sense
¥ 3} Each word really encompasses a myriad of associated meanings Khar Rage - the will to dominate
' \f & and concepts. For this reason the Dark Tongue, in its pure and Leth, neth Lord of, Master of, Ruler of
» &  archaic form, has become the most powerful language of
7 sorcery and ritual. Debased versions of the language have far Thus: ‘Tzeeneth - Tzeentch - Changer of the Way

less power to evoke the mysteries of Chaos.

The core of the Dark Tongue is a collection of root words,
heavily endowed with meaning. The root word is altered by the

N i ‘»‘ (‘ .
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Nurgleth - Nurgle - Lord of Decay
Slaaneth - Slaanesh - Lord of Pleasure
Khameth - Khorne - Lord of Blood




RECORDING
REWARDS

Rewards bestowed upon followers by the Chaos Powers,
including Chaos Attributes, are expressed by specific Chaos
Runes. It is traditional for Champions of Chaos to indicate their
progress on the Chaos Path by inscribing the appropriate Chaos
Rune or Runes on their shields, armour, weapons or other items
of equipment.

Every Chaos Reward, be it a Gift or Chaos Attribute, is
represented by its own rune. When the Champion writes his
name he will append it with the runes indicating his Rewards.
Should his followers raise a monolith to his memory then his
runes will be displayed prominently upon it as a testament to his
achievements.

/

The Chaos Runes are illustrated on the following pages. They
provide .a complete catalogue of Chaos devices which can be
painted onto a Champion model's armour or shield, or drawn
onto his banner. As decorative features, the Chaos Runes can be
drawn in different styles should players wish to do so; after all,
the Chaos Warriors and their followers come from a wide
variety of backgrounds and there is no reason o assume that
they would all draw a rune in exactly the same way.

So long as the rune is recognisable for what it is any degree of
variation or decoration can be used. The highly elaborate runes
of Nurgle and Tzeentch which are illustrated throughout this
book show just one way in which this can be done. You can
copy these designs or make up new variations of your own - as
simple or as elaborate as you like.

THE COLOURS
OF MAGIC

Chaos is the stuff of raw magic used by Wizards to work their
spells. When Chaos enters the material world it fragments into
eight different colours of magic. These colours plus two others,
(Dark and Rainbow representing undivided and rennited Chaos)
are the Colours of Magic. They are represented in the Dark
Tongue by their own names and runes. Each is also known by a
common magical name which identifies the Wizard's allegiance
or College as this is known. For example a Wizard who uses
Yellow Magic is a Golden Wizard and the Chaos Rune Chamon
appears on his clothes and regalia.

Colour Common Chaos Rune
Name Name

White Light Hysh %
Yellow Golden Chamon ﬁ
Green Jade Ghyran @—
Blue Celestial Azyr :A
Grey Grey Ulgu \l/
Pink/Purple Amethyst Shyish r)/
Red Bright Agshy o —©
Brown Amber Ghur x’
Black Dark Dhar %
All Colours Rainbow Qhaysh @

Like all root words in the Dark Tongue these magic names can
be mutated to draw out deeper and more diverse meanings. For
example, the root word agshy which refers to the red or bright
shade of Chaos can produce the following range of meanings:

Agshy’y Bronze or brass
Agsh The colour red
Akhash Blood

Akh Battle, bloodshed, to slay in battle
Aksha Battleaxe

Ksy Key or solution
lIakash Lock or obstacle
Akhshami Secret

Aksho To seek
Akhamshy’y Slayers or warriors
Akami Guardians
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PHONETIC RUNES

The Chaos Language is written in special Phonetic Runes.
Phonetic Runes are runes which represent sounds in the same
way as our familiar latin alphabet. Any language can be written
using the phometic runes, including English. We like to use
these runes to write messages or slogans on our own Chaos
Champions' banners. In the Warhammer World itself, Chaos
devotees often use the phonetic runes to write languages other
than their own. In fact, many Chaos Champions are humans and
the language they speak and write will be human and not the
Dark Tongue.

The phonetic runes are shown below with their nearest English
sound equivalent. In some cases there is no direct English
equivalent to a sound in the Dark Tongue, in which case one of

LETTERS

several runes can be used depending on which the writer
believes is closest in nature to the intended sound.

Numerals are also represented by specific runes. These runes
can be written together to indicate multiple values. The runes
tor ten, a hundred and a thousand are simply repreated as many
times as necessary to produce a number like three hundred or
eight thousand. Because this repetition of the rune may be a
little cumbersome, it is also acceptable to represent a number
such as three hundred by writing the number three followed by
the number hundred. Both systems are used and it is really up to
the individual to decide which they prefer - some scribes
combine both systems in the same document, using whichever
best fits the space available.
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HE LESSER POWERS
OF CHAOS

As we have seen, the great powers of Khorne, Slaanesh, Nurgle and
Tzeentch are manifestations in the Realm of Chaos, or warp, of collective
character traits. To be more precise, they are formed from common beliefs
and emotions associated with particular states of mind. When a man, or
other intelligent creature dies, his shadow-self drifts in the warp. There it
meets and coalesces with other shadow-selves with which it has an affinity. These appear as
whirlpools of energy within the warp, whirlpools made up of shadow-selves which share a
common residual belief or emotion. As only the most deeply rooted emotional states survive
death, the shadow-self is not a proper reflection of a human or other sentient personality, but
only of its core beliefs and most strongly felt emotions.

Each of these whirlpools of energy represents a particular aspect
of humanity or of those other sentient races whose thoughts and N ASCE NT POWE RS
feelings have contributed towards them. Thus the largest or

most extensive are those associated with the most common or AN D I HE IR

deep rooted emotions and beliefs. These are the four great

. Chaos Powers as we understand them: Nurgle, Tzeentch, DAEMONS

Slaanesh and Khome.

AN

. s The shadow-self of a dead creature does not as a rule retain
However, there are smaller whirlpools within the warp, lesser the personality or mind that characterised it when alive
vortices spinning around the fringes of greater powers, growing, p d :

converging, dividing and eternally moving like the turbulent th.:n shadow—se‘I ves coalesce mn the warp, they begin to
. achieve a consciousness of their own. The larger they
waters of a deep and troubled river. .-
become, the more closely do these entities approach full
consciousness. The four Chaos Powers of Khorne,
Slaanesh, Nurgle and Tzeentch have long since achieved
full consciousness. There are also other powers which,
although far smaller and less potent, are in the process of
creation. They might be described as waking, or drifting in
and out of consciousness, or in a dream state in which they
dimly perceive the material world. These are all nascent

powers, powers in the process of becoming. One day they
will achieve full consciousness.

Nascent powers may also create daemons. These daemons
are given birth during moments of relative coherence, or
sometimes as an off-shoot of the dreaming mind of the
unborn power. The daemons have energy only whilst their
power is coherent or active, although they are not
destroyed as their master slumbers, rather they become
inactive until he wakes once more. Such daemons may
interrupt in the lives of mortals just as other daemons do,
furthering the interests of their patron and promoting the
very traits, emotions, and beliefs that feed him.

INDEPENDENT DAEMONS

We have seen how the four great powers have their own
pantheons of daemons, creatures given form by their divine
masters and driven by a part of his personality. The energy
that allows these daemons to exist can be reclaimed by
their Power should he wish, dissolving their energy back
into the Power from which it derived. Not all daemons are
of this kind however, there are also independent daemons
which owe no allegiance to any power. Such creatures are

small parts of the warp, discreet whirlpools of energy far
tinier than the Powers, but fully conscious.

STEPHEN TAPPIN




A daemon of this kind is likely to have a mortal origin. A
Champion of Chaos who owes no allegiance to a Power may
tise to full daemonhood as a Daemon Prince. His mind and
shadow-self unite to form a daemonic creature that inhabits the
warp and which can manifest bodily in the material world under
appropriate circumstances. Daemon Princes are sometimes
worshipped by mortal followers who knew them in life.

Other daemons are born from an amalgam of highly focused
shadow-selves. This is an unusual occurrence. Recorded
instances stem from great tragedies involving the sudden death
of several people at once and under particularly horrifying or
heroic circumstances. The shadow-selves of the group pass into
the warp at the same time, their material proximity ensures their
warp proximity, and the circumstances of their death ensure a
commonality that draws them together and into a single vortex
of energy. The result is a daemon whose character is dominated
by the events or emotions elicited by a common death. Such
daemons may result from the heroic last stand of a group of
warriors. More strange are the daemonic death cults whose
members make a pact to live as murderers, hunting down and
strangling or stabbing their victims, thereby establishing a
commonality of mind or shared experience. These death cultists
then slay themselves in the belief that their souls will converge
to form an everlasting daemon. Such bids for immortality are
not uncommon amongst Chaos Cultists, and give rise to
daemons which owe no allegiance to any Chaos Power.

Other independent daemons merely exist, without appearing to
drive directly from any living or supernatural precursor. Perhaps
they are a natural part of the warp itself, its indigenous
inhabitants who regard the influx of shadow-selves from the
material universe as an unwelcome invasion. Maybe they are
cojoined shadow-selves of creatures that lived in an
unimaginably early time before the living races of the current
era; ancient Powers whose potency has waned to the point
where they are but minor energies in the chaotic whirlpool. It
could be that they are the shadow-selves of some order of
material creatures that we understand nothing of; the warp
forms of things we regard as inaminate but which have their
own immeasurably slow thoughts and lives such as trees,
streams, rocks and whole planets. Undoubtedly there is no
single explanation for the existence of many independent
daemons and many may have an origin which is wholly unique.
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CREATING AN
INDEPENDENT
DAEMON

We have already described the Chaos Powers of Khorne and
Slaanesh in Slaves to Darkness and Nurgle and Tzeentch in this
volume. These four Powers each have their own pantheons of
daemons and other servants, ranging from Greater Daemons to
Mortal Champions. We have also explained that the warp is
home to countless other nascent Powers as well as to
independent daemons of various kinds. This section describes
how you can create independent daemons to use as patrons.

NEW PATRONS

The Chaos Champion will normally serve one of the four Great
Powers. Alternatively, the Champion follows no specific Power,
but owes his allegiance to Chaos as a whole, earning his
rewards from whatever Power or daemon happens to take notice
of his deeds. Of course, the advantage of following a specific
Power is that the Champion may substitute a gift from the
Chaos Rewards Table for a random roll on the Gift Table of his
own patron.

The system described in this section gives the Champion a
further choice: to create a mighty independent daemon which
the Champion can serve as his patron. This is a particularly
interesting variation of the game, as it is possible to create not
only your own patron, but an entire pantheon of Greater
Daemons, Lesser Daemons, and so forth. You can also make-up
your own Gifts Table to use in the place of those of the four
Great Powers.

All this involves quite a bit of work and imaginative input on
your part, so you must be prepared to adapt and interpret the
raw material contained in this book and Slaves to Darkness.
You will have to invent rules and draw up your own charts as
well as characterising the patron daemon and his minions.




THE PATRON

Firstly, we’ll describe how you can create a patron daemon. It
helps to establish the daemon’s character if you have an idea of

where it comes from. Daemonic origins have already been
discussed and are sununarised below.

It is a former Champion of Chaos that has achieved
daemonhood as a Daemon Prince.

It is a composite daemonic entity founded upon one or
more highly focused souls - such souls are not dissolved in
the warp but retain their own integrity as daemons.

It is a daemonic entity of another kind, formed from the
souls of life-forms not recognised by man (eg plants,
rocks, planets), or from the souls of ancient and now
extinct creatures. Or the daemon is an indigenous
inhabitant of the warp and has no material origin.

A Daemon Prince can be used as a patron by a new Champion.
If the Daemon Prince owes his daemonhood to a specific Chaos
Power, then his independence is only nominal as he is a
daemonic servant of his original master. This Daemon Prince
can act independently as a patron.

A player may also randomly generate a patron daemon by
following the procedure below. The procedure is slightly
different to that for creating a random Daemon Prince as
described under Daemonic Legions. This can produce a very
spectacular and interesting daemon which will be eminently
suitable as a patron. Proceed as follows:

1.

Choose a mortal creature as the basis for the daemon.
Refer to the Universal Creature Table and randomly
generate a creature from it.

If you randomly generate an animal (eg horse, wolf,
spider) or an animal-like alien (eg Lashworm, Cudbear)
then you can chose to apply the Crossbreed attribute to it.
Crossbreed it with another randomly determined creature.
This gives a more interesting basis for a mighty daemon.

Refer to the Chaos Attributes Table and randomly generate
D6+3 attributes. If you generate Chaos Spawn or Mindless
attributes re-roll the result. Do not reduce leadership,

intelligence, cool or will power below 1 regardless of
auributes.

Modify the creature’s profile as follows:

Strength Double up to a maximum of 10
Toughness Add +2 up to a maximum of 10
Wounds Double

Initative Double up to a maximum of 10

The creature grows to 112 times its size. It acquires homs,
wings and a tail if it does not already have them.

6.

The creature becomes daemonic and is subject to the
normal rules for Greater Daemons, ie.

1. It cannot be harmed by normal weapons. It can be
harmed by magical or technological weapons, and it
can be harmed by hand-to-hand attacks from creatures
which have a magical attack (daemons, elementals,
chaos creatures, ethereal creatures, and chill attacks
from vampires).

2. TIts own attacks are magical and can therefore affect
daemons and creatures which are only vulnerable to
such attacks.

3. In the material universe the daemon will be subject to
instability.
4. It is not affected by psychological effects other than

those caused by one of the four Great Powers in
person.

5. If the daemon has spell casting powers it may use its
powers without expending magic points. Spells are
always cast successfully.

6. The daemon can fly as a swooper with maximum
speed of 32” and an acc/dec of 8”.

7. The daemon causes the psychological effect of fear
12743.

You now have all the physical details of your daemon. You
will need to give him a name and invent a symbol. A name
can be generated from the daemonic names tables in
Slaves to Darkness, or you can make up a suitable name of
your own. As your daemon took shape, you probably
began to imagine how he might behave, things that would
anger or amuse him, and how he might reward those who
choose to honour him. His attributes may suggest aspects
of his personality, and therefore contribute towards your
own mental picture of his daemonic character. If you have

decided upon an origin for your daemon that might affect
his character 10o0.

It is appropriate for a patron daemon to have trappings,
weapons, armour, and so on. Roll D6+3 times on the
Daemonic Trappings Table below. These are items that a
daemon might have acquired as gifts whilst mortal, or
things possessed by him as physical manifestations of his
daemonic energy.

D6  Daemonic Trappings

1 Daemon Weapon. If rolled twice the daemonic
patron has two weapons. If rolled a third time both
weapons are combined. If rolled a fourth or
subsequent time the new weapon is incorporated
into the old.

2 Chaos Weapon. If rolled again the weapon gains

another property.

3 Chaos Armour. If rolled more than once the
saving throw of the armour is increased by +1.

4 Strength Increase. Add +1 to the daemon’s
strength.

5,6 Daemonic Attribute. The Patron has a daemonic

attribute. He carries some interesting item or he
has some strange property unique to himself. You
can make this up for yourself if your wish, or use
the Daemonic Attribute Table on the following

. ..,,, ‘,.
- NN - oy W - - ~ ~ ~ - e e  we w w wrw w we - - - ~
- - - o A s e W s - -
- o - - . ~




STEPHEN TAPPIN

P T

4 L
Pk

L

| S




CT S R SR

o

ADRIAN SMITH

16-18

Result

Book. A huge book is chained to the daemon’s belt or
wrist. The book contains the names and deeds of all
his Champions.

Familiar. The daemon has one or more tiny familiars
which crawl over his body or scamper about his feet.

Throne. The daemon has a throne made from the
flesh of his fallen champions, or perhaps from their
bones, or carved from some exotic material.

Staff. The daemon carries a tall staff the head of
which is fashioned into the shape of his own symbol.

Bound. The daemon is bound in hundreds of feet of
heavy iron chain, wound around his body like a
mummy, rendering him completely immobile.

Neck Iron. The daemon has a heavy metal collar
around his neck. Four slender metal chains lead from
the collar, ending in a tiny familiar. The four familiars
scamper around the dacmon like a huge maypolc. As
they turn the collar round the daemon’s head turns
round as well.

Chalice. The dacinon has a huge golden chalice. As
his champions are hurt or slain the chalice fills with
their blood and he drinks from it.

DAEMONIC ATTRIBUTE TABLE

22-24

25-27

28-30

3133

34-36

37-38

3941

4245

Black Box. The daemon holds in his hands an
intricately decorated box. As he talks he plays with
the box and it emits strange squeaking and crackling
noises.

Broken Body. The daemon looks as if he has been
torn into many parts and then crudely sewn together
again. As he moves gaps appear where the stitches
meet, and blood seeps out.

Remove Limbs. As the daemon speaks it idly
removes parts of its own body, its arms, legs, head,
wings and so on. These flap around on their own and
eventually make their way back towards the main
body.

Captive. The daemon carries some naked person
tucked under its arm or drags them behind on a chain.
The captive appears passive and lost, occasionally
looking up with an expression of resignation and
suffering. The captive could be a randomly generated
creature if you wish.

Ball and Chain. The daemon is manacled to a huge
iron ball, which sometimes he carries and at other
times drags round after him. Alternatively the ball is
carried by a succession of his Champions.

Neckchain. The daemon wears a heavy chain around
its neck, suspending a huge jewel, carved symbol or
other device.

Living Chain. The daemon wears a chain formed
from a living creature or creatures. For example a
snake which slithers round his neck, or a human chain
made from tiny naked humans each holding the feet
of the one in front.

Bells. The daemon’s body is covered with little bells,
either sewn to his flesh, tied with leather thongs, or

carried on little chains. As the daemon moves the
bells ring.
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52-54

55-57

58-60

' 6163

L 6466

' 6769

2
; 70-72
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Horn. The daemon carries a hunting horn made from
the hom of some huge beast, or from some precious
material. He blows the horn to summon his minions.

Vents. The daemon’s body is covered with tiny holes.
Every so often one or more holes gives vent to a burst
of steam.

Helmet. The daemon wears an elaborate helmet or
other headgear.

Cloak. The daemon wears a strange cloak fashioned
from fur, heavy chains, or the intertwined bodies of
living creatures.

Chariot. The daemon always appears riding a chariot
or wagon pulled by daemonic creatures.

Boat. The daemon always appears at the helm of a
daemonic boat, propelled by a shadowy boatman, and
accompanied by the lapping waves of the warp itself.

Rings. The daemon wears 1 or more finger rings
carved from strange jewels. If he has no fingers the
daemon wears the rings as torques, through his nose,
through his ears, or on his toes. The gems in the rings
shift colour with the moods of the daemon.

Belt. The daemon wears a heavy belt suspended on
which is a purse. Inside the purse is something that
wriggles. It contains the souls of his Champions.

Carpet. As the daemon walks he treads upon a living
carpet of naked humans. The carpet is formed from
the daemon’s fallen Champions or from their victims.

73-75

76-78

79-81

82-84

85-87

88-90

91-93

94-96

97-00

Nails. The daemon has nails driven into the whole
surface of his body. The wounds seep with blood.

Consumes Own Body. The daemon consumes
himself, starting with his extremities and working his
way up to his head or mouth until he is completely
eaten. When he reappears the process begins again.

Consumes Fallen. Beside the daemon is an iron
cauldron from which can be heard agonised cries and
pleading. Every so often the daemon reaches into the
cauldron and takes oul a tiny naked human and eats
it. The daemon is consuming the souls of his fallen
Champions, or of those slain by his Champions.

Rehorn. The daemon appears to slowly swell and as
he does so he also ages, his actions and voice
becoming increasingly feeble. Eventually the
daemon reaches a state of swollen decrepitude, and
he bursts open and an agile, younger version of
himself steps out. The old daemon skin cracks and
crumbles to dust, whilst the new daemon begins the
process of rebirth once more.

Reaper. The daemon carries a scythe or sickle. An
hour glass filled with sand hangs from a chain
attached to his body or belt. Occasionally the daemon
taps the glass and inspects the edge of the scythe. The
sand never appears to move. Each grain is the soul of
one of his champions.

Shroud. The daemon is enveloped in a huge, black,
hooded cloak upon which is chalked or painted all
kinds of daemonic runes. As the daemon gestures and
moves parts of his body appear from the cloak, and
the runes shift and move about, fade or glow.

Totem Pole. Beside the daemon stands a tall totem
pole carved with daemonic faces. The faces move and
murmur, and sometimes take on the appearance of
whoever looks upon them. Occasionally the daemon
glances over disapprovingly, and the pole falls silent.

Hive. The daemon sits upon a mound or hive. As the
daemon speaks bees, termites or some such creature
swarm about him. The swarm is composed of the
souls of all of his fallen Champions and each tiny
creature has a human head.

Mouth Captive. Inside the daemon’s mouth is a tiny
humanoid creature. When the the daemon opens its
mouth to speak or eat the tiny creature tries
frantically to escape, but the daemon’s mouth always
closcs before it succeeds.
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The list below gives types of weapon suitable for a daemon. If
you wish you can use this chart to tum a randomly generated
Chaos Weapon or Daemon Weapon into something more
interesting. Patron daemons do not need weapons to attack as
they can tear, rip, bite and stomp their enemies as they please.

D100 Weapon

01-05 Axe

06-10 Cleaver

11-15 Double-handed axe

16-20 Flail/Cat’o ninetails

21-25 Halberd

26-30 Iron truncheon

31-35 Length of chain

36-40 Long bone (eg femur)

4145 Long knife or dagger

46-50 Morning star

52-55 Plain mace

56-60 Scimitar

61-65 Serrated curved sword

66-70 Spear or trident

71-75 Spiked mace

76-80 Straight sword

81-85 Sword in each hand

86-90 Sword and whip

91-95 Trident and net
Wooden club/branch

THE DAEMON AS PATRON

To use the daemon as a patron you will need to create a Gift
Table for him. This is then used in the same way as the Gift
Tables for Khorne, Slaanesh, Nurgle and Tzeentch. This is
where you must do a lot of the work yourself, and where your
own ideas about the daemon’s character will be important.

You will need about 20 different results. These should be based
upon the daemon’s own appearance and attributes. For example,
if the daemon has the head of a horse, then one result will give
the Champion such a head. Work out as many results as you can
based on the daemon’s appearance, and then add in more based
around the character you have worked out. Invent any special
rules that will be needed, but always try to balance the table so
that there are no especially good or bad results. The whole idea
of this table is that it should make your Champion look and act
more like his patron, so most results should reflect this. If you
get stuck for ideas you can include results which give the

. Champion a daemonic name, or an indelible mark of the patron
- somewhere on his body. Always make sure that there is at least

a 1% chance of an ordinary Chaos Attribute rolled on the
Attributes Table.

EXAMPLE: Gristlegut Daemonic Patron, true name Kweethul

Kweethul began as a randomly generated level 5 Skaven hero, a
promising and characterful start for a daemon. He has §
attribites. T managed 1o roll up Hinmchback, Restial Face (goat -
gaining an extra gore attack), Poisonous Bite (another extra
attack), Overgrown Body Part (Legs x3), and Levitation (12
points to spend). For trappings he has a Chaos Weapon (serrated
sword) with two properties (Command and Parry), Strength +1,
and Chaos Armour. Once the standard profile modifications are
applied Kweethul’s profile is quite impressive.

M WSBS §S T W I A LdInt CI WP
10 4 4 9 6 4 10 4 6 6 5 17

Kweethul gets his wings (as a Skaven he has a tail, and he also
has horns already thanks to his Bestial Face attribute) and grows
to an impressive 10 or 12 feet high (he’s already taller than a
normal Skaven because of his overgrown legs). So, his final
appearance is that of a gigantic humanoid rat with long legs,
wings, a tail, and a hunchback. His head is that of a horned
goat. He wears Chaos Armour and carries a serrated sword.

Kweethul is quite imposing. Nobody is going to mistake him
for anything other than the mighty daemon he is! He has a gore
attack from his horns, and another poisonous bite attack.
Kweethul can also levitate - and as a daemonic creature it seems
appropriate to have him levitate at will without the need to use
levitation points.

KWEETHUL GRISTLEGUT AS PATRON

This is where I can really let my imagination take over!
Gristlegut is based on a Skaven, so his personality is going to
reflect that. Perhaps he screams and screeches like a rat,
repeating the same word several times over as Skaven often do.
Like all Skaven, I surmise that he favours tunnels and dark
places. He probably likes plotting and planning too, because
Skaven are always scheming to undermine human civilisation.
In fact Kweethul doesn’t like humans much, except when he
can twist them to his will, and he takes pleasure in the
destruction of towns and cities of all kinds. So Kweethul is a
devious and subtly manipulative patron, he doesn’t care much
for humans or their cities, but he favours underground places
and darkness. When it comes to designing a Rewards of
Kweethul Table I have to bear all this in mind.
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THE DAEMONIC
PANTHEON

Just as a player can create his own patron, so it is relatively
simple to invent daemonic minions for that patron. If we stick to
the division of Greater Daemon, Lesser Daemon, Daemonic
Steed, and Daemonic Beast, then we have a good basis for our
pantheon. Of course, the new patron is nowhere near as strong
or influential as the four great Powers, and his own daemonic
following is unlikely to be quite as potent as that of Khorne,
Slaanesh, Tzeentch or Nurgle. If you intend to invent a whole
pantheon for your patron (rather than just the patron himself)
then you can incorporate features from the daemonic minions
into the patron’s reward chart.

CREATING GREATER DAEMONS

Your patron has daemonic minions just like the four greater
Powers, the mightiest of these are his Greater Daemons. These
are created as follows.

1. Choose a mortal creature as the basis for the daemon.
Refer to the Universal Creature Table and randomly
generate a creature from it.

2. If you randomly generate an animal (eg horse, wolf,
spider) or an animal-like alien (eg Lashworm, Cudbear)
then you can chose to Crossbreed it with another randomly
generated creature. Alternatively, you may chose to
crossbreed it with the creature the patron daemon is based
upon. See the Crossbreed attribute for details.

3. The Greater Daemon has D6+3 Chaos Attributes.
Determine the attributes by rolling on the Attribute Chart
as normal. If you roll a result you don’t much like, you can
substitute it for an attribute that the patron daemon has. In
this way the worse attributes can be avoided, whilst the
daemon will grow more and more like its master. Do not
reduce leadership, intelligent, cool or will power below 1
regardless of attributes.

4. Modify the creature’s profile as follows:

Strength Double up to a maximum of that of the
patron daemon

Toughness Add +2 up to a maximum of that of the
patron daemon

Wounds Double up to a maximum of that of the
patron daemon

Initative Double up to a maximum of that of the

patron daemon

5. The creature grows to 112 times is size. It acquires homs,
wings and a tail if it does not already have them.

6. The creature becomes daemonic and is subject to the
normal rules for Greater Dacmons. See above for
summary.

7.  Just as the patron daemon has trappings, so the Greater
Daemon also has trappings, weapons, armour, and so on.
Roll D6 times on the Daemonic Trappings Table below.

D6 Daemonic Trappings
1  Nothing

2. ‘A Daemon Weapon. If rolled twice the daemonic
patron has two weapons. If rolled a third time
both weapons ‘are combined, If rolled a fourth-or
subsequent time the new. weapon ‘s incorporated
into-the old.

3 Chaos Weapon. If rolled again the weapon gains
another property.

4. 'Chaos Armour. If rolled more. than once the
saving throw of the armour is increased by +1.

5  Strength Increase. Add +1 to the daemon’s strength
up to a maximum value of that of the patron
daemon.

8  Note down the daemon’s attributes and final profile. Invent
a name for your creation. If the daemon has a weapon this
can be a sword, the same type as the patron, or generated
from the table below.

D100 Weapon

01-05 Axe

06-10 Cleaver

11-15 Double-handed axe
16-20 Flail/Cat"o ninetails
21-25 Halberd

26-30 Tron truncheon
3135 Length of chain
36-40 Long bone (eg femur)
4145 Long knife or dagger
46-50 Morning star

52-55 Plain mace

56:60 Scimitar

61-65 Serrated curved sword
66-70 Spear or trident
71-75 Spiked mace

76-80 Straight sword

81-85 Sword in each hand
86-90 Sword and whip
91-95 Trident and net
96-00 Wooden club/branch

Give the weapon 1 Chaos Weapon Property. This can be either a
property that the patron daemon’s own weapon has, or
randomly generated.




LESSER DAEMONS

A Lesser Daemon can be created using a randomly generated
creature from the Universal Creature Table. Any humanoid type
creature should begin with a basic profile (not a Hero or
Wizard). Proceed ‘as follows.

1. Reduce the creature’s wounds to 1. A Lesser Daemon
should have only 1 wound, and attributes cannot increase
its wounds above 1. If the creature is normally large (eg a
Dragon) then imagine it has shrunk to about human size.

2. Roll on the Change Appearance Table below.

D6 Change Appearance
1 Special. Roll a D6

12 - Remove a body part altogether

3 A body part becomes a flaming part

4 A body part beconies skeletal

5 Substitute a body part for the equivalent
skeletal body part of another creature

6 Substitute a random body part for the head of
another creature.

2-5 Substitute a random body part for the equivalent
part of another creature.

6 Add a random body part from another creature,
Choose where to place the part, or allocate it
randomly if you prefer.

To remove a pait, 10ll on the Body Part Table and remove
the body part or area indicated. To substitute a part for an
equivalent part of another creature, roll on the Body Part

TONY ACKLAND

Table to establish the part to be replaced, then roll on the
Substitute Table to establish the donating creature. For
example, a Body Part roll of 03 is the Head, a substitution
roll of a 01 is an Ant - so the daemon’s head is substituted
for the head of an Ant. To add a body part from another
creature, first establish what sort of body part is to be
added using the Body Part Table. Then establish the type
of donating crcature using the Substitute Table. The pait
can be added anywhere on the daemon’s body you think it
will look most spectacular, or you can randomise its
position using the Body Part Table if you prefer.

Continue to roll on the Change Appearance Table until you
are satisfied with the result. The number of changes you
make is up to you.

Decide upon the number of Chaos Attributes the daemon is
to have. This can be done by rolling a D6.

D6 Number of Attributes
1 1

2-3 2

4.5 3
6 D6

Determine the Chaos Attributes by rolling on the Attribute
Chart as normal. If you roll a result you don’t much like or
which seems inappropriate, you can substitute it for one of
the attributes of the patron daemon. The patron’s attribute
is. randomly determined from amongst all the patron
daemon’s attributes. In this way the worse attributes can be
avoided, whilst the daemon will grow more and more like
its master.

Note down the Daemon’s attributes and final profile.
Invent a name for your creation. If the daemon is not
armed generate a weapon from the table below.

D100 Weapon

01-05 Axe

06-10 Cleaver

11-15 Double-handed axe
16-20 Flail/Cat’o ninetails
21-25 Halberd

26-30 Iron truncheon
31-35 Length of chain
36-40 Long bone (eg femur)
4145 Long knife or dagger
46-50 Mormning star

52-55 Plain mace

56-60 Scimitar

61-65 Serrated curved sword
66-70 Spearor trident
71-75 Spiked mace

76-80 Straight sword

81-85 Sword in each hand
86-90 Sword and whip
9195 Trident and net
96-00 Wooden club/branch

Weapons carried by Lesser Daemons have no special Chaos
Weapons Properties.




DAEMONIC STEED

A daemonic steed is a creature than can be ridden into battle
and gifted to a Champion by his patron. Khomne has his Juggers,
Slaanesh the Mounts of Slaanesh and Tzeentch the Discs.
Nurgle doesn’t really have a steed, although he has the
Nurglings instead.

You can create a strange daemonic steed by taking any creature
randomly generated from the Universal Creature Table. Then
proceed as follows.

L.
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Reduce the creature’s wounds to 1 and its intelligence to
3. A steed may gain more wounds as a result of Chaos
Attributes, but it starts off with just 1 regardless of its
original number. Whatever the creature is adjust its size to
about that of a horse. If might grow or shrink with
subsequent attributes, but must start off about horse size.

If the creature is humanoid and bipedal then apply the
Quadruped attribute to turn it into a quadruped (M+2).
Subsequent attributes might turn it bipedal again, or
remove some of its limbs, but it may still function as a
mount. The Mount of Slaanesh has 2 legs for example,
while the Discs of Tzeentch have none at all.

Roll on the Change Appearance Table below.

D6 Change Appearance
1  Special. Roll a D6

1-2° - Remove a body part altogether

3 A body part becomes a flaming part

4 A body part becomes skeletal

5 Substitute a body part for the equivalent
skeletal body part of another creature

6 Substitute a random body part for the head of
another creature.

2-5 Substitute a random body part for the equivalent
part of another creature.

6 = Add a random body part from another creature.
Choose where 1o place the part, or allocate it
randomly if you prefer. See Lesser Daemons for
further explanation if required:

Continue to roll on the Change Appearance Table until
you are satisfied with the result. The number of changes
you make is up to you.

Decide what Chaos Attributes the daemon steed is to have.
This can be done by rolling a D6.

TONY ACKIAND

D6 Number of Attributes

1 0
2 1
24 2
5-6 3

Determine the Chaos Attributes by rolling on the Attribute
Chart as normal. If you roll a result you don’t much like or
which seems inappropriate, you can substitute it for one of
the attributes of the patron daemon. The patron’s attribute
is randomly determined from amongst all the patron
daemon’s attributes. In this way the worse attributes can
be avoided, while the daemon steed will grow more and
more like its master.

Note down the Daemon’s Attributes and final profile.
Invent a suitable name for your creation. Daemonic steeds
are always unarmed, they do not need weapons to attack.

TONY ACKLAND




DAEMONIC BEAST

A daemonic beast is a pack-creature rather like a daemonic wolf
or pack-hound. Beasts can be gifted to a Champion instead of
Chaos Hounds. Khome'’s beasts are his Fleshhounds, Slaanesh
has the Fiends, Tzeentch the Flamers and Nurgle the Beasts of
Nurgle. A beast can be crcated in the same way as a steed. Take
any creature randomly generated from the Universal Creature
Table. Then proceed as follows.

Reduce the creature’s wounds to 1 and its intelligence to 3.
If the creature has no attacks, increase its attack
characteristic to 1. A beast may gain more wounds as a
result of attributes but it starts off with just 1 regardless of
what it is. Whatever the creature is, adjust its size to about
that of a wolf or large hound. It might grow or shrink with
subsequent mutation, but must start off about wolf size.

If the creature is humanoid and bipedal then apply the
Quadruped attribute to turn it into a quadruped.
Subsequent attributes might turn it bipedal again, or
remove some of its limbs, or even add more.

Roll on the Change Appearance Table below.

D6 - Change Appearance
1  Speclal. Roll a D6

1-2 Remove a body part altogether

3 Abody part becomes a flaming part

4 A body part hecomes skeletal

5  Substitute a body part for the equivalent
skeletal body part of another creature

6  Substitute a random body part for the head of
another creature.

2-5 Substitute a random body part for the equivalent
part of another creature.

Add a random body part from another creature.
Choose where to place the part, or allocate it
randomly if you prefer. See Lesser Daemons. for
further explanation if required.

Continue to roll on the Change Appearance Table until you
are satisfied with the result. The number of changes you
make is up to you.

Decide what Chaos Attributes the daemon beast is to have.
This can be done by rolling a D6.

D6 Number of Attributes

1 0
2 1
24 2
56 3

Determine the Chaos Attributes by rolling on the Attribute
Chart as normal. If you roll a result you don’t much like or
which seems inappropriate, you can substitute it for any of
the attributes which its master the patron daemon has. In
this way the worse attributes can be avoided, whilst the
daemon beast will grow more and more like its master.

Note down the beast’s Attributes and final profile, and
invent a name for it. Beasts have no weapons and do not
need them to attack.
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Using the Universal Creatures Table I rolled up a Dwarf
15 Hero. It has 6 Chaos Attributes in all and the rolls
generate Additional Eye, Pointed Head (-1 Int), Bestial

sa coat with haomo ~ond somn ~téaalo)

Face {of patron - s0 goat with homns and +1 gorc attack),

Zoological Mutation (one leg turns to that of a goat),
Overgrown Body Part (Feet x3 - M-12 T+!p2, W+122,1-2),
and Multiple Heads (two - I decided to add another gore
attack from the additional horns).

I applied the daemonic modifiers, doubling the strength,
wounds, initiative and adding +2 to toughness. The
daemon gets the full wings and tails of a Greater Daemon.
although it already has horns (in abundance!). He gets 3
trappings which generate as Nothing, a Chaos Weapon
(warp), and a strength increase of +1. The daemon’s final
profile is:

MWSBS:S T W I A LdInt-Ci WP
3 6.4 -9 644 5 10 6 100

Toughness, strength and wounds were limited by those of
Kweethul himself, and I decided to round movement up
from 2+ to 3 (halves should always be avoided).

So the daemon is about ten feet tall, with a very stocky
and rounded body. It has two goat’s heads and each bears
three eyes and is pointed! Perhaps the points end in horns,
this would be very spectacular. It has wings and a tail,
which I imagine to be like that of a goat in keeping with
other features. One leg is that of a goat and is cloven, and
both it and the daemon’s normal foot are three times
normal size. The creature carries a mutating Chaos
Weapon, the warp attack causing its victims to change
and mutate.
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LESSER DAEMON
FLOATING HORROR

The Lesser Daemon began its existence as a Harpy -
human bodied but with the feet and wings of a bird and
no arms. I reduced the wounds to 1 immediately, then
rolled to change appearance and the Harpy swapped its
birds feet for the claws of a bear. I decided this wasn’t
quite weird enough, so rolled again and this time the
Harpy gained a pair of arms (from a chameleon - so I
imagine they’re green, scaly and clawed). This looked
promising, so I added another attribute.

This was Plague Bearer, but I didn’t much care for this so
I changed it for a random attribute from Kweethul. As
Kweethul has 5 attributes I listed them and rolled a D6
disregarding a roll of 6. This gave me Levitation (12
points to spend). The final profile looks like this:

MWSBS 8§ T W 1
4 4 0.4 4 1.2 2.6

A Ld Int CI WP
4 7.7

So the daemon has a female human body, but the legs and
wings of a bird and the clawed feet of a bear. Its head is
also female, in keeping with the harpy. Its arms are
reptilian and clawed, and they change colour like a
chameleon. The creature can levitate, and I interpret this
so that the daemon appears to float several feet above the
ground, hence its name the Floating Horror.
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3 STEED OF KWEETHUL
FIRE RUNNER

<. The steed started off as a basic human, so I began by
making the creature quadrupedal and increasing the
size to that of a horse. Movement was increased by +2
to 6 and intelligence reduced to 3. I rolled on the
change table and the steed gained a pair of flaming
hands! This was proving interesting, so I arbitarily
decided to extend the fire to all four limbs, which
looks really good as the creature gallops along leaving
little patches of fire in its wake. I rolled for another
change and the creature gained one eye from a turkey!
Well this was fairly strange too, and I decided that all
the flesh round the eye should be feathered and
* puckered just like a turkey. I rolled another change and
the creature sprouted the arms of a fly.

This was getting quite good, so I decided to stop
rolling changes and add attributes. The attribute roll
gave me no attributes at all! This was a bit boring, so I
went back and rolled for another change. Now the
creature got the head of a lizard! I decided to retain the
turkey eye and feathers on top of the lizard head. The
final creature has a profile as follows:
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STEPHENTAPPIN

ANUSZIUES

STEPHEN TAPPIN

BEAST OF KWEETHUL

THE THING

For the Beast I began randomly with a horse! A bit
mundane perhaps but I decided to stick with my initial
dice roll. I changed its appearance and the horse lost 7
its head and found it replaced by that of a scorpion.I
now had a scorpion-headed horse. I tried for a further f
change and the horse gained an extra pair of legs -
those of a caterpillar! I decided that these would look Y
good at the front. I rolled again and the horse-scorpion
gaincd another head - this time it was the head of a
hare.

The beast was looking distinctly chaotic. The resulting |
creature is pretty jumbled up, so I try to imagine how -
the different components all twist and flow into each

other, so that they don'’t really look like parts of the

creatures they are derived from. The hare’s ears are all .7
twisted and ragged, whilst the fleshy front legs writhe
like stubby tentacles. f
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INDEPENDENTIA

The Realm of Chaos is home to all the former
Champions that have become Daemon Princes
as well as to the countless other entities of
varying kinds, These creatures are known as
Independent Daemons and they can act as
Patrons to Champions just like the Great Powers
of Chaos. There are no absolute rules which
govern the appearance of creatures so powerful
and unique.

To the ambitious modeller Independent
Daemons represent the ultimate in personal
imagination. For a player who has taken his
Champion to the ultimate heights of
Daemonhood what more fitting conclusion is
there than modelling the final appearance of the :
Daemon Prince. b

FOR THIS MODEL

THIS 15 A BEOODTHIRSTER HEAD ATOF A HOWs A LUFFERENT HEAD AND THE ADDITION OF A
MASSIVE CONVERSION " CLAW HELPED HIDE THE USE OF A [ORD OF
CHANGE'S BODY ON THIS MODEE

T »

MECHANICAL PARTS MAKE FOIR A STARE
CONTRAST ON THIS DAEMON




DAENONS OFTEENTCH |

The Daemons of Tzeentch are the most exnﬂc&il}r
colourful of all Daemons. This is especially true of
the Flamer and the Horrors because these creatures

rtially made from raw Chaos and so glow
with inner power.. These effects are brought out by
rich shading and careful highlights as well as by
the use of bright, solid oolnum

The Lords of Change vary in colour a great deal,
but bright blues, shining ye]]crwu and glowing reds
are most smtable and appropriate. Blue Horrors are
a vivid blue: Pink Horrors a radiant pink. Flamers
have pinkish lower parts shading into blue arms -
the overall effect is a vibrant mauve mlour The
Discs are creatures which naturally
__inhabit the Realm of Chaos, taking
‘on a material form only when they
‘move into the material universe.
‘Their bodily form and colour varies
a grcat deal from Disc to Disc, but
most are brightly coloured reflecting
:illle_-inner magic which animates
em. o
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DAEMONS OF NURGLE

Like their master the Lord of Decay, the Daemons of
Nurgle manifest the most horrific diseases and
malformities, discolouring their flesh and tainting their
skin with the vivid hues of corruption.

The basic colour of most Nurgle Daemons is a putrid
green, but this can be brightened up considerably by
luridly discoloured entrails and shining boils. The
Greater Daemons, Great Unclean Ones, are very
proud of their diseased bodies and go to great pains to
cultivate infections by scratching enthusiastically with
their rancid talons.

Both the Nurglings and the Plaguebearers are basically
a putrid green colour, although this varies from a
sickening yellowish green to a dark sludgy stagnant
green so there is plenty of scope for variation. The
Beast is a slug-like creature with an affectionate and
simple-minded nature - it is also deadly as its body
exudes a poisonous slime. This makes the Beast look

sshiny and wet. Its body can be brownish, greenish or

even black.

PALANQUIN OF NURGLE




{:hmpmnt of Chaos are the ufﬁmate warriors of the
Warhammer World. They have struck an unhrﬁakabk
bargain with the gods of Chaos themselves, trading their
lives in return for worldly power and the chance of

immortality as a Daemon Prince of the Realm of Chaos. A.%

Champions rise in the favour of
rewards of Chaos and gratlualljr mutate iﬁm Ever mas;_,
powerful and increasir ds
- are the material xigns

sﬁﬂﬂm’ltr i

‘their gods they acquire

v inhuman foerms. Tt
ﬂaﬂ:summdﬂf' ¢

CHAOS SORCERER.
FOLLOWER OF TZEENTCH

CHAMPION OF NURGLE
(CONVERSION)

WWMRGEWMMUGM
E WEAPONS, RIDING PALANQUIN

CHAMPION OF NURGLE
WTH :EDI.TER
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CHAMPION OF TZEENTCH WITH FLAMER
ARM MUTATION .
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PETE

TAYLOR

Pete TEYICII‘ ig: -2
Warh: ;2 Fantasy
Battle fana{ic who
lives in Mansfield and
whose fabulously
pmn&ﬁd ﬂﬁfi heavily
converted  Chaos
Armies have achieved
v.ridcﬂprcaﬁd fame
both in the pages of
White Dwarf and at
Games Workshop's
regular Games Day

and Golden Daemon

events,

GREAT UNCLEAN ONE - GREATER
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Pete has impressive armies of all four Chaos Powers
numbering well over a thousand models in total! Not only

is Pete a very prolific painter but he is also a very good
one as these models taken from his Tzeentch and Nurgle

collections show. Particularly attractive are many special

conversions which
are accomplished
with considerable
skill and ingenuity.
All involve lots of
modelling work to
produce what are to
all intents new and
unique models.

LORD OF CHANGE - GREATER DAEMON
OFr TZEENTCIT




NURGLE | o

This page illustrates a selection of shield and
banner designs typical of those used by Chaos
Champions of Nurgle and their followers. A
Champion usually chooses or invents a
personal badge which is displayed on his
shield and, in more grandiose form, on his

banner, as shown in the accompanying THE S¥YMBOLE
photographs. His followers adopt a simpler THAT WERE
version for their own shields so that all the iy
Warband carrics the emblem of its Champion. THESE TWO
BANNERS

¥ XK %

GENERAL CHADS SYMBUOLS

o O®Y

SYMBOLS OF NURGLE
bt
& )
'l i 1?%‘”
FLY MOTIFS i
v * * A ? ’%
TRIPARTITE MOTIFS THE MAW & THE PLAGUE CHALICE
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HELMETS & DAEMON HEADS

CHAMPIONS' PERSONAL BADGES




TZEENTCH

These shield and banner designs are typical of
those used by the Champions of Tzeentch.
The serpent is a very popular emblem because
its twisting shape closely resembles the
symbol of Tzeentch himself, Another popular
symhol is the flame as seen in the fireskulls,
sunbursts and fire grail. Of course these
designs are just examples, and players are free
to invent their own emblems as they wish,

sta
i
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CHAOS SYMBOL AND VARIANTS

FIRESKULLS, SUNBURSTS AND THE FIRE GRAIL

o § § & S

THE WITHERING EYE

THIS BANNER
FHOWS HOW
YOU CAN
VARY THE
IDEAS ON
THESE PAGES
TO CREATE
SOMETHING
BOTH NEW
AND
ORIGINAL

THIS SYMBOL HAS
BEEN RENDERED
A5 A BANNER
AND A PIECE OF
ARTWORK
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opportunities

Inhuman Ch}n‘;ﬁians and followers
of the Chaos Powers offer challenging

for spectacular

conversion and painting. This is
brilliantly demonstrated by the
Minotiur, Centaur and Beastmen on
this page - and especially by Ivan
Bartleet's Dragon
Ogre Champion.

TEAANGOR, BEASTMAN
F TEEENTON

NLAANGOR,
BEASTWAN €0F SEAANESH

PESTHGOHR, BEASTMAN
CHAMPION (F NMURGEE

TTZAANGTA BEASTMAN
F TEEENTOH

SEYLOCK, TEEENTEN CENTALR SHAMAN.

PESTHFOR,

NERGLE BEASTMAN SHAMAN

SLAANGIR, FEASTMAN
EIF SEAANESH

LOOMBLLL MINOTALR CHAMPHIN

SHAGGOTH, DRAGON OGRE CHAMPION OF NURGLE
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'RE’"—- EGADES

Chavs Renegades are the champions and followers of
~ Chaws in the 415t Millennium - the mighty Chaos
Champions shown here clearly exhibit the astoun ifts
and heinous attributcs 'ﬂm arc the dnublq—edpddhm)fviﬁs
of Chaos. Rnnug:dgu travel through the warp in their
aricient spacecraft in answer to the call of chaos cultists.
‘They materialize in the Imperium where they wreak
devastation upon human worlds, laying cities to waste and
destroying the enemics of Chaos,

CHAQS RENEGADE
FDLI.D WER OF NURGLE.
(CONVERSION)

CHADS RENEGADE FOLLOWER OF TEEENTCH WiTH PINK WURGLE RENEGADE
HORROR ARMS {CONVERSION) WITH CHAGS BOLTER

CHACS RENECADE OF KENEGALI FULLOWHE CF NURGLE RENEGADSE CHAGY RENEGADE SQUAT
TEEENTCH (PLASTIC SPACE NURGLE WiITH FOLLOWER GF NURGLE
MARINE CONVERSIOND TENTACLED ARM

NURGLE RENEGADE RENBGADE WITH RENEGADE FOLLOWER OF CHAGS RENEGADE $0LAT
(CONVERSION) CONVERSION BEAMER NTIRGEE FOLEOWER OF TEEENTCH




CHAOS WARBANDS

These pages show the Chaos Warbands of Werner Flamefist, Champion of
Tzeenich, and Lothar Bubonicus, Champion of Nurgle.

Although most Chaos Warbands are quite small they are very varied;

mdudlﬂg small contingents of troops as well as inleresting large creatures, a
banner, and a powerful central Champion model. A Chaos
"W‘i.rband therefore makes an interesting collection of

41} models, and one which can be added to as the Warband
W L grows.

R

ORK CARRYING WERNER'S
STANDARD

THE WARBAND OF WERNER FLAMEFIST - CHAMPION OF TZEENTCH '




dEavyMETALS
The banner of Lothar Bubonicus
shows the fly symbol of Nurgle -

echoed in the designs on Lothar's.
palanguin and his followers' shields.

L SR e

SKAVEN FROM LOTIHAR'S
WARBAND

CHAUS DWARF CARRYING
LOTHAR'S STANDARD

CHAOS THUG FOLLOWER LOTHAR BUBONICUS - CHAMPION UTTERBLIGHT, FEMALE
COF NURGLE O NURGLE WJ'Z.JI_HU

THE WARBAND OF LOTHAR BUBONICTS - CHAMPION OF NURGLE
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These are the tales of two exceptional Champions of Chaos, reconstructed
from their Chaos Sagas. The sagas are found in the Chaos Wastes,
inscribed upon monoliths by the Champions’ followers in honour of their
cxploits. Lothar Bubonicus and Werner Flamefist both eventually achieved
Daemonhood in the service of their Patron Chaos Powers, Nurgle and

Tzeentch. Their progress on the Chaos path was spectacularly successful,
since many who set out on this road meet early deaths or fail their Patrons

The rise to immortality of Lothar and Wemer is doubtless due to
their strength of will and their willingness to leave the world as
they knew it to go into the Chaos Wastes. They fought and
defeated mighty opponents and engaged in heroic battles with
rival warbands and enemies of their Patron Powers. They were
always victorious (so it seems, for their defeats are not recorded
on their monoliths, if there were any). This in part must account
for their success, because lesser Champions would have had to

to live on wretchedly as Spawn.

fight many more battles to be as well-rewarded by the Powers
of Chaos as Lothar and Wemer. One wonders what might have
been the outcome if Lothar and Werner had encountered each
other in the Wastes. Certainly only one would have survived
such a cataclysmic struggle to reach Daemonhood. But such a
meeting was never to occur, as Werner lived at least two
centuries before Lothar’s time.

THE SAGA OF LOTHAR BUBONICUS THE EXALTED,
CHAMPION OF NURGLE

When the Green Death raged
I swore an oath to Father Nurgle.

I bade him spare me that I might live in his service
And Father Nurgle chose me as his own.
Though all the village perished
I alone survived.

In the great forest I dwelt.

Amid the wild Beastmen, [ was their shaman.

THE BEGINNING: Lothar was the only survivor of his plague-
stricken village. He believed he was saved because he swore to
serve Nurgle, though it is more likely that he survived due to his
almost supernatural physical endurance. He ventured into the
trackless forcsts and was befriended by Beastmen, who
recognised him as chosen by Nurgle and accepted him as their
Champion.

Nurgle blessed me with endurance.
My blood ran yellow with his power.
When the wicked ones caught me
The torturers caused me no suffering
For Nurgle lent me his great strength
And my brave followers rescued me from the stake.

BATTLE OF THE PYRE: Lothar was captured by witch
hunters, tortured and tied to a stake for burning. His Beastmen
followers emerged from the forest and hacked their way through
the soldiers to rescue him.

Mark of Nurgle: +1 Toughness

Initial Attribute: Blood Substitution - Acid Blood
+1 Toughness

Initial Followers: 6 Beastmen

The rot approached.
Longhorn bellowed loud in Nurgle's praise.
Five Dwarfs from the wilderness
They heard the call, and knew that they were saved
From death in the darkness of the woods.
By Nurgle's will.

TRIUMPH IN THE FORESTS: One of his Beastmen sent out a
call of triumph in the forests. A band of Dwarfs, lost in the
woods, made their way to the sound and, since Nurgle had
saved them, they willingly joined Lothar’s retinue, which now
numbered 6 Beastmen and 5 Dwarfs.

Chaos Gift - Horrible Stench
Enormous Noise for a Beastman
5 Dwarfs

First Reward:
Follower’s Reward:

New followers:
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Questing knights
Slew herd-kin in the glades.
They cooked his flesh upon their fire
And Nurgle punished them with death
Save only one, robust and strong.
He called on Nurgle and so death passed him by

To serve me as my henchman
When I was consumed with the rot.

BATTLE OF THE GLADES: A band of knights slew one of
Lothar’s Beastmen in the forest glades and ate his flesh only to
die from the infected meat of Nurgle's herd. Lothar’s retinue
now numbered 5 Beastmen and 4 Dwarfs, one Dwarf having
been slain in the battle. However one of the knights
miraculously survived his wounds, and recognising the will of
Nurgle, Lothar accepted him as his personal henchman.

Second Reward: Nurgle’s Rot - as a Champion of Nurgle,
Lothar was not affected by the Rot but

became a carrier

Follower’s Reward:  Hideous Appearance for a Beastman

New Followers: Chaos Warrior

The lands beyond the forest were in turmoil.
Warriors stalked the land.
Nurgle prepared us for this time of strife.
Armour for Grod, my henchman;
The rust that turns a blade.
For me, mites of Nurgle, my little friends,
to lick my sores.

Third Reward:

Follower’s Reward:

Chaos Gift - Nurgling Infestation
Chaos Armour for the Chaos Warrior

New Followers: None

Profane ones violated our sacred woods
With foul relics in their train.
Nurgle told us in the dance of flies
To purify his wilderness forthwith.
Grod, my henchman barred the way.
While Dwarfs and Beastmen slew the impure ones.
Amongst the booty, u Palanguin Lo serve me us 4 mount.
For the rot was great.

AMBUSH OF THE RELICS: Lothar’s retinue ambushed a
band of monks escorting holy relics through the woods. They
were warned in advance by observing the movements of flies, a
divination technique known to Nurgle cultists. The monks were
driven out and abandoned their wagons. In them Lothar found a
high priest’s golden Palanquin which tarnished as soon as he
laid hands on it. This was seen as  a great reward. Lothar’s
retinue was reduced to 4 Beastmen and 3 Dwarfs due to losses
during the ambush.

Fourth Reward:

Follower’s Reward:

Chaos Gift - Palanquin
Skull Face for a Dwarf

New Followers: 5 Humans

The peasants fled and joined my band.
Nurgle saved them from the famine and the harsh hand of man.
We sacrificed to Nurgle, I grew green in his image.
He who tilled the fields beneath the yoke
Became one who wields the wand and brings the rain.

PEASANTS’ REVOLT: Peasants living on the forest edge
rebelled and fled to join Lothar’s growing band. One of them
turned out to be a witch. Lothar increasingly grew to resemble
his inhuman master. His band now included 4 Beastmen, 3
Dwarfs, the Chaos Warrior Grod, 5 Humans wearing armour
stripped from slain lords, and a Human Wizard.

Fifth Reward:

Follower’s Reward:

Chaos Gift - Hide of Nurgle
Multiple Rewards for the Humans

New Followers: 1 level 5 female Wizard

Into the city we came at night.
Through the sewers we were led by Nurgle's scouts.
Vermin of valour did their work well.
Now the high lords scratch and wither.
The justice of Nurgle is delivered

PLAGUE RAID ON UBERAVERGLAU: Led by Skaven into
the heart of the town through the sewers, Lothar infected the
castle of the prince and the houses of the rich burghers with
plague in vengeance for the oppression of the peasants and the
persecution of witches and Beastmen. Lothar was honoured
with the Skaven title Bubonicus and his band swelled by 4
Skaven.
Sixth Reward: Chaos Armour (Lothar’s hide is now
uncannily tough)

Overgrown Arm for Grod
4 Skaven

Follower’s Reward:

New Followers:




I saw a vision of Nurgle’s realm.
A green wood stretching as far as eyes could see
Seething with life and the drone of fat flies.
When I awoke, I saw the master’s rune in snail-trails.
We followed, secking for the runes
Until we crossed the edge of fate.
We found three herdkin and the Ogre of the hills.
But Nurgle's Steed I gave to Grod
And Nurgle strengthened his arm that he might protect me.

TREK TO THE CHAOS WASTES: Lothar, having seen a
vision of the Realm of Nurgle, led his band into the Chaos
Wastes by following the runes made by snails with their slime-
trails. On the journey Lothar was rewarded with a Daemonic
Steed which he gave to Grod, whose arm had grown out of all
proportion. Lothar, confined to his Palanquin, increasingly
relied on Grod to fight for him as a henchman.

Chaos Gift - Daemonic Steed given to
Grod

Mane of Hair for Grod
3 Beastmen and 1 Ogre

Seventh Reward:

Follower’s Reward:

New Followers:

Twice twenty years within the Wastes.
The green glades of Nurgle eluded us.

1 called to Father Nurgle: are we unworthy?
Then herdkin found the scent of Nurgle's foes.
It was a time of trial
For only the strongest live to run wild in Nurgle’s glades.
We slew them, a feast for the flies.

They who followed The Changer, change no more.
The slaying of exalted ones brings great reward.
Flies swarming on the blood-drenched sword
Merged with the metal.

Runes spelled its name: Plaguebiter.

The leaderless ones flocked to my fly banners
As we march to the last battle.

CLASH OF THE WARBANDS: This was undoubtedly the
most decisive battle in Lothar’s career. Lothar’s warband
clashed with an exalted Champion of Tzeentch and his retinue.
Their opponent was certainly a very grecat Champion on the
verge of Daemonhood himself. When Lothar defeated him it
was also a great triumph of Nurgle over Tzeentch. In their
fervent belief that Nurgle was testing them after twenty years
wandering in the Wastes, Lothar’s retinue fought ferociously
and annihilated their foes. For this they were well rewarded.
The battle was hard-won and 3 Humans were slain together
with a valiant Skaven and 5 Beastmen. Grod and Lothar, high in
the favour of their lord, escaped serious wounds. Lothar
gathered to himself more Beastmen and his band was renewed
in strength, now containing Grod mounted on his Steed, 9
Beastmen, 3 Dwarfs, 3 Skaven, 2 Humans, an Ogre called Skas
and a witch called Utterblight.

Eighth Reward:

Follower’s Reward:

Chaos Gift - Rune of Nurgle
Horns given to Grod

New Followers: None

Ninth Reward: Chaos Gift - Daemon Weapon in which

a Plaguebearer is locked
Follower’s Reward:  Plague creeps over Grod’s Steed

New Followers: 7 Beastmen

The green glades of Nurgle
Seething with growth and the drone of fat flies.
Beastmen gasping to drink the sweet green waters.
They who dared to bar our way
We slew them; to Plaguebiter they fell.
Not one escaped.
Nurgle rewarded us
For only the worthy may enter his realm.
The road was long.
Suffering I endured in Nurgle's name.
He did not desert me.
Beside this stone I shed the rags of plague
An exalted one of Nurgle, rewarded with immortal flesh.

BATTLE OF THE GLADES OF NURGLE: This was the last
battle and Lothar felt it in his bones. He knew he must win at all
costs and the costs were high. Lothar finally arrived at the
Realm of Nurgle, but a rival warband barred his way. Lothar’s
retinue were overcome with thirst and charged headlong for the
shade of Nurgle's glades. The sight of Lothar utterly destroying
yet another foe in his unswerving determination to follow the
way of Nurgle caught the eye of the Plague Lord. At long last,
after years of struggle and suffering, Lothar’s superhuman
endurance was rewarded with immortal form as a Daemon
Prince of Nurgle. Grod survived to take over the remnants of
Lothar’s band. Many had fallen in the battle, never to see
Nurgle’s glades. Grod honoured his former master by
instructing the remaining Dwarfs to inscribe a monolith for
Lothar, on which this saga is carved.
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Tenth Reward: Eye of God - Lothar becomes the
Daemon Prince Ghur’urgh bu’yue,

known as Bubonicus

STEPHEN TAPPN



THE SAGA OF WERNER FLAMEFIST,
CHAMPION OF TZEENTCH

In the darkness I practised the secret arts.
I'was then but a collector of charms.

I looked to the Lord of Changes for wisdom
And Tzeentch found me and led me into the light.
I searched for Fool’s Gold and found the magic stone.
I bathed in the rainbow of Chaos
High priest of the coven.

THE BEGINNING: Werner was a noble who dabbled in
alchemy. While trying to turn base metals into gold, he
discovered a crystal of warpstone. Immediately Werner began to
change physically. His skin became psychadelic and he
gathered about him a coven of followers.

Mark of Tzeentch:
Initial Attributes:

Magic Item - Warpstone Charm

Vividly Coloured Skin
Dimensional Instability

Initial Followers: 6 Humans
igers in the great hall.
I fled into hiding, my followers with me.
Tzeentch strengthened us

A long-arm for Kaspar, a crystal helm for me.

DAGGER NIGHT: Wemer and his coven were discovered by
vengeful kinsmen during a family feud. They were determined
to stamp out Werner’s heresies which were bringing the
household into disrepute. Werner fled into hiding with the
remnants of his coven, numbering 6 Human Cultists.

Chaos Gift- Chaos Armour

Tentacle for one of the Humans

First Reward:
Follower’s Reward:

New Followers: None

From the castle crags to barren hills
Tzeentch led us.
The horned ones were our swords and shields
Against the brigands of the night.
Weapons harm not the followers of Tzeentch

FLIGHT TO THE CRAGS: Werner fled from his ancestral
home into the wild hills where he grew stronger and was
befriended by Beastmen, attracted by his charisma and magic
powers. Werner’s band was swelled by 9 Beastmen, who fought
off brigands for Werner. They knew him to be favoured by
Tzeentch and became his followers. Two Human Cultists were
slain in skirmishes in the crags.

Second Reward: Rapid Regeneration

Follower’s Reward: Characteristic Increase +1S, +1T for
a Human

New Followers: 9 Beastmen

In dark caves, the eye of Tzeentch found me.
He sent a skittering beast to lead me through the dark.

Tzeentch forged for me a sword and made me his warrior.

THE DARK CAVES: Werner was guided through a cave !

system by following a Cockatrice. Somewhere in the caves,
Werner chanced upon a Chaos Weapon, which he believed was

undoubtedly cast in his path by Tzeentch himself. Werner felt

himself to be transformed into a warrior of considerable
prowess.

Third Reward:

property of Deflection. Werner also
gained +1 Attack and +1 Wound

Follower’s Reward:
Beastman

New Followers: 1 Cockatrice

Brighter than the light of day
Shines the gaze of Tzeentch, Changer of the Way.
Upon the gleaming plains of endless change
Stretching to infinity
There speed the Steeds of Tzeentch.
By the will of Tzeentch are the savage beasts tamed
To serve his worshippers.

THE CHAOS WASTES: Werner and his band emerged from
the caves led by a Cockatrice. They appeared on a great
shimmering plain. The skies were full of Flying Discs and one
attached itself to Werner as a personal mount. Further into the
Wastes, Wemer used his Disc to hunt a Minotaur who joined his
following. Werner’s retinue now included 4 Humans. a
Cockatrice, 9 Beastmen, a Disc and a Minotaur.

Fourth Reward: Chaos Gift - Daemonic Steed: Flying
Disc

Follower’s Reward: Multiple Heads erupt from a
Beastman

New Followers: 1 Minotaur

Eye of God - Chaos Weapon with !

Razor Sharp Claws sprout on a '




The vile pools of stench
We cleansed with blood offerings to Tzeentch.
The foul waters boiled in rage
Under the searing gaze of the Changer of the Way.
From the murky depths came beasts fashioned from his thought.
Tzeentch creator of creatures, defies the worldly way.
Vicious spawn, who ask not where or why
Eager only to eat the foe, or die.

BATTLE OF THE SLIME POOL: Wemer’s band found a foetid
swamp occupied by creatures of Nurgle. These were slain
forthwith and their spilt blood brought about a magical change
to the stinking pools. Tzeentch was at work, and the vile
remains were re-forged into dangerous Spawn who can fight for
Werner. Three Beastmen were slain during the slaughter.

Fifth Reward: Chaos Gift - 3 Chaos Spawn

Follower’s Reward: Bestial Face grows upon a Human

New Followers: None

One by one, the foes of Tzeentch I laid low.
No one could stand the gaze of Tzeentch
Granted only to his favoured ones.
I spared the green-tusked warriors.
When they saw the signs of Tzeentch
They fell upon their faces
For Tzeentch spares those who can change with the times.

THE RAMPAGE: Wemner and his retinue rampaged across the
Wastes, slaying all-comers in the name of Tzeentch. Werner
was no fool, and he picked only lone Champions or those with
denuded warbands. Consequently, he gathered strength slowly
and did not attract the eye of Tzeentch. Werner spared some
Orcs who willingly embraced the worship of Tzeentch after
witnessing the prowess of Werner in action. During this time
Werner’s warband dwindled to 3 Humans, 3 Beastmen, 1
Cockatrice (called Skitter), 1 Spawn (known affectionately as
Jibberwack), 2 newly recruited Orcs, the Minotaur (called
Gorekopf) and the Disc mount of Werner himself.

Sixth Reward: Chaos Gift - Withering Gaze
Follower’s Reward: Beak adoms the face of a Beastman

New Followers: 2 Orcs
In the crater of fire
The arrogant ones met the wrath of Tzeentch
And the Lord of Change rewarded me accordingly.
As a Flamer I shall be.
All Beastmen shall call me master.

BATTLE OF THE CRATER OF FIRE: Werner made his way to
a volcanic crater which he considered sacred to Tzeentch. On
finding three warbands using the magma as a mere cooking fire,
Wemer became enraged and all were slain for their desecration.
Tzeentch was well pleased and granted Werner the aspect of a
Flamer. His band was swelled by more Beastmen, since he had
lost 2 Beastmen during the battle. The warband now included 7
Beastmen, 3 Humans, a Cockatrice, a Minotaur (both scarred by
many old wounds), a Chaos Spawn, 2 Orcs and Werner
hovering on his Disc.

Seventh Reward: Chaos Gift - Crossbreed with Flamer

Follower’s Reward: Bestial Face for a Human

New Followers: 6 Beastmen

To wield magic in the name of Tzeentch
To change his foes by awesome flux
That was my final task, the last challenge.
I sought a powerful foe
Hunted him for many years.

I confronted mighty Festus the Fiend.
My spell skills counted for more than any weapon
The glint of magic caught the eye of Tzeentch.
He knew my worth in his eternal legions.
This stone was raised by my followers
It marks the birthplace of a Daemon Prince.

BATTLE OF THE FLUX: Wermner realised that only by slaying
a foe with magic could he win the favour of Tzeentch. He
sought a powerful opponent to challenge. Eventually he
overcame a huge, exceptionally tough Champion of Nurgle,
Festus the Fiend, by means of spells alone. The flash of magic
attracted the gaze of Tzeentch and Wemer was immediately
rewarded with Daemonhood in a blaze of glory. He cast off the
warpstone charm that began his rise to power, challenging any
who darc to find it. Festus the Fiend managed to account for
most of Werner’s warband before he himself fell. The bones of
the Minotaur and the carapace of the Cockatrice are strewn
about the site of Wermner’s monolith, accompanied by the skulls
of Beastmen, some of which must have been followers of
Festus as well as Wemer. Some of Werner’s original Cultist
friends must have survived to carve his saga on the monolith.
No doubt one among them went on to become a Champion of
Tezeenwh, following in his master’s footsteps.

Eighth Reward: Eye of God - Werner becomes the
Daemon Prince Tzy'y chy ikch, known

to cultists in the Old World as Flamefist.

STEPHEN TAPPIN




= paed

LOTHAR BUBONICUS
CHAMPION OF NURGLE

MWSBS S TW I A Ld CI Int WP
Bubonicus 4 3 35 13 1 7 7 71 17
Chaos Attributes
Blood Substitution (Acid Blood), Horrible Stench, Resilient.

Chaos Gifts

Chaos Armour, Daemonic Steed (ridden by Grod, the Chaos
Warrior), Daemon Weapon (possessed by Plaguebearer), Hide
of Nurgle, Nurgle’s Rot, Nurgling Infestation, Palanquin.

BUBONICUS’ WARBAND
MWSBS S T W I A Ld CI Int WP
9 Pestigor 4 334231 7 6 7T 6

One Pestigor (Nurglesque Beastman) has Enormous Noise, one
has Hideous Appearance.

MWSBS S T W
1

A Ld CI Int WP
343 3 4 1

I
2 9 7 9 9

One Chaos Dwarf has a Skull Face, one carries Lothar’s banner.

3 Chaos NDwarfs

MWSBS S T W i1 A Lda C1 Int WP
3 Skaven 5 3 33141 6 6 5 17
MWSBS S TWII A Ld ClI Int wp
2 Humans 4 3 333131 7 7 71 1
Grod MWSBS S TWI A Ld CI Int WP

1ChaosWarrior 4 7 6 5 3 2 5 3 942 942 9+2 9+2

Grod has Chaos Armour, Horns, a Mane of Hair, an Overgrown
Arm and rides a plague-infccted Chaos Steed.
1

Grod’s MWSBS S TW I A Ld CI Int WP
Chaos Steed 8 4044142 5 5 5 17
Utterblight MWSBS S TW I A Ld CI Int WP
Lvl 10 Wizard 4 4 3 4 3 24 1 8+1 942 8+1 942
Skas MWSBS S TW I A Ld CI Int WP
1 Ogre 6 3245332 7 4 5 17

WERNER FLAMEFIST
CHAMPION OF TZEENTCH

MWSBS S T W
Thunderfist 4 3 4 4 4 2
Chaos Attributes

Dimensional Instability, Rapid Regeneration, Vividly Coloured
Skin.

Chaos Gifts

Chaos Armour, Chaos Spawn, Crossbreed with Flamer (gains
Flamer arm), Eye of God (Chaos Weapon - Deflection),
Withering Gaze.

A Ld CiI Int WP
2 4 9 9 9

Magic Item: Warpstone Charm.

MWSBS S T W
33 2

A Ld Ci Int WP.
Flying Disc 123 - 1

I
3 10 0 10 10

THUNDERFIST’S WARBAND

MWSBS S TW I A Ld ClI Int WP

7 Tzaangor 4 4 33 4 23 1 7 6 7 6

One Tzaangor (Tzeenichian Beastman) has a Beaked Face.

MWSBS S T W
1

A Ld CI Int WP
4 3 3 33 1

1
3 Humans 3 7 7 7 17
One with Characteristic Increase and two with Bestial Faces

(Goat and Rat).

MWSBS S T W A Ld Cl Int WP
1

1
4 3 33 412

—
~
i
2
-~

2 Orcs

One Orc carries Flamefist's banner.

Skitter MWSBS S TW 1 A Ld CI Int WP
1 Cockatrice 33044243 6 4 6 6
Gorekopf MWSBS S TW 1 A Ld CiI Int WP
1 Minotaur 6 43 44332 9 S5 7T 6
Tibberwrack MWSBS S TW I A Ld ClI Int WP
1ChaosSpawn 4 4 3 5 4 31 4 7 0 5 17
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The name ‘Beastmen’ describes this warrior race quite accurately, for
% Beastmen are part man and part beast - creatures whose bodies combine
) the physical appearance of both animal and man. The majority of
> Beastmen are humanoid with an upright stance: two arms, two legs, torso
and head. However, Beastmen are the Children of Chaos itself, and their
mutated bodies can be twisted into all kinds of bestial shapes. They are only
. partly human in other ways too, for although they have the intelligence of a
man they employ it with the cunning of a wild animal. Beastmen are savage

fighters. They have the tenacity of a wild creature, the extraordinary strength of an animal, no
more pity than a hunting beast, and yet they combine all this with human intellect.

THE ORIGIN
OF THE
BEASTMEN

Beastmen are not natural creatures. They are mutants created
from men and animals by the energy of Chaos. Their origin lies
long ago, at a time when the Warhammer World was dominated
by the ancient race known as the Old Slann. The Old Slann built
two warp gates over the poles of the world. These warp gates
were literally holes between the real world and the Realm of
Chaos. By moving into and through the warp gates, the ships of
the Old Slann could travel anywhere beyond the Warhammer

World to the outer depths that separate one world from the next.
The technological achievements of the Old Slann were such that
they were able to control these gateways and prevent the
material and immaterial dimensions intermixing.

What caused the Old Slann to disappear is a matter for some
conjecture. Perhaps it was the decline of their civilisation that

led to the failure of their warp gates, or perhaps it was the other.

way round, and the collapse of the warp gates destroyed their
thriving culture. Some people believe that the Old Slaun
deliberately destroyed the warp gates in a desperate bid to keep
something dark and sinister out of the material world. Whatever
happened, the mechanisms controlling the warp gates on the
‘Warhammer World went wrong. The same thing happened upon
thousands of worlds, as most of the Old Slann warp gates were
destroyed. The result was rather like an explosion in which the
fabric of the Realm of Chaos burst into the material universe
with catastrophic results. Clouds of black warp-dust settled over
the Warhammer World, causing mutation and saturating the
atmosphere with the raw power of Chaos. In this new
environment all kinds of mutated creatures were brought into
existence, including the rat-children Skaven, half-men and half-
horse creatures called Chaos Centaurs, and many others of
which Beastmen were the most common of all.

Since that time Beastmen have thrived upon the edges of the
civilized world and have grown strong upon their diet of
unending battle. They have multiplied in numbers throughout
the Old World, but remain most numerous in the north, within
the dark forests of the Empire and the forbidding wildernesses
of Kislev. Even the Estalians and the Tileans, the southernmost
nations of the Old World, live in constant fear that hordes of
Beastmen will some day rise up and overwhelm them. This fear
is largely unwarranted, for Beastmen arc less concerned with
humanity than humanity is with them. Of course, any human
foolish enough to wander unarmed and alone into the forest
would soon attract the unwelcome attentions of the creatures
who live there, but for the most part Beastmen pay little notice
to the petty concerns of humanity.

Beastmen live in roaming bands dominated by Beastmen
Champions of Chaos as described on the following pages. Small
groups will often ally themselves to human or other Champions
of Chaos, joining their warbands and fighting their battles.
Beastmen have a natural empathy for Chaos - in a quite literal
sense they are the Children of Chaos because they were brought
into existence by its dark energies. This empathy overcomes
any natural antipathy Beastmen may have for other races, so
that they willingly serve all manner of Chaos Champions
whatever sort of creatures they are.




TYPES
OF BEASTMEN

To the fearful eyes of the outside world all Beastmen appear the
same - an unruly mass of flesh, fur and teeth. In their ignorance
they can discern no distinguishing characteristics that mark the
different physical and social types, nor any kind of social
hierarchy apart from the simple supremacy of the strongest.
This is a mistake often made by Humans, whose judgement of
Beastmen is overwhelmed by the brutal power and savagery of
these creatures. In fact, Beastmen society is very precise and
ordered, and there are several disunct levels of class and rank

GORS

The most common type of Beastmen are called Gors, who can
be readily distinguished from more lowly breeds by their horns.
The number of horns is not important, although it is preferable
that they should be on the creature’s head. Gors take great pride
in their horns and often polish, paint or decorate them to
enhance their natural lustre or shape.

Lowly breeds look to the Gors for guidance and leadership,
praising them endlessly in victory, and grumbling behind their
backs when things are not going so well. Most Beastmen
battle-leaders and the top warriors will be Gors. The Gors are
divided into two main types and a lesser third type. The two
main types are the goar-horned Caprigors and the bull-horned
Bovigors. The third variety is known as Ungors, a Beastman
phrase which means something like, ‘not quite right Gors’ or
‘other Gors’.

Caprigors are more common that other Gors. They have
curling or straight horns on their head like a goat or sheep. A
Caprigor may have the entire head of a goat and often has goat’s
legs as well. A Beastman with these mutations but no others is
called a Truegor, a title also shared by some other kinds of Gor.
A Caprigor Truegor is said to be bigger, braver and even more
clever than other Caprigors.

Bovigors are not quite so numerous as Caprigors. A Bovigor
bears cattle horns on his head and may have the entire head of a
bull or an ox. If he has a bull’s head and either human or goat
legs he can be qualified as a Truegor. Bovigors are very
competitive and like to think they are superior to other Gors.
Most Bovigors believe that brawn is better than brains, many
possessing a great deal of the former and very little of the latter.

Ungors have horns but not necessarily on their heads. They
may havc onc horn or many, but thcy won’t be rccognisably
those of goats or cattle. Ungors are therefore very varied in
appearance and include Beastmen with all sorts of mutations.
An Ungor with a particularly spectacular array of homs, or with
a single fine homn, is the subject of considerable envy. However,
most Ungors have only scabby little horns or peculiar
misshapen versions, much to their annoyance and the
amusement of more lowly Beastmen.

BRAY

The majority of Beastmen who are not Gors are called Bray.
The name refers to the braying, whinnying, whooping
cacophany that Beastmen make when they band together to
fight or feast. Apart from lacking horns, there is very little
consistency in appearance that distinguishes a Bray from a Gor.
A very brave, cunning, and unusually lucky Bray can rise to
become a leader, but this is not very common. Gors do not like
Brays giving them orders, and a Bray who fails to show a Gor
the proper respect is asking for trouble.

SPAWN

The dividing line between a mutant and Chaos Spawn is a
narrow one, and amongst Beastmen it is a line often crossed. As
with all of the followers of Chaos, fresh mutation can turn them
into Chaos Spawn: mindless and unrecognisable things divested
of their intellect and form. Sometimes Spawn are killed or
driven away if they are dangerous or useless. though Spawn
who are helpful, perhaps because they are still worthwhile
fighters, are kept out of respect for the mighty warriors they
0ONce were.




TURNSKINS

A Turnskin is a Beastman who was born human, The continual
seepage from the broken warp gates causes mutations among all
the creatures of the Warhammer World. Human mutants are not
tolerated in their own societies, and most of them are killed at
when their mutations manifest themselves, or are driven from
their homes to die lonely deaths. The toughest and most
cunning manage to survive their physical and psychical
rejection and come to join up with bands of Beastmen.
Regardless of his physical appearance, a Turnskin is always a
Turnskin rather than a ‘pure’ Beastman, which means he is the
lowest of the low as far as the Beastmen are concerned. If a
Turnskin has horns they are sawn off before he can be accepted
by other Beastmen, otherwise he could be mistaken for a Gor.

GAVES

Throughout the lands of the Empire and northwards, it is not
uncommon that healthy, sound, human parents produce a
mutant child. While some mothers try to conceal their babe’s
deformities, the majority feel such shame that they give them up
to the forests or rivers. Left lying in a bed of fallen leaves or set
afloat upon a raft of reeds, the new born mutants are abandoned
to die from exposure and hunger. They rarely die however, for
the ears of the Beastmen are keen, and they are always alert to
the cries of their own kind. Such foundlings are adopted and
reared in the forests in he deepest and most permanent camps
of the Beastmen. They are called Gaves or Gave Children.

Beastmen regard Gaves as a gift of Chaos and welcome them
amongst their ranks. They grow into Beastmen and become
Gors, Brays or the other types described depending on their
appearance. Beastmen place no stigma on Gaves, and
sometimes add ‘gave’ to their name if they are adopted
foundlings of this kind. Horngave, Gorgave, Shadowgave and
Nightgave are typical Gave names.

SHAMANS

Shamans are a very special kind of Beastmen because they have
magical powers, though this is only a part of what makes them
special. Shamans are the intermediaries between the Beastmen
and the Realm of Chaos itself. They can spirit-walk in the
Realm of Chaos and talk with the very Daemons of the Chaos
Powers. Shamans never lead other Beastmen, but the
Beastmen’s strongest leaders rely on them for all kinds of
advice as well as help in bartle.

BEASTMAN
SOCIETY

Beastmen live in the deep, dark forests of the Old World where
they fight amongst themselves and against Chaos Warbands,
human bandits and Orc tribes. They pose an unavoidable threat
to travellers on the forest roads and to small villages and
homesteads in or near the forest edge. Many a home or hamlet
has been raided in the night, its occupants slaughtered as foxes
slay chickens for sport. There is little the authorities can or will
do. The Beastmen concentrate their attentions on the outlying
areas and the disappearance of the odd isolated farm or village
means little in economic or political terms, if its loss is noticed
at all. Beyond the Old World, Beastmen live in the barren lands
of the north, where the influence of Chaos is srongest.

WARBANDS

The basic social unit of Beastmen is the warband, which
consists of a Chaos Champion and his followers. Beastman
warbands are usually larger than those of Human Champions,
and they mostly consist of Beastmen. The warband rarely has a
permanent base, but lives in a series of temporary camps deep
in the woods or in some hidden part of the wildemness. Caves
make good sites for camps so long as they are near running
water and have a good view over the surrounding forests. Once
a warband has hunted the surrounding forests and raided any
settlements nearby it moves to another camp some distance \
away. In this way they are constantly on the move, sometimes
clashing with ather warhands over a particular territory.




THE SUCCESSION OF A WARBAND

* Warbands can lose their Champion for several reasons: through
‘his death in battle, turning into a Chaos Spawn, or he can
achieve daemonhood and enter the Realm of Chaos. When this
happens the warband will usually continue with one of its other
members as its new Champion. Sometimes when a Champion is
killed his warband splits up into smaller separate warbands each
with a new Champion of its own. Because warbands are
continually dividing when their Champions are slain, it is quite
common for drifting or unled Beastmen to seek out and join up
with other warbands.

THE CHAMPION’S BANNER

Every warband has its own unique banner which proclaims the
name of its Champion and lists the deeds of the warband. The
banner is carried by the Beastmen in battle, and at other times
placed in its own special tent or place in camp. Every warband
is very proud of its banner. If a banner is stolen, destroyed, or
captured in battle it is a great disgrace for the entire warband,
and especially for the Champion himself.

The banner is made from the flayed hide of a fallen enemy, so
the larger and more powerful the enemy the better! The
Champion makes his sign or writes his name at the top of the
banner in the Dark Tongue, and attaches the trophies of the
warband’s victories to it. If the Champion thinks a particularly
heroic deed needs more explanadon, he has a picre drawn on
the banner to commemorate it. In this way a banner records the
story of the Champion’s career. Sometimes a warband becomes
so famous that the Champion has to slay another enemy and add
his hide to the banner just to create more room!

When a Champion is slain his banner is burmed or buried with
him, but his successor will tear off a small patch to sew on the
new hanner he will create. Patches from previous Champions
are also taken off the old banner and fixed to the new. The
banners of most warbands have several of these tiny patches,
some of which may be hundreds of years old.

THE CHAMPION’S FEAST

When a Champion is slain, his followers mourn him with
raucous feasting and dancing. If the dead Champion is a
particularly famous Beastman, many warbands may be invited
to the feast and a great Brayherd is held as described below. At
the feast the Champion’s own body is eaten by his loyal
followers. The most tender and choice bits are eaten by his
oldest and most favoured retainers. If the Champion is to be
succeeded by one of his followers, the new Champion
consumes the old Champion’s heart, gulping it down in one bite
to the roaring applause and chanting of the rest of the warband.
Beastmen say that the warrior’s essence lies in his heart, and
that by eating the heart of the Old Champion part of his wisdom
and power passes into his successor.

The Champion’s feast is a great tradition amongst Beastmen,
and if a Champion’s body is destroyed the warband considers it
a very bad omen for its future. Beastmen believe that by eating
their old leader they will inherit some of his character as well as
his most distinctive physical mutations. Perhaps this is true, for
it is certainly the case amongst the oldest established warbands
that its members share many common traits and attributes.

THE BRAYHERD

Rival warbands of Beastmen feel little reluctance when it comes
to fighting each other over disputed territory, booty, or just for
the sake of it! However, it is frequently necessary for Beastmen
to gather together in strength, either to attack a common foe, to
defend themselves against attack, or to take part in one of their
spectacular all-night festivals. Any common meeting of
different warbands is called a Brayherd.

A Brayherd is convened when one Champion goes to an
established meeting ground. These meeting grounds are always
well hidden places away from the eyes of prying humans, such
as valleys, or caves. The Brayherd site is marked by a huge
stone slab called a Herdstone. Some Herdstones are natural
outcrops, others are rough slabs erected by the Beastmen. The
Herdstone is blackened with the soot of the meeting fires.

When the Champion reaches the Herdstone he lights a signal
fire and his warband camps nearby. Over the following nights
other Champions arrive with their warbands, attracted from afar
by light of the signal fire. As each Champion arrives he
scratches his name or mark on the Herdstone using the Dark
Tongue runes of Chaos. His warband sets up camp around the
fire. Once enough warbands have arrived the Brayherd begins.

WAYNE ENGLAND




KEVIN WALKER

The Champion who called the Brayherd starts by explaining
why he has gathered the warbands together. This usually
involves a plan to fight somebody, whether it is the hated
humans or some other foe. The other Champions listen and
decide whether to join the expedition, then they discuss their
plans. Meanwhile, the other members of the warbands enjoy a
festival of feasting, wild dance, and brutal singing. Although
fights do break out, these are mostly contained by the
Champions as it is forbidden to spill blood during the Brayherd.
Even deadly rivals respect this tradition.

Champions or warbands who can’t resist fighting each other are
obliged to leave the Brayherd, scratching out the Champion'’s
name on the Herdstone and moving some distance away to
resolve their differences. Once matters have been settled,
surviving Champions can rejoin the Brayherd and their name is
recorded on the Herdstone once more.

The climax of the Brayherd is the Gorfight, the winner of which
will lead the entire expedition. Normally only Gors fight in the
Gorfights, but any other Champion can take part so long as all
the other Champions agree to it beforehand. The warbands form
a ring around the Herdstone and the contenders start off evenly
placed around its edge. Each Champion is unarmed and has his
hands tied behind his back. The Gorfight is décided by head-
butting. Although a Champion can be any kind of Beastman, the
battle for leadership obviously favours Gors as they have homns.
In fact, if another type of Beastman enters the contest the Gors
gang up to defeat him. The winner is the last Champion
standing!

During the contest no other Beastmen can enter the ring, but the
spectators can strike out with fists or blunt weapons at anyone
who gets close enough to the edge. The pole position is the

centre of the ring with your back to the Herdstone - in this
position an attacking Champion risks smashing his head against
the stone itself if his opponent moves out of the way! Any
Champion pushed to the edge risks disappearance under a rain
of blows from the ringside.

The winner of the Gorfight is given the honorary title of
Gorlord. He leads all the Champions with their warbands during
that particular expedition. Once the expedition is over, the batile
fought or raid complete, the alliance breaks up into its separate
warbands once more and normal feuding resumes. As a mark of
the high respect in which the Gorlord is held by other
Champions as well as his followers, he is called Gorlord from
then on. If he has won a spectacular victory then the name of
the battle is added to his title, for example Champion Bullhoof
Gorlord of Narga Pass. For years after the destruction of Praag
during the Great War against Chaos, many Beastmen
Champions carried the title of Gorlord of Praag because many
Beastmen armies converged upon that poor city in its final days.

THE SHAMANS

If a Champion’s warband does not include a Shaman then one
will often join him as his fame and reputation grows. However,
a warband only ever has one Shaman. A new one can only join
the wand if its existing shaman has been killed.

It is important that a warband includes a Shaman because these
Beasunen are more than just spellcasters. A Shaman can spirit-
walk in the Realm of Chaos and there he can contact and hold
conversations with the daemons of the Chaos Powers or even
with the Chaos Powers themselves. He can seek advice or
portent of fuwure events, and he can relay messages from the
Chaos Powers to their Champions, or vice versa.

As the intermediaries between the Beastmen and the Chaos
Powers, Shamans are treated with the utmost respect even by
powerful Champions. This is on the whole very sensible, as
Shamans have tremendous magical powers and can easily blast
or burn anyone who challenges their wisdom.

Spirit-walking is achieved through dreams or a comatose trance
induced by excessive drinking. During a Brayherd, all the
Shamans present drink themselves into a trance so that they can
visit the Chaos Powers and ask for more power to destroy their
enemies. By means of spirit-walking the Beastmen have always
known that they are not only part of Chaos but the Children of
Chaos itself. As a result Beastmen understand much more about
the true nature of Chaos than most humans. They know that
mankind’s hatred and fear of Chaos stem from his ignorance of
it. Beastmen believe that humans are unable to stomach the
truth about Chaos, and hide their fears by inventing comforting
lies about its real nature.

Shamans wear elaborate loose gowns or decorated hoods and
carry staffs or banners decorated with scalps and bones.
However, the sole indisputable mark of the Shaman is that his
eyes are different colours. Often one eye is red and one blue, or
one yellow and the other green. The actual colours are supposed
to signify the favour in which the Shaman is held by a particular
Chaos Power; blue or yellow for Tzeentch, green or brown for
Nurgle, pink or purple for Slaanesh, and bright red for Khome.

The Beastmen say of a Shaman whose eyes are very bright that
the light of Nurgle, Tzeentch, or some other Power shines
through his eyes. A Shaman sometimes chooses to repeat the
colours of his eyes in his robes, and if he has horns he might
paint them so that they too proclaim the favour of the Chaos \
Powers.




BEASTMEN AND
HUMANS

Beastmen raid and destroy human farms and settlements, attack
convoys and travellers, and even fight openly against human
armies. There is little that humans can do by way of prevention

or retaliation because the Beastmen are such an elusive and
mobile foe.

Occasionally, when Beastmen incursions become too much to
bear, human hunting parties strike into the woods and round up
and destroy any Beastmen bands they find. However, the
humans have to be pretty confident of success to risk such a
venture, as they are all too likely to find the situation reversed
and the hunters become the hunted!

CHAOS CULTISTS

The cults of the Chaos Powers are not openly tolerated amongst
human society, but there are still those who worship Chaos in
secret. These humans are organised in covens whose leaders are
often highly influential men in their home towns or villages.
They lead a double life in which their true allegiance to Chaos
is kept secret, for any hint of their activities would quickly bring
the full weight of the law down upon them.

As servants of Chaos these cultists sometimes have dealings
with Beastmen. With thc information a cultist provides,
Beastmen lay ambushes for messengers and important convoys.
By opening city gates or distracting guards, cultists can allow
Beastmen bands to enter human settlements.

MARTIN MCKENNA

the B_e#ﬁhenliterally
of unallayed savagery. .
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GAMES RULES
FOR BEASTMEN

The following profiles give characteristics for Beastmen,
Beastmen Heroes and Beastmen Shamans. Points values are
included for each. Each level of Hero and Shaman is also
described by a special name. This name reflects the status of the
character among other Beastmen. These names can only be
granted by a Shaman who must first consult the daemons as to
the merits of the individual they intend to honour.
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Beastman 4 4 3 3 4 2 7 6 10
5 Hero:

Banebeat 4 5 44 4 2. 42 7 6 7 6 6
10 Hero:

Despoiler 4 6 4 4 5 3 4 3 8+1 6 7 6 110
15 Hero:

Feralfoe 4 . 6.:4:4 5 4 53 942 6 8+1 741160
20 Hero:

Hewrender 4 7 4 4 5 5 6 4 10+#3 6 8+1 7+1 210
25 Hero:

Slayer 4 °7°5 4..5:5 6 4 10+3 842 9+2 8+2 260
S Shaman:

Spiriter 4 5 3 4 4 2 3 1 7 741 8+1 7+1 90
10 Shaman:

Mutander - 4§ 3 4.4 '3 4 1 B+l 842 841 .8+2 160
15 Shaman:

Feralflux 4 6 3 4 5 3 4 1 942 8+2 9+2 8+2 255
20 Shaman:

Malevolus 4 6 . 4.4 -5 5 5§ 1 942 9+43 942 9+3 345
25 Shaman:

Arcan 4 7 5 4 5 5 6 1 10+3 943 1043 9+3 470
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SPECIAL RULES

Any Beastman can have Chaos Attributes as shown by the
following chart. Roll to see if the Beastman has any
attributes using the percentage chance indicated. If the
Beastman does have attributes then determine how many
and generate them randomly.

Beastmnn

Beastman
SHero
10 Hero
15 Hewo
20 Hero
25 Hero

S Shaman

10 Shaman
15 Shaman
20 Shaman
25 Shaman

Chance of
Attributes

50%

65%

85%
Always
Always
Always

85%
Always
Always
Always
Always

Number of
Attributes

D3

D4

D6
D6+l
Dé6+2
D6+3

D4
D6
Dé6+1
D6+2
D6+3

Shamans have the normal number of spells for their level.
These are generated from the Battle Magic, Daemonic or
Necromantic spell lists. Each spell is generated randomly
from one of the lists in turn, until the Shaman has his full

quota as shown on the chart below.

Shaman  Shaman

Level.  Name
5 Spiriter
10
15 Feralflux
% p
ya Arcan

Number of Spells/

Mgl Level
Level " r 2. 3

1 3 0 o

1 6. 070

2 6 3 o

3 6§ °3..3

4 o 3 3

Magic
Points

10 or 3D6
100 3D6
20 or 6D6
30 or 9D6
40 or 12D6




: HE BEASTMAN CHAMPION
AND WARBAND

Beastmen are held in high favour by the Chaos Powers, for they are 'g, *
creatures of Chaos epitomising both its vast energy and its potential to : ey
¥

warp and destroy. Although a Beastman Champion’s chances of attaining
Daemonhood are no better than anyone else’s, he will attract a powerful
following much more quickly than other Champions.
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THE
BEASTMAN
CHAMPION

Unlike human or other Chaos Champions, who can be Wizard
Champions with magical powers, a Beastman Champion can
only be a fighting warrior. Beastmen Shamans are never
Champions because they occupy a very special role in the
warbands, supporting the Champion with their powers and
acting as the intermediary between the warband and the Chaos
Powers.
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Profile
01-50 Beastman 4 4 3 3 4 2 3 1 7 6 7 6
515 8SHero . 4 54 4 4 2.4 2 1 6 T 6
7685 10Hero 4 6 4 4 5 3 4 3 841 6 7 6
$95 15Heo - 4°6 4 4 545 .3 942 6 8+l 41
999 20Hero 4 7 4 4 5§ 5 6 4 10+43 6 841 7+1
0. 25Hero 4 7T 5.4 §.5 6 4 1043 842 942 842
CHAOS ATTRIBUTES

Beastmen can already have Chaos Attributes when they become
Champions. The number of attributes is determined from the

following chart. : %
§ 2
Chance of Number of g
Beastman Attributes Attributes b U
Beastman 50% D3
5 Hero 65% D4 FOLLOWERS
ig g::g A?:Zoys 0221 Beastmen society is based upon the warband, so all Champions
-20 Hero Always D642 start off with at least some followers. To determine how many
25 Hero Always D643 followers the Champion has to begin with, roll a D6 and consult

the chart below. This shows how many times the player can roll
on the Beastrnen Followers Table. Thereafter, a Becastmen

MARK OF CHAOS Champion rolls once on the chart below every time he is

. . . ) rewarded by his Patron.
The Champion receives the appropriate Mark of Chaos from his

chosen Patron just like any other Champion. In the case of D6 Rolls on the Beastinen
Nurgle, this consists of a randomly determined attribute plus an Followers Table
increase in toughness of +1. In the case of Tzeentch the
Champion receives D3 attributes plus a randomly determined
magic item. Khorne’s Champions receive a suit of Chaos
Armour and a randomly determined attribute. Champions of
Slaanesh receive an increase in will power of +1 plus a
randomly determined attribute.
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BEASTMEN FOLLOWERS TABLE

01-20

2D6 BEASTMEN OF THE
CHAMPION’S PATRON

Beastmen of the Champion'’s Patron are drawn to the service of
the Champion by the providence of Chaos and the will of their
murual master. If the Champion has no single Patron then the
Beastmen are of standard type. Some carry shields, some wear
light armour, a few combine both, others have none, giving an
average D6 saving throw of 6. They brandish axes, swords,
clubs and other hand weapons. If forming a new unit in the
warband the Beastmen may automatically have a standard and a
warhom or other instrument.

21-40
2D6 BEASTMEN

Beastmen flock to the Champion’s entourage, attracted by tales
of his growing fame and portents of future success.

These Beastmen are of standard type. Some carry shields, some
wear light armour, a few combine both, others have none,
giving an average D6 saving throw of 6. They brandish axes,
swords, clubs and other hand weapons. On the D6 roll of a 5 or
6, any or all of the Beastmen may carry a bow or a spear as well
as, or instead of, their other equipment. If forming a new unit in
the warband the Beastmen may automatically have a standard
and a warhorn or other instrument.

TORY ACKLAND
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41-60 BEASTMAN HERO

A renowned Beastman joins your ranks. If your Champion
follows a particular Patron there is a 50% chance the Hero is a
Beastman of that Patron. Otherwise the Hero is an ordinary type
of Beastman. Roll a D10 to determine how powerful he is.
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Chance of ‘Numberof _ Chanve ol Number of
D18 - Hero Attributes  Attributes . Beastmen Beastmen
Followers Followers
1-4  S5Hero 65% D4 25% D3
56 10Hero 85% D6 35% D4
7-8 15 Hero Always Dé6+1 50% D6
9 20 Hero Always D6+2 5% 204
10 25 Hero Always Dé6+3 95% 2D6

Beastmen Heroes have standard profiles for their type, plus the
attributes indicated. They wear heavy armour, or light armour
and a shield, giving a D6 saving throw of 5 or 6. They carry
either a hand weapon or a double-handed sword or axe - the
player can decide which.

A Hero’s followers will be Beastmen appropriate to his own
allegiance. If he is a Beastman of one of the Great Powers then
his followers are too. If forming a new unit in the warband the
Beastmen may automatically have a standard and a warhorn or
other instrument like a drum.

61-70 BEASTMAN SHAMAN

If your warband does not already include a Shaman, a Beastman
Shaman joins you. If your warband already contains a Shaman
it cannot be joined by another. No other followers join your
band and the dice roll is wasted.

Roll a D10 to determine how powerful the Shaman is.
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Chance of Number of
D10 Shaman Attributes Atributes
14 5 Shaman 85% D4 :
5-6 10 Shaman Always D6 !
7-8 15 Shaman Always D6+1 !
9 20 Shaman Always D6+2
10 25 Shaman Always D643

Shamans have standard profiles for their type. They do not wear
armour although they do carry a sword or other hand weapon.
The Shaman has a 75% chance of having a randomly generated
magic item.

If your Champion has a Patron Power the Shaman also follows ,
that Power and his spells will include those of his Patron. If :
your Champion follows no specific Patron then the Shaman is
especially favoured by two Chaos Powers. A Shaman’s spells
can include those of the Powers which favour him if the player
wishes. Roll 2D10 to determine which Powers favour the
Shamnan. If the result is Khomne then the Shaman loses 1 spell
from his total - Khomne hates magic even amongst those who
otherwise please him.

D16 Chaos Power

1 Khorne
24 Slaanesh
57 Nurgle

80 Tzeentch
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71-80

D6 CENTAURS

Your Champion is joined by a group of Centaurs. If there are 4
or more, then one of them will be a Hero. If there are 6 then
there is no Hero, but the Centaurs are led by a Wizard instead.

Use the following table to generate Heroes and Wizards as

appropriate.

‘ Number of
D10 Level Heroes Wizards | ‘Attributes
14 Level5 Hoarhoof Fetlock D4
5:6 < Level 10 - - Tairgirth Witherstock .~ D3+1
7-8 Levell5 Warmain Grimdock D4+1

9 Level 20 - Steedmaster - . . Skylock D6+1
10 Level25  Stallion Lord Sky Lord D6+2

All Centaurs have standard profiles for their type. Ordinary
Centaurs have a 50% chance of having D3 attributes.

Roll a D6 for each to determine their weapons.

Dé Weapons Carried

1 Hand Weapons

2 Spear

3 Lance

4 Double-handed sword or axe
5 Bow

6
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81-85
D3 DRAGON OGRES

D3 Dragon Ogres have heard of your Champion’s fame and
wish to serve in his warband. There is 2 10% chance that one of
the Dragon Ogres will be a Hero of his kind. If so, determine
his level from the following chart.

Hero Number of
D10 Attributes Attributes
14 5 Hero D3
5-6 10 Hero D4
7-8 15 Hero D3+1
9 20 Hero Dd+1
10 25 Hero D6+1

Dragon Ogres have standard profiles for their type. Ordinary
Dragon Ogres have a 25% chance of having D2 Chaos
Attributes. They wear light armour and carry an axe or other
hand weapon.

86-98

D6 MINOTAURS

The Champion is joined by a band of D6 Minotaurs. There is a
10% chance that one of the Minotaurs is a Hero. If so,
determine his level and Chaos Attributes from the following
chart.

Chance of - Number of
D10 Hero Title Attributes . Attributes
1-4 5 Hero Bloodkinc 15% 1
5-6- *10 Hero. . - Herdmaster 20% 3
7-8 15Hero  Deathsteer 25% D3
9 720 Hero - Doombull 30% D4
10 25 Hero Minotaur Lord 35% D3+1

Minotaurs have standard profiles for their type. They are armed
with a mixture of axes and large unwieldy clubs. Minotaur
Heroes wear light armour.

99-00 OTHER

Roll on the main Retinue Table as for human and other

Champions of Chaos.
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Contact between a human group and Beastmen can be made by
any human brave enough to follow the signal fires of the
JBrayherd. If the Mark of Chaos is on him in the form of
mutation the Beastmen will recognise him as a follower of
Chaos. Once initial contact has been made the Beastmen and
cultists will arrange to meet and conduct their business in forest
clearings and other wild places.

Human cultists develop Chaos Attributes as rewards from their
Chaos Power and are forced to flee into the forests. There they
join the bands of Beastmen as Turnskins.

BEASTMEN AND
HUMAN CHAMPIONS

The Beastmen do not always live at peace with the human
Champions and warbands who roam the dark woods and
wastes. warbands of all races keep a careful look-out for the
progress of other warbands. They know which Champions are
in the local area, and their deeds will be common knowledge
amongst all the Chaos Champions thereabouts. Beastmen whose
own warband has broken up will gladly enter the service of a
human Champion if he has a good reputation or promising
future. The two kinds of Champion, Beastman and human,
serve a common end. When necessary they gather together to
fight side by side on behest of Chaos.

The Brayherds provide ample opportunity for human
Champions to present themselves to the Beastmen Warbands to
exchange information or arrange cooperative attacks. The
Beastmen don’t necessarily regard the truce of the Brayherd as
applying to Humans, so a Champion must choose his moment
(and his words) carefully!

BEASTMEN
AND
CHAOS POWERS

Beastmen revere the four Great Chaos Powers Khorne, Nurgle,

Slaanesh and Tzeentch, as well as many of the lesser Powers
which slumber in the Realm of Chaos. A Beastman Champion
will often dedicate himself not to a specific Power, but to the
unfettered glory of Chaos as a whole.

Chaos Powers look upon Beastmen with special favour, and
rewards are granted to successful Champions even though they
may serve no specific Chaos Power. Champions who do follow
Khorne, Nurgle, Slaanesh or Tzeentch often benefit from the
relationship more readily than human or other Champions,
because they are closer to the true nature of Chaos.

A warband which follows one of the Chaos Powers will
naturally acquire mutations and powers appropriate to that
Power. As the Champion and his warband are granted fresh
rewards by the Champion’s Patron, they gradually mutate into
the form of Beastmen of Khome, Nurgle, Slaanesh or Tzeentch.
When a warband breaks up following the death of its
Champion, these Beastmen join up with other Champions of
that Power. In this way there are always Beastmen of the Great
Powers available to join the warband of an up and coming
Champion.

BEASTMEN OF KHORNE
The Khorngor

The signature of Khorne is writ clearly upon the form of his
Beastmen. They have canine heads or faces, fierce snapping
jaws, and teeth which drip with rank saliva. Their skin or fur is
usually red and their eyes are all white with red pupils. Heroes
often have fur which is especially impressive. either bright red.
black with red flecks, or a strange metallic brassy colour.

If the Beastman has homns these may be twisted into the shape
of Khorne’s skull rune. The same rune is often painted or
burned onto their skin or fur, and can be tattooed onto their
exposed foreheads. Beastmen of Khome always fight in their
own units, although they can be led by a Beastmen Hero so long
as he does not follow any other Power.

Beastmen of Khome have a Will Power which is 2 higher than
other Beastmen. This reflects their master’s hatred of magic and
means they are able to resist some magic more easily.
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Beastman:
Khomgor .~ 4 - 4°3 '3 4 23 1.7 -6 .7 8.10
S Hero:

Banebeast ' 4 5 4 4" 4 2 4 2 -7 . 6.7 .8 60

10 Hero:
Despoiler -4 °6:4.°4 5§ 3 4.3 - 8+1-6 7" 810
15 Hero:
Fenalfoe 4.6.4-4-5 453 92 6 8+l 94 160
20 Hero:
Hewrender 4 - 7- .4 4 § 5 6 . 4.--10+3 6. - 8+1 10:2 210

25 Hero:

Slayer 4-7 .5 4 55 6 4 10+3 842 942 10427260
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Beastmen of Khorne hate enemies who are mortal followers of
Slaanesh, including Beastmen who follow that Chaos Power.
They also hate all enemy Wizards. They do not hate enemy
Shamans who also follow Khome, as they cannot cast magical
spells but have the power to nullify magic as explained below.
Remember hatred only applies to enemy troops - never to allies,
even if they are followers of another Patron.

A Shaman of Khorne has the power to cast spells but out of
respect for his Patron does not do so. In return Khorne grants
him a special power. This is the ability to nullify a spell cast by
another Wizard. If a Wizard casts a spell within 24” of the
Shaman of Khome, the Shaman can automatically nullify it by
expending magic points equal to those used to cast it.

A Shaman of Khorne can nullify any number of spells in a turn,
50 long as he has enough magic points to do so. The Shaman of
Khome can also use magic points to enhance his normal magic
saving throw if the player wishes.

THE BEASTMEN OF NURGLE
The Pestigor

The Beastmen of Nurgle have blistered and broken skins, often
red with cracked flesh and sores which have been given to them
by a generous master. Their fur is matted and coarse, and their
bodies are riddled with all kinds of disease. Yet they retain the
morbid vigour that characterises their master so their afflictions
inno way mar their batle-worthiness.

The sign of Nurgle is carved into their armour, daubed upon
their clothes, and sometimes etched on their skin by the path of
disfiguring disease.
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A Beastman of Nurgle has a 50% chance of carrying Nurgle’s
Rot, although thanks to his loyalty to Nurgle the disease will not
affect him. Nurgle’s Rot can be transmitted to opponents in
hand-to-hand combat (see Magic of Nurgle).

A Beastman Shaman of Nurgle always has the spells of Nurgle
appropriate to his level. Remaining spells are generated
randomly as normal. For example, a Feralflux with a magic
level of 2 has the level 1 and 2 Nurgle spells Stench of Nurgle

- and Miasma of Pestilence.

Beastmen of Nurgle hate all enemy who are mortal followers of
Tzeentch including Beastmen who follow that Patron.

BEASTMEN OF SLAANESH
Slaangors

Beastmen of the Chaos Power Slaanesh have white or near
white fur and pale or pastel skins. Their eyes are green and are
sometimes saucer-like in a similar way to those of the
Daemonettes. The rune of Slaanesh appears somewhere on
them, painted onto their hides or carved into armour, a bracelet
or neck collar. Many of Slaanesh’s Beastmen have the head or
hams of a bull (they are Rovigors in fact) just like the Greater
Daemons of their master.

A Beastman Shaman of Slaanesh always has the spells of
Slaanesh appropriate to his level. Remaining spells are
generated randomly as normal. For example, a Feralflux with a
magic level of 2 has the level 1 and 2 Slaanesh spells
Acquiescence and Pavane of Slaanesh.

Beastmen of Slaanesh hate all enemey who are mortal followers
of Khome including Beastmen who follow that Patron.

BEASTMEN OF TZEENTCH
Tzaangors

True to the Changer of the Ways Beastmen of Tz