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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
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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.
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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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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.
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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.
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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 ph