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INTRODUCTION 
From the frozen reaches of the north come the Warriors of Chaos, a race of 
battle-hardened killen hell-bent on slaughter and dcstructfon. Feared above all 
other foes, they arc men of steel and Ott, unrelenting in their dark and glorious 
quest to conquer the world in the name of their blasphemous gods. 

Wclrome to '\Vatrlon of Chaos, the defi.oitive guide 
to the sanac and bloodtbimy men of the north. 
Thil book provides all the ioformadon you occd to 
cn:ate a powerful anny of Chaos Warrlon with wbicb 
to crush and despoil all in 'fOlll" path. 

Within thi8 twisted tome you will discovu the true 
nature of Chaos and the violent ways of the men that 
fight 1n its bleak shadow. You will Jlnd evil secrets and 
ancient weapons, tales of onm-great warriors who have 
become monsten and madmen, and the ultimate f.ate 
of the 'Warhammcr world. 

Glory upon the field of batik: is pmed ~ all by the 
w.rrton of cmo., for lt attractl the gaze of the 80dl 
themRl'n:a. The R:u1now Fowcs often~ those 
who pleue them with otherworldly abilities. Be 
warned, gentle readc1', for though the path of Chaos 
can lead to a destiny great.er than mortal minds can 
comprehend, It can al.lo quickly result 1n 1nsanily and 
dcadi. After all, the capridous Gods of Cham are 
nothing if not ftckk, and the only certa1nty for thole 
who ~ allqiance to tbrm ia en:nrual dammtlon. 

11IE ARMIES OF THE DARK GODS 
The men of the north are the llCXJU.l'F of the Old 'Wbrld 
and beyond, for they want nothing more than to tear 
down order and desuoy the civilised realms. At the 
heart of their armies UC the Chaos Wmion, merdJ.ess 
ki1len who possess brute sueogth and skill In feat1m11e 
meuure. Their martial prowe11 Is as wcll..fempc.n:d as 
the hell-forged auilll of Chaos armour they wear to 
battle. With them come Iron-dad Chaos Knights and the 
mighty CholCll, their baroque armour aflame with the 
fawur of the Dack Gods. The11e Indomitable killers 
march to war aloopide the savage tribes from which 
they came, great hordes of brutal northmen who reap 
the fruits of war and offer them up to their C\U­

thirstlng deities. Amongst their ranks are Trolls, Giants 
and still fouler th1np Crom before the dawn of Man. 
bound by the will of the gods to drown those who 
oppose them Jn a tide of blood. 

Many UC the Champiom of Chaol who lead thellC 
deadly armJea. The spelk:uten known u Cbaoe 
~ hping IOld their aouJs in nrh3rw: for 
arcane power, uc capable of turnJ.og enemy regiments 
Into deaicated husks with a s1fl8le word ol power. But 
most re&l'50m£ of all UC the dreaded l..orda of Chaos, 
cadi a lqendary warrior and commander of men who 
hu canoed a gory path acro1111 the annaJa of b.istoty. 1b 
look upon the armJea of Chao• Is to risk one's unity; to 
meet them on the batddeld is to lmlte a 'riDle:nt death. 

THIS BOOK CONTAINS: 
• An eDallJve chapter on the hardy men of the north, 

the hanh and unfurg19ing lands 1n which they Im:, 
and the ftckk 80dl they wonhip. 

• The saps of Chao1, cadi cbronicling a mighty 
invasion that shaped the history of the Old Wbrld 
with PC, blade and ftrc. 

• Full details of all of the units that the '\Vuriors of 
Chaos umy can muster, the lords of war that lead 
them to battle, and the attangc and twisted monsters 
that follow Jn their wUe. 

• A ahowaR full of the beat mJDiatw:a In the world. 
Thil section also co.ota1m advia: on how to set about 
rollemn11 your own army ofw.irim of Chaoa with 
whlch to uaail the lands of leaser mortat.. 

• A complete army list, along with magic item.I and gifts 
of Cham with which to fwthec bolster the he.roes 
leading your warriors to battle. 
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In the cold wastes of the 

north. the followers of the 

Gods of Chaos gather in 
their thousands. Hordes of 

barbaric marauders and 
armour-dad warriors pour 

forth from the bleak 

wastelands to wage war 

against the soft-bellied 

wastrels who inhabit the rich 
lands of the south. 

Monstrous aberrations advance 

with them. proof that the 

Northmen arc truly the 

favoured of the gods. 

There can be no bystanders 

in this eternal war. for the 

Dark Gods and their chosen 

servants will never rest until 

the world b~omes a 
Realm of Chaos. 



THE REALM OF CHAOS 
Far to the north of the lands of the Old World, the New 
World and far Cathay lies the iqton known as the 
Realm of Chaos. It is the legendary home of the lost 
and the damned and, so It is said, of lnRnf1ely worse 
thlnp: the numberless and nameless monstrosities that 
inhabit the eternal planes. It is the b.lrthpbce of heroes 
and monsters, the forge from which etemal life or 
~damnation can be wrought. In icall:ty, the 
.Ri:alm. of Chaos ls this and incomprchcmlhly mruc 
besides. In tam1 of mere mortal understanding, the 
legend alone mwrt suffice, fur it is impossible fur a man 
to truly know the nature of ChaOI without losing hill 
mind, his body and his soul. 

No 012tter where a traveller starts his journey, If he 
were to he:a.d due north he would eventually flnd 
himself in the Chaos Wastes. A desolate and blighted 
landscape bleeds across the crest of the world in all 
directions, becoming ever more inhospitable and 
b.lzane the further north the trespasser heads . .A:8 our 
tra-n:ller pre1ses further into the Wastes, he would 
ftnd himself labouring beneath a storm-shaken sky - a 
turbulent, broiling darkness pierced by lightning and 
blasted by roaring thunder. Here he would witnC$$ 
the rebellion of nature, where even the elements are 
said to be tom between the mortal and immortd 
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worlds. Gargantuan pillan of black and broken stone 
stretch in every direction to the homon and beyond. 
Thelle marker stone.s surround the angry blackness of 
Chaos like gigantic teeth ranged about the gaping 
maw of an impossibly titanic entity. 

Were our tt:mill.er to step over that boundary, he would 
not ftnd himself lashed by storm or shrouded by night 
but swallowed into a region of in&nlte space altogether 
removed from the mortal world. Words alone arc 
Incapable of describing that which lies beyond 
oblivion's ~u. Thus we must leave our tt:mill.er at the 
Gates of Chaos where we are unable to follow. C'fa1 in 
our imagination. 

What we do know ls that those who have t2ken that 
step remain forever haunted by their e:a:perlences, 
constantly drm!n to acts of bloodshed and war. For 
swcly It v;u not meant for monals to w:An.der at will in 
the company of gods, and DO one who dares enter their 
i:ealm. Is ever as they once were. lbe power of Chaos is 
to change body and mind, as the powa- of fire is to 
bum and consume. The winds that blow from that 
realm are not winds of air but of pure sorcery - dlC 
vital and uncaring energy of transmut2tion. None an 
bear the touch of Chaos and remain truly sane. 



THE COMING OF CHAOS 
When the world wu young, lt wu '9isitcd by an ancient 
and almighty ~faring race known only u the Old 
Onc1. The Old Ones trlm:lled the mn by means of 
Jntcr.dimemlonal gamnyw, spannl03 Incredible 
diltaoces in the blink of an ~· One of these ~p ... tewa-r-­
wu placed a& each of the opposing polea of the world, 
built millennia bdorc the dawn of Man. Behind these 
pomls lay a realm of pure flux, an unJ.ma8lmbly vast 
dimension that coonem all points in the universe. 

This othcrwmld baa no aui»WlCC other than tbat called 
.Imo being by pun: thought, for It llCll u a dark miaor 
to the hopes, dn:ams and emotiona of the beiDp that 
dwell In the matlCrial realm. 1be strongeat of these 
emotions coalesce and t.R ahape, w:owiDg In siZe until 
they become roiling aeaa of passion that attain a 
sentience of their own. These ue the Gods of Chaos, 
beings of pure energy that fud the atrugles of the 
-young races from beyond the veil. 

The collapac of the g:w:way that hung above the 
northern pole wu a cataclylm that brought the 
inheritance of the Old One1 Into ruin. A terrible 
cawtrophe tore apart the elddtch macblneric1 of the 
polar gm, causll1jl it 10 aash down ID earth in a 
burning hail of inarmetal. Vast chunb of the evil 
substance known u warpatone coalesced in the 
materla) world, OOC of which WU IO large that it 
formed the sickly green moon thu men call .Morrslieb. 

The disaster irremcably damRF" the mortal world. 
Narure ibelf wu amuptt:d and the akiell wcrc cbokrd 
by a gUttcrlng cloud al puUdel made from the lll\lfF of 
change; lldntillatiq wupatone dust that mumtcd evay 
li9lng thing It touched. Thul 'M:n: the momtrm r4 the 
world brought Imo being. 

Wbcrc once thcre was a pa: there la now a gaping 
wound In the &bric of reality; a porul throu8h which 
the dread mutccs of Chaos can manipulate the .bnds ol 
mortals. Rather than fight against the.e immortal and 
omniadent eucncca, the men that lift: In the shtdow of 
the kalm of Chaos wonhip them u deities. These Cell 
powas uk for total and complete ~from their 
followers, growing alroJ13 upon ronfl1ct and bloodahed. 
In nrbange they ofb- their dark blcaainp, and the 
.faithful grow strong indeed. 

Countless bloody sacrlftces are made to the Dark Gods 
each day, and the names by which the northmen know 
them are screamed upon the field of battle. The 
banners borne by the 'Wardon of Chaos bear 
otherworldly sigl1a that ICU the ~ and their .flab ia 
bnnded and acarrcd with the Mcred runes of their 
d1vlne masten. It ii through the WUrlon of Chao1 that 
the Dm Gods fi&bt their ne'ft:l'em1in3 war ap1n1t 
order and reuon. They work to bril18 about the End 
Tunes, when it la said the Realm of Chaos will swallow 
the globe entirely. and the gods will feast for eternity 
upon the lwred and .fear of motta1 man. 
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THE NORTHLANDS 
Around the Realm of ChaolJ, the borderlands of the 
mortal world fu.an a ring of shadow that surrounds the 
ultimate darkneH within. For this reaaon, the lands of 
the north are also known as the Shadowtands, the 
Umbra Chaotica, or the Chaos 'Wastes. It is in the Chaos 
'Wastes that the ftghting is fiercest amongtt those who 
seek the favour of the Dark Gods. 'Ihls broad region is 
part of the material world but it is inevitably tainted by 
the close prmiml1y of the Realm. of Chaos, which 
£adim:s an illteme and dangerous eD.Cl'llf. Thfs Js the 
warping power that w1Zards regard as the BOw:ce of all 
magic. Lyiag dose to the borders of Chaos, the 
Northlands are unavoidably saturated with the.se 
malefic forces. Only as the distance from the pole 
increa.ses does the influence of Chaos weaken. 

The lands of the north arc, for the most part, frozen 
wastelands stalhd by all manner of gruesome monsters 
and wandering madmen. No crops can suntn: there, 
fur the ground itself is as bud as iron and the howling 
winds cut like daaers of purest cold. A network of 
f}ords and mist-shrouded islands wreaths the coast, and 
it is here that the not1hmen build and tether the 
longships with which they terrorise the shores of the 
known world. In the southernmost lands of Norsca., 
scattered setdements and coastal villages provide some 
respite from the cruel elements. Further Inland, the 
pack ice gives v;ay to frozen steppes and eventually 
open plain, where the horse-uibes hunt their prey. 

The closer a ttaveller comes to the gaping wound at the 
top of the world, however, the more Inhospitable and 
surreal the t:e.rrain becomes. Jagged peaks and metallic 
splkra thrust out of the land lie splintered bones, and 
rm:rs of law run back.wards throUih deep tlaaures In 
the snow-covered plains. Monolitba raised to the glory 
of Chaos champions dot the un~ wildemeu, 
their pitted sur&ccs bearing legends of bloody deeds. 
vast skull-topped bastions, wrenched out of the world's 
CN$t by the forces of pure change, cast shadows aero&$ 

the snow that dance and flicku as they play out scenes 
of slaughter and death. Acro&s this Impossible and 
Dfghtmadsh landscape stalk those warrion who have 
po th~ to Chaos, roaming the wastes ill 
acan:h of B1mY and unending war. 
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nm MEN OF nm NORTH 
The men who dwdl In the Northlands are, for the 
most part, barbarous and savage compared to those 
who live in the settled lands to the south. Though 
typic:ally W:ger and more physically powerful, they are 
not unlike other men and, in times of peace, traders 
from the nonh can be found hawking their wares In the 
markets of cosmopolitan cities such as Marienbwg in 
the Wiest and Weqill ill the eaat. Yet ill other respects 
they are a race apart, v;orshlpplng outlandish gods 
and living liml that are altogether harsher and more 
primfttn:. Most importantly of all, they live within the 
shadow of the Realm of Chaos and as such cannot truly 
escape its power. 

Bren in the clvilised southem lands, mutation and 
dlsftgurement are commonplace - in the Empire, 
mutant oJfsprlng are abandoned to die and folk 
showing en:n the slfsbu:st aberration of form are 
hunted down and burned at the stafa: by the <h:caded 
Witch Hunten!. In the far north, such mutadona are so 
common as to be almost untvcnal. Though not always 
apparent at first glance, m08t bear some trace of Chaos 
upon their bodies. 1b the people of the north, th<* are 
not CU1'SCS or disfigurements but blessings bestawed 
upon them by the gods. Even the most horrific 
mutations are seen as irrefutable indication that an 
lndtridual has been marked by a god - though whether 
fur Jmmortality o.r oblivion, it is impo&sible to say. 

The men of the north lald to "M:ar their hair long and 
cultivate peat massc.s of fac.la1 hair. Their skin is tough 
as leather and windburnt by the fierce caress of the 
blizzard. They protect themsc:hes from the fury of the 
elements with fun cut from the backs of wolves, bean 
or the nameless beasts that roam the wilderne.u. Upon 
their hemly-thewed arms they wear crude jewellery 
and spent tangled masses of scar tissue. Many 
Northmen. bear grisly tokens and tattoos that they 
believe wW keep them safe from harm or atttact the 
saze of the gods. They are uaually con:ect, for thoee 
who live on the threshold of the Realm of Chaos are 
right to be superstitious. 

The northern tribes are universally bloodthirsty, 
baibarlc and fierce. They are w.arrior peoples used to 
batdlng amongst themseJres, against the softer ctrilised 
men of the south, and agaJnst the older races that have 
built their cmpln:s across the globe. W.U- is their natural 
swc and they wage It with neither prejudice nor 
malice, ttJoldng in battle and strength at arms, 
honouring the~ of both sides and dapiling 
cowards. When Chaos is ascendant, the men of the 
north are willing to put aside their rivalries and 
dispute$. As word spreads of a coming conflict, the 
tribes of the Chaos w.astes gather together undet the 
command of a Champion of Chaos, who theywW 
follow to the comers of the world In the name of 
conquest. 1b the northmen, there is no greater honour 
than to &gbt and perish ill the armies of the Jmmortals. 





THE TRIBES OF CHAOS 
The Shadowtands thal lie about the Realm of Chaos 
arc home t.o many d1fkrcnt 1rlbes of men. fur if one 
avoids the perimeter of the Realm of Chaos, it is 
possible to eke out a life in the wastelands. HO'M::'VU, 
this boroerland ls not of fi.R:d extent or uniform 
natwc. The further from the pole, the "M:akcr the 
radiant energy of Chaos - but thal ene.i:gy ls constantly 
wuing and waning, spreading the pc:1WCr of Chaos 
southw.u:da or tanporarily 1oote.nina 1ta grip. So it is 
thal many nortbmcn. are nomadic, m2king their amp 
where they may and moving on whenen:r the dark 
cncrgt.cs of the land flow strong. 

Northmen have little concept of nationality or 
allegiance beyond their immediate Wnily and tribe; 
they recognise no bmder other than the horizon ahead 
of them and will fight to the death fur the slighu:st of 
reasons. Nonetheless, so vast is the wutcland that 
surrounds the Realm of Chaos thal 6C9Cral dlstinct clans 
and groups of tribes inhabit it, each with their own 
customs and beliefs. 

'lb the immed!ate north of the Old World IM: the 
Nonc:a.o. tribes: fim:e barbarians, hanl-btttm. and 
warlib:. Their mountainoWJ land is haunted by all 
manner of twisted beats, notably Trolls, Giants, and 
pallid things that IM: under the mountaiWI. They arc 
w.url.ors of the sea as well as the land, joumc:ying far 
to the south and the west In sturdily-built lonphlps. 
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The Norse have pale skin after the manner of men of 
the Empire. They are generally held to be espedally call 
and strong, and many have red or fair hair. Those thal 
IM: the greatest distan.ce from the Realm of Chaos are 
the least favoured of their gods - and the most likely 
to be seen openly in more drtUsed lands as a result. 

lb the e:ast of Nonca lies the southern arm of the 
Frozen Sea and, east of that, the Northern '\Vaates, 
stretchiDg many thouaandl of miles to the dlst2nt 
oce:m. This cold and bam:n. e:m:nslon of the gteat 
no.nhem steppes ls home to tien:c n0Dl2dic peoples, 
of whom the greatest and moet feared are the Kmgan 
to the west and the horse-nomads of the Hung to the 
east. These races are themselw:s divided into many 
lntel'>warring 1rlbes, some even mote bad>arous and 
bloodthil'Sty than others. 

The Kurgan arc a raven haired, dark-skinned and 
powerfully built race, quite unlike Old Worlders in 
appearance. The tribes of the Kurgan. several hundred 
in number, are said to be equally at home on foot or on 
horseback. When the armies of Chaos gather to invade 
the Old World, it is the Kurgan that comprise the bulk, 
fur they arc a numerous people compared to the other 
tribes and they feel the all of battle In their blood. 
Their domain en.ends &r to the cast and to the 1outh 
beyond the shadow of Chaos. It Is the w:urlors of the 
no.nhcmmOlt ICw:gan ttlbcs who arc the B.c:rce.t and 
most lfkdy to bear the unnatural glfm of thclr gods. 



OF GODS AND MEN 
The men of the north a.re fundamentally the same as 
their southern kin, mougb they may c:Wfcr in custom 
and appearance. The d.Uferences between north.man. 
and soudunan are laughably Blight compared to the 
cWrerences ~en Man and~ or Man and Blt: 
Thill similarity does not preclude war and strife 
between me differing drilisations, of course. Mtt::r all, 
though all human societies share a common heritage 
and belong to the same race, in their secret hearts all 
men harbour a desire to conquer and control. 

In the north every day is a struggle to 5Ul"rive as the 
tpJds play their deadly games, using Mankind u their 
pawm. The desolate hanhncss of the northern wastes 
does not encourage the luxury of introspection and 
study iruo mauers an:ane. The gods simply e:s:ist, as 
undeniable as the wind and the night, impo&Sibly 
powerful entities that mould the clay of human ftesh 
and frozen earth into grotesque new shapes at a 
whim. 1b resent this state of affairs would be as futile 
as resenting the SW'lSet, the moonrise or other fun:es 
of nature. 

BCCWIC of the omnipreeence of the Dark Gods in the 
n:achea of the north, me men who earn: out their Ina 
there are devout indeed, making human sacrific:ea and 
offering up the deaths of mose they slay on the 
battlefteld with each pass.Ing day. Tu the northlanders, 
the favour of their gods Is a 'Vital and glorious pan; of 
their lives. A northman communes with bis deities 
dlrec:dy. dedicating body and soul to his gods rather 
than offering pr.iycrs at the behest of nm:dmon.lous 
priests or narrow-minded patriarcha. 

The Dark Gods a.re mighty forces that stand behind the 
tribes of Chaos, rewarding me brave, confounding their 
fucs, and deatroyiDg the "Weakling gods of the 
eouthlands. They play with the lM:I and dreams of men 
much u a wldr.ed child playl with a teeming anthill, fur 
to the gods mortal lives and ambitioN are as short-lin!d 
and insignificant as insc:dS. They are feared by all me 
races of man, C9Cll those who whisper their names in 
the dea.d of night. Batbarlc and primal, the Dark Gods 
stand in stark contrast to the reftned, sophisticated, and 
d\!iUsed deities of the south. Many legendary tales cmt 
of wan in the heavena between the gods of men, 
Dwu:& and Elves. 

The gods are made teal becwse they are unw:IUin,tily 
created in the minds of mortals. The idea of gods gims 
these entities birth and endows them wim power fur 
good and m. From the minds of men a.re born spirit$ of 
multitudinous kinds - all are but the c:reatl.ons of 
mortal 'rice and 'rirtue, of mortal strength and ftailty, 
Crom me greatest to the slightest, and from the most 
noble to the most base. Such is the pantheon of Chaos 
a dark ie8ec:don of Mankind's own nature. 

Tim PANTHEON OF CHAOS 
Of these gods, the greau:st of all a.re the four that a.re 
called the Dark Gods. The unwiUiDg creations of 
.MankiDd'11 most powuful mbc:omdou1 emotions, they 
may be summarised (lf imperfecdy) as rage, hope, 
despair and pleaure. They are Khome the Blood God 
whOllC bellows of rage echo acrou the multm:rse, 
Tzeentch the Changer of the ways and mast.er of me 
weave of time, Nurgte the lord of Decay whose rotting 
carcass oozes corruption, and Slunesh the Dark Prince, 
neither male nor fem.ale, whose beauty is such that the 
merest glimpse will bind a moml to his ctcmal se.rrice. 

The vut majority of those who live under the thrall of 
Chaos worship all four of these brothers In dukness. 
A warrior upon a great quest might make sacrilkes to 
Kl10me to guide his blade against the obstacles in his 
pam, pray clrmency from Nw:gle that his C2pedllion be 
fi:ec from e:lhaullt:ion or dllcue, Invoke 'heentch so 
that me seas and winds are In his .fimlur, and Implore 
S!aaneah to ensure that his '9ictory fi:ast is bom glorious 
and debauched. E'ft!ly facet of life in the north is the 
province of one of the four Gods, and it is a br.i.ve man 
or a fool who spurns one In fa'fOur of another. 

Nonetheless, some adopt one single god as their 
patron, rcc:ogni.slng the other deities but gMng 
themac:lft:s completely to one power aboYe all. 
These al'C me moet outlandish and devout of all 
'Wiilniors of Chaos, fur they enjoy great favour in return 
fur their total dcd!cadon. Though mortals such as these 
may enter into this unholy pact to permancndy ally 
themselves with a god and hames& me power such 
association brlnp, they inevitably devolve as they 
progress further upon their duk path. Ultimately they 
will become little more than an eateruion of their god's 
immoml will. 

.14 
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THE REWARDS OF CHAOS 
It is the unbJtion of CYCJy young DOrthman 10 grow 
tnto a mJabty warrior, and ultimately to &cc the 
jud~ of the 8(>dl in a ceianony of 1ummoning or 
by tra'fClling to the far north itself If he sum~ th.1$ 
ordeal, he is judged to have been found worthy of hJs 
god's sentce and ofhil tribe'• respect. He ii said to 
haft: been choseo by the god. TbCIC calted warriors 
haft: the hl.ghe1t 112ru1 amongst their tribe. They often 
bear the mark of their patron god In the form of a 
prominent tattoo, the brand of a heatm iron or a 
pattern cut into their fteab. 

Once a wamor hu been cho5cn, Ilia deeds a.re Aid to 
be observed and judged by hJs patron and sometimes 
by the other gods If he is especially powerful He may 
IWt to mutate, often becoming bigger and stronger, 
whilst his skin may grow tough. leathery or even 
chitinous, forming a natunl armour. Thcae quallt!CI are 
.regarded 'Ya'f fa'90W'ably as gib of the gods that make 
a warrior more furmldable u wcll as marking him for 
future greatoe11. 1bolC who arc Clpedally favoured 
may return time and .-m to the Realm of Chaos or to 
holy places alon& the boroerlands, when: they 
commune with their Sods and rcccl.ft: further gift$. 

In the eyes of the northmen there is a natural and 
progrCllM relationship betwun the mall of nmng 
warrion, the~ thar form the eliu: core of their 
armies, and thoee who1e em-ao.rdUwy gib mark them 
out as the leaden of all their ttibe. It II their enemies, 
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nther than the Northmen, who diffi:reotim: between 
the you.ogelt unmared warrion, whom they call 
Marauderl because of their raiding and iUYiDI lifeltyle, 
the Chaos "WArriors, wbote superior armour and status 
malae them easily recognisable, and the Champions of 
Chaos, the leaders and greatest of all. 

Should one who bas been c:hOICll continue to CKl:Cl, he 
may ultimately become a Chaos Lord. The Chaos Lords 
are the mightiest warriors thar walk the surface of the 
world, aod their names bl.lgbt all of history. Fortunately 
for the civilJscd world, petbapa one In IC9Cnl thousand 
who set foot upon the pu:h of Chaos reach dlls 
pinnacle of martial per!ecdon. ltartt sdll are the Cham 
Lords that the Dark Gods d.eftt1: to lit at their 1ide as a 
Dacmoo Prince. For the leu fortwwe upirant, the flm1 
reward for Idling bia tlOUI to Chaos ia an umn.artim 
IJl'llVC Upon IOIDC COli*AillCWll batddield, hJa cadaec 
pecmJ clean by the c:rowa. 

Yet a grisly death Is not the wont fate that one who has 
trod the pu:h of Chaos can l\dl'cr. Should a 'WUrlor of 
Chaos displease hJs pab'Oll, tbele mutations may be of 
such l~ty that he .ran. from the path of greatness, 
becoming little more than a frothlJlg maniac that emts 
only to kill and kill apln. Thcae unfortunate bcinp are 
.known u Forakcn. E'ven the moat vawucd Chaos lord 
can Jiod hil:melf hideoualy trammua:d In an instant, 
oonalgoed to a life of m!ndleu vloleruie merely fur the 
entertainment of the Dark Goda. 

Furthermore, should I. 'WUrlor of Chaos receive too 
many of thete dubious gifts from the llulnous l'Owers, 
bia mortal frame will be unable to conWn the arcane 
energies llCCthJng through him. When thll point is 
.reached, the wanior's mind and body will run like wu, 
reshaped by the raw r.aeuoe of Chaos until he becomes 
a momtrous ma11 of fleah and lilng whme fumi defka 
all reaaoo and whoee mind II a madslrom of RF and 
pain. Theae gibberin1 ooce-men are called Olaos 
Spawn. but l.nsiead ol being rcri1ed by their people 
they arc ghcrl succouc and allowed to remain In their: 
tribe. Indeed, In l(lll1C ways the Chaol Spawn are 
revered by their ktn, 1i>r the Northmen ~ thar it is 
better to lift: even the brierr.t and IDOllt vile of 
emteucel at the behest of the gods than to grow old 
without diawing their notice. 



I t WU hoth p:ttctdiy: 1nd tc11t'GriCll .... thit . Udf 
sat It the had of the gn:;it iahlc: ill the hd1 of 

Sm.egr iD the wul of NOl'la. Yataday u.d ccataria 
ago beauc. iD the Realm of Chaot. time docs not 
flow M time floft iD the momJ world. nt 
illtmctn widi it iD c:uriOU1 ud •Dhtbomalilc w.ys. 
Tune u Urlf had aacc 1- it - m:mcd a alight 
u.d trivial tliiag. He flcx.cd hi. .... fcc1ilg ichor 
tllD throusJI 11CW1y matcrialiiicd vcim. 

1t tu.cl bcr:a Wltlrics siucc he 1u.d felt ... Jivius pabc 
witJWi his hrc.iist o:r the 1e1111tin of his on lwap 
woiking apoa the air. o:r perhaps it had hccD but 
yatad&y afttr all. He clil.mURd this tviou DOUOll 
u.d looked ahnt him ud bt'W' that bt wu oocc 
~OTC iii the hall of Siiacp io tbt J..od of Nona -
though the hall had dccayal ud licco rchilt maoy 
timCll over 1incc bt .a here 11 a mortal mu. 

"Whit CilUC: bm: you to htillg me: to the had 
of McDr bis voice hoomcd actOll du: hall. 
ha illlliibih.!rts ahnak 1M.ck ill tenor It the iDb11milD 
solltld, · fot bis voice w11 dm of a Dacmoo. tlOt that 
of a maa, ud the l'Oitc of a DumOD n:verbcma ill 
duk toJ'Da'I of the mind that alight othenNe hl!ft 
n:maio wi.di.mubcd. 

Urlf looked aliollt iiim ad - the rub of .urion 
armed for hattlc. U11.011sR their nmhcn aac or 1wo 
hamg the favolr of the god& Hit eyes fell opoo 
the Sotccn:r who bf awfc the IWIUl\OllaUoa ud he 
rcacltocd out. fcdmg 1t oac.t the hoarfa of DMjic: dm 
hoth heJd &ad llllt&iiicd him withia the miit ciidc. 
The Sotccn:r·• eyes glimmc:n:d with ccttasy iaduccd 
by the mr magic Yithia bis body - a body mibly 
owfwl by the fJUN1C of P"" and the fnovr of 
the pda. h 1n1 DOt the Smun:r who spoke oow kt 
the tall 'Wllfior llt at the licad of the great table -
the c:hicftm of the 1nlc. 

·& ii CiytW. Loni of the SllKlf ;ind Sc:ouqp: 
of the South. who u1ls apoa Urlfdacmoolci• 
For tomotrow ft ride to wu - and aodt.r the 
mooa--timc of Urlf I a.dt for Daem.011--hlctaiilg.. 

Udf watdwl tlu. maa make 1u. lltatmu:Dt • he had 
abo made bis mu:mm ao to.a ap when he too 
... lord of the Siiacsr. Or mayltc it ... DOt llO 

wry J011g aso. for this 111&11 Crydal had 10mcthing 
of the look of Urlf • CJW11 9Clll l&out him. Broad 
pbitt of golden hair lily "'°" JU. pale check n 
UdfJ OW11 bait 1u.d oacc done. Now UrJf'1 maac 
..... lnlnWig flame ncl his Wu ... hlack .. coal 
Hit eyes wm u red u anhm ncl, 11 lie spoke. 
~111£ words '111111md from lidween tub of glamiag 

iron. Such •• the imaec dmra from the mi.a. of 
· his lllCClltrd ki.o - ud ndi tlicrdon: wu the 
material form of u iinmort.J spirit. 

"Y01t 1111dcnh.od thc ltugUa. Crydal. Lord of the 
s-grr ukcd the namoa. 

·1 andmtacl the bugliu. Urlfdwnoekil.. rcplicd 
CrycW boldly. though Urlf could• um the terror dm 
oozed froia his solll - the.re is litt.lc that a mortal a11 

hide from a Dacmoa and Im still from .a Dacmoo 
that 'WU ODU mortal bimR.lf. 

lhcJI rccc:ivc IOi.oroe'1 lilc:.ssisig. • powlc:d UrJf, ud 
the Lord of tbt Snacp stepped fonnrd to the Clfac 
of the r1111ic circle. so close that the Dacmoo could 
hear bil btut hcarill1 ud the wvm n:d Woocl 
ruhii1 tluo11gb bis flahy hocly. Urlf rcicbcd out 
1 mauivc dlW 1ud touched. the milD upoa the blow. 
k wu the alightui of toud1cs, bis nlou bmly 
tuming the 111111 '• W.O. but the sudden rdmc of 
powu from wit!UD tlu: cirdt Rllt Crydal flyiDg 
tluo•1h the air u if lltnKk by a bolt of lishtai.og. 
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CrydU tG11C from the grouad. •ms bud po11.1ulia1 aod 
his mucla achiag with aa aaoiiy a hwadrcd timu '2) 
wonc thaa aay 

1
11a mob he ~ ever nffcrcd. The 

Dumoa wu gou ud. where 1t lu.d 1tood. tbe growid 
wu blackcoed ud r.corc:hcd. He YU &WU'&: of a 11roog 
hitter taisrt io the air tliat he had llcvct' amcllcd 
before. Eftr)' eye~ ill the tribe waa ap011 him u.d 
every mouth ~tly agape. except for that of the 
Som:rcr lhma. who gihhctccl iac:ohcrutly u he 
writhed ill the dirt. CrycW'• on axe J.y wlictc it 1u.d 
falle11 111d he tachccl wt to tab it. aoticia1 for the 
first iimt the f•rrow of cxpOICd Ocsla dm ra11 1U011 
JU. forc:arm iD the~,.!'/' of a llkull - the mark 
of Khoroe, Hit Jwads aroud tlic IR - bud.. 
that wcn: bis an ud yet DO loop tlie ilt1088' litotd 
liaods that he had borac. Tiu:sc wcn: Wack and acaly • 
with Jong ulmicd fmgcn. clan w.ry mud. Jikc thoec 
of Urlidaanoakin. .A. be ppcd.the axe. be fdt a 

. nrge of energy withia his hn:nt ncl u bud dared, 
·all 1e11atioia of pai.o fallms from him. He rotC: to his 
full •height - seemiasfy putct tfwi before - 1ud • 
Jookccl 11poe his warriors with a acw Cciifidcacc 11111 . . 
ICY lalt of pwpoK. ffc felt stroag. he ftlt powerlvJ. 
u.d bt 1acw that he tm'ii!d the blmilg of 1Ua god 
U wdJ II bia m.uk. He niKd ~he BC ah~ 1aia had: 

-rhc hupin &. bcca madcl" he roucd. 





The Saga of Khalac Swordsson 
As told to the warriors of the Crow Brethren at WJnterpyre 

.. . and in that time of blood and madneu, a wurior rode north 
A hero born stroog In the arm, more cunning than the wolf 

Named lhalac Swordsson, blade his claw and jagged uc hit bite 
He felt the touch of eldritch goda one fdl midwint.er'11 night 

But only deeds of blood and madneM draw the Dark Onell' pu 
Hill men sought glory in the mountairu, lost for many days 
And lhalac Swordsllon hunu his prey, a-hunted 1n his turn 

By scal&l bcut whose gullet harbours 8ames that ~bum 

Cold claw sliced and hellftre crackled, vicious bcut did leap 
Khalac Swordsson swung his blade and cut the monster deep 

And wolml did gather all around as Khalac burned alive 
But lhalac cut the dire-bounds down as wheat before the scythe 

The monster, now in sinew sh3ckled, dragged back to the caye 
lhalac otrered drake-thing's heart in ceremony srave 

A Lord of Change paid heed his Pl'a'fCI' and lhalac's wounds did tame 
Bvcr after Khalac burned with bright unholy flame 

And from that day did men approach lrlln, puttin& forth thc.lr IWOrd8 
Khalac led hil oewirund mny 'pinst the greeru.ldn'd hordes 

Black blood stained the virgin snow as Khalac' 11 1tu burned bright 
1be Skull-God giftl::d brazen armour 'fon: the moming lfslit 

But KhaW:, kst the Gods .reproach him, sufl"crcd oot hil pride 
Humble 1till though mighty foes lay bleeding in his 1tdde 
m. warrlon gn:w twice in number cyery pulling moon 

A steel-dad honle that marched to war in se:uch of Plaguelonl'1 boon 

And 10 il was that Xbalac Swordsson came upon Hell Pit 
Where w:rmin-men and twisted mutant through the lhadowll 8it 

Khalac brought the kiss of plague unto the Batkin Lord 
And put to death hil nightmare lcgionl 'pan a mfted sword 

Now numberless hil loyal bondamen, lhalac turned due south 
The Lord of Pleasure wlWlpered him with ~needled mouth 
'.A palace for a prince,' Aid he, 'and aouthmen build them fine 

Glut thylClf on sweetmeats, flesh and blood-inflcctcd wtne' 

So Khalac Sworduon smote the ~ 'Emperor' of Man 
He took up throne and sceptre gold and llOOD. the fcast bcpn 

'n:n thousand swmdamen roared hil name as Xbalac ltOOd on bfF 
Hill 1Cen cl•imed immortal fate awaking him was nigh 

Lord Khalac, once 10 young and meelding, lit the nlght with power 
His mm did siDg with eldritch humoun 'til that darlding hour 

When 'Kh2bc'1 f'r2me could hold no more; a mound of living bom: 
'Wa8 all the Bdde goda left aeatcd 'pan the 10Uthmen'1 ~ 





WARRIORS OF KHORNE 
Khome ls the mlgbtieat of all the Chaos Gods, fur he ls 
nge incou.'naR. Known as Xhama!h, Khoqbar, Akbar and 
a hundred other names, the Blood God is worshipped In 
almost every northern Uibe. Khome is always pe«dved 
as an angry, roaring being of Infinite strength and 
supreme battle prowess who rewards b:rarery, mlgbt at 
arms and mnqucst. The gore-maddened followers of 
Khome hunt and kill C9al bcynnd the borders of the 
monal world, dellglttin,g in sla\Jl!lltcr whether under the 
baking sun or by the light of a hioodstalned moon. 
Khome hungrily watches the carnage wrought In his 
name, and his bellows ofbloodlust can be hcud echoing 
across the wid betwetD Wt:ll'kls. 

Khome is depicted as an overlr-muscled, dog-beaded 
giant in baroque plate mail who sits brooding upon a 
ftSt and ornately carved brass throne. The throne, in its 
tum, sltll atop a great mountain of blood-stained bones. 
These are the skulls of not only his taithful c:hamplons 
but also those that they ha"R slain in the name of 
Khorne. Their number ls beyond counting. for every 
mJnute of every day yet more decapitations are offi:rcd 
unto this most violent of gods. Khome's Flesh Hounds 
gnaw upon each new offering, ever ready t.o hunt those 
cravcns who wilt not ftgbt in open battle. There can 
never be enough skulls laid at the foot ofXhome's 
throne, for though they feed his glory, they can never 
quench his eternal thirst for blood. 

But it ls not fuat the tie.roe men of the north who 
worship the Blood God. Many c:trilindons wonhip 
aspeas of Khome under a <Wrerent name; even the 
Elven god of murder, Khaine, is thought by some to be 
an aspect of Khorne. There are no temple& to Khome, 
though. and conflict ls his only ceremony, for the God 
of \Vat is only truly worshipped on the battlefteld. 
The indisaiminate bloodletting practiced by his 
follmw:n is accompanied by little ritual other than 
their chilling battle ay - "Blood fur the Blood God!" 

The wanior code of Khome is simple: blood and more 
blood, 1'Cpl'd1ess of the source. Khome deapiaes 
spdlcaating in general, though magical weapons that 
aid the buslne$& of slaughter are much favoured by his 
warrior$. There are no wlzatds devoted t.o Xhome, for 
his champions epitomise those who live and die by the 
blade. A common mark worn by his followers is the 
Collar of IChome, a massive studded ring with long 
splkr:a on both the lnslde and out. It Ja said that these 
collars protea the weuen from hosd1c magic, and that 
Khorne's own P1eab. Hounds wa.t" similar artefacts. 

Champions of lhome are often unpredictable fight.en, 
for a day that passc$ without adding to the slaughter 
in Khome's name is a day w.asted. Furthermore, 
IChome looks well upon those who s:acrifi.ce their 
friends or allies in the name of Khome, and wt1l punish 
a wonhipper who mils in his duty as CECUtioner. After 
all, Khome cares not from when.cc the blood flows. 
For tbia reason those hl8b In the arour of Khome are 

.feated and hated even by other Chaos worshippers. 
Khome's champions are highly c:ompetitm:, and unleas 
they believe that their god has brought them together 
fo.r a grander batde to come, when two champions 
meet, It lne9itably ends in bloodshed and murder. 

The armies that march to W21" in the name of Khorne 
arc a terrifying sight. Of all the devotees of the Ruinous 
Powers, it ls the miniom of Khomc who prize mardal. 
prov;css and iron detennlnatfon most of all 1be elite 
waniors of lhome march tirelessly, menace In their 
every step. Their b.cass-bound banners drip with gore, 
decorated with disembodied heads and slicked with 
arterial blood. They keep a grim silence as they march, 
ea.eh busy with w.aking dre:aim of carnage. Around 
them, the air seems to aaclde with tension, for the 
longer ea.c:h wanior keeps his blade sheathed, the more 
violent the outburst when he releases his rage. When 
the arrnics of Kho.me reach the .flcld and bat:de llncs are 
drawn, the w:uriors of Khomc transform. into a roaring, 
c:ha.qpq ma11 of stA:cl and sinew that slams Into the 
enemy line like the fist of the Blood God bimlJelf 
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DEVOTEES OF SLAANESH 
Slaanesh, the Dark Prince of Chaos, is the youngest of 
the four greater Chaos Gods. Known under a multitude 
of names, including Shomaal and Lanshor, the Lord of 
Pleasure is the patron of e:ir:a:ss In all things. Master of 
luxwy and creative power, his realms of influence 
include musk, art and pa5Mon, but also sadism, 
perversion and cruelty. He is the embodiment of 
indulgence In all Its furma, and can be found whereYCr 
discipline bmn to temptadon and 'Virtue falls to vice. 

Divinely beautiful and allw:ing, Slaanesh CJ.Udell a 
palpable and lrreslslible clw:m that can le<m: a mortal 
smiuen fur eternity. Slaanesh most frequently appears 
as a radiant and slender colossus, male on the left side 
and female on the right, with a subtly disturbing voice 
that an bind a man as a spider binds a tly. He teases 
the souls of his enemies &om their bodies as they gaze 
with ador.uion and longing into his lustrous eyes. 

The tribesmen of the north seek the fm>ur of Slaanesb 
not pw:cly fur plc2sure but also fur personal gain, fur 
the Duk Prince of Chaos has it within his power to 
iNti1l his followers with a portion of his radiant glory. 
The truly dC90ted of Slaanesh has legions of acolytes 
picpared to die on his behalf and his pick of adoring 
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womenfolk to bear his seed Slaanesh is also honoured 
throughout the Old World, where his principles of 
indulgence in every whim and vice enjoy a clandestine 
following. Slaanesh's allure is highly addicdve, and 
those who follow him are quickly overcome by the lure 
of pride, arrogance and cn:ess. 

No-one ls safe from the Dark Prince, fur he ls not some 
.raw elemental .fmcc that can be aroldcd or met with 
blade and shield, but the embodiment of the hidden 
lurts and desires that nestle In every beiq's soul. 
Slaanelh hun&rilY preys upon these mortal wcaknessell, 
watching greedily as his playthinp fall from grace. How 
many have inadvertently slipped into his tender 
embrace as they succumb to the sins of self-Indulgence? 
How mmy leaders of men have turned to the Dark 
Prince of Chaos to secure their position, or to gain the 
support and i:cspect of their fellmw? 

Champions of Slaanesh arc majestic, charismatic 
lC2den who arc adored by their fullowcrs and attract 
ever more anniea to their side. As the Champion 
becomes more self.absorbed, he begins to lose that 
which once made him human. The favoured one 
becomes more diswtt &om his followers, his 
otherworldy persona only furthering the demdon of 
his acolytes. Slaaneshi Champions are Immensely proud 
of the glib givcil to them by the Dark Prince, bathing in 
the praise heaped upon them by lesser men. They arc 
Imposing individuals, with an alh.u:e that goes beyond 
mere physical beauty, and they tight with e1furdess 
grace and exquisite precision. The sheer presence of a 
Champion of Slaanesh ill inspiring; they are :rum>unded 
by an aura that delighis others and drives them t.o adS 
of great loyalty and sacrifice. 11'.ain, fear, honour and 
loyalty become merely abstract concerns to be 
mmined as a priest of Morr might examine a corpse. 
As the devoted of Slaanesh slide Cft:t deeper into the 
depths of depravity, a litd.e more of their humanity 
drips a'Mlf with every unnatural act, until they arc 
id:>om as beautiful. but auel tyrants entirely fuc:wied on 
their own ambitions. All other acaturea become 
sub.9ervient to the will of the Champion, there merely 
to give adulation or be destroyed. 

The glittering warhosts of Staanesh are lll2l'VCllous to 
behold. tong, elegant banners proclaim the glory of the 
lord of the Wiu'host and pledge undying de'mdon to 
the Dark Prince. Bach warrior l.s tattooed and pJerced 
with obscene slglls and runes that hurt the nakl:d eyi:, 

and fine silks and carefully fla}":d skins aie draped 
ac:rou polished and bladed annour. The Cbampl.onl of 
Slaaneah stalk and glide acroA the battlefield with a 
languid and unhurried grace, long tongues fticlrering as 
they taste the tang of fear in the air. For although the 
minions of the Dark Prince indulge themsehes In every 
'rice known to the worlds of Mankind and beyond, 
perhaps the faourlte ezceu is to be found on the &eld 
of banle, where the devoted can bat.be in the hot blood 
of their vicdml and reJoice Jn the 1acams of the dytDg. 
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DREAD HOSTS OF NURGLE 
Nurgle is !he Lord of Decay. It is he who unlea1bea 
famines and pestilence upon the world, and so it ls to 
Nurgfe that mortals tum when they wilh protection 
from !he ravages of disease and the Inevitable decline 
brought by !he passing years. Sooner o.r later erery 
mottal fccis Nuigle's debilitating touch. When the crops 
are spoilt, when a child Calls feverish. and when 
wounds begin to fester on the ftcld of battle, 
suppll.cadom are offi::red to Nwglc fur him to stay his 
hand. These supplic:atl.onl arc often sua:caaful, 
but Nw:glc's &rour is bouJ!bt at a terrible cost. 

Known alBO as Nurglitch, Onogal, Neiglen and many 
other titles, Nurgle ls an ancient and well-established 
god. He has claim to the title Lord of All Things, for no 
matter how solid and permanent something seems, it 
is a1w.rys liable to physical corruption. The palace of 
today is tnmon:ow's ruin, the ma!dcn of the morning 
fs the crone of the night, and the hope of a moment is 
but !he foundation stone of evcrlastiDg .regret. 

A darb:r counterpart to prlmJti'R! deities of fertility and 
nature, Nurgfe is po~ as a kindly, alm08t jovial 
god, known as Father or Gnndfather Nurgte to his 
blighted acolytes. Though he ls the Lord of Decay, 
whose body is wracked with disease, he is full of 
c:mberant energy and a deslic to enlighten - Nuigle 
cherishes all life, be it mewling babe or bubonic pox 
While non-belk:Ycrs may moan in an,guillh when 
aippling plague sweeps the tandll, thOIC dedicated to 
Nurgle laugh and dance to sec the gieat wmb of their 
maate.r unfoW. They b.lm! aa:epted the futility of 
defying Nurgle and !he inescapable dilapidation that he 
brings, embracing the frultfu1 delights of decay. dlsc:ase 
and ruin. For what use is it to rail against the onset of 
entropy, as implacable as the pas.sage of time itseH? 

'lb his follmw:n, Nwgle appears as a gigantic and 
massm:l:y bloated aeaturc, fcab:ring with bolls, pcrsr:s 
and suppuradng so.r:cs. He fs l\U'l'OUD.dcd by a duk 
cloud of tiny daemonic inscm, each of which carries 
the symbol of !he Plaguelord upon its back. Nurgle's 
skin is rent and torn, and indescribable organs, rank 
with decay. spill through the niptured skin and bang 
like dra.pes about his girth. From his exposed guu spill 
the Nw:glin.p, the spiteful mires ofNurgfe, giggling and 
cacldtng as they play amidst the filth. 

Father Nurgte has a generous spirit. He Is never mean 
or thrifty when bcstow:IDg his latest concoctiODS upon 
the mortal .reahm, fur within his putraa:nt cauldron 
Nurgle baa gifts enough for all. The Plaguclord 11 iaW 
to delight in erery new pox, ~unique rub and 
blisier, and of all the gods he tala d'IC mo.t intel:ut 
in the plight of his mortal followeis. 

Nurgfe's Champiom, although ranged by disease, 
are themselves protected from such plagues, for they 
become immune to pam and dlscomfort. While their 
bodies may corrupt and split opcn, !he spirii of Nwglc 

sustains them. Thus the Champions of Nw:gle can 
endure wounds and afllictions that would aipple 
others and still fight on in his name. They are horrific 
to look upon. more so even than other Champions of 
Chaos, for their peeling ftcsh, stomachs bloated with 
corpse.gas and chamel stench are a reminder of the 
eventual fate that awaits all creatures. 

The armies that man:h to war in Nurgle's name are 
repulsm: indeed. Clouds of fat-bodied files surround 
the &roured of Nurgle, bathing 1n C2pOSCd sores and 
pustules and c:1wJrerlng into the eyes, nostrils and can 
of any who look upon them. A miasma of pestilence 
hangs around lhe w.uriors of Nuigle like a grey.green 
cloud, all but suffocating any who come wilhin range 
of their rusted and pock-marked blades. But not all ls 
grimness and squalor amongst the fuotsoldie.rs of 
Nmgle, for the f:mrured openly rejoice in their deity's 
approval. So it fs that the hosts of the Plaguelord stride 
to battle with !he e:s:ubcrance of a camlwl, their 
armour pamted in the tp:'isly palette of sickness, 
phlegm-choked laughter echoing across the battlefield 
as they bring their deadly gi& eYCl' closer to d'IC foe. 
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DISCIPLES OF TZEENTCH 
Tzeentth is the Changer of the 'W.qs, and he is flux: 
embodied. He has a masterly comprehension of maglc, 
but also destiny. intrigue, history and subterfuge. As 
cl1antJC is inherent in the essence of Chaos ltsel( 
Tzeentth has a strong clalm. to ultimate power orer all 
who worship Chaos. For without lr.UW'ormation, a 
warrior cannot ascend to greatness, the gods cannot 
bestow their glftlt, and the living cannot die. 

The entity that men worship u T:a:entth hu a 
thousand names and &ces. Known as 1\:har among the 
bad:>arians of the far north, Chen in the exotic cut and 
Shunch in the steaming jungles of the south, the only 
oonstant ls Tzeentch's inconstancy. Everywhere, though, 
he ls a subtle manipulator with an all-encompassing 
knowledge. Tl:eentch knows each trlvi2l seed of hate in 
man's heatt, just as he knows the ultimate fate of every 
star in the cosmos. His plans arc inevitably comoluu:d 
and 'ftlt, spanning across untold aeons, lncq>ll.cable 
and contradictory to all mortal minds. He is the puppet 
master, pulling the sUings of fate and controlling the 
deatiny of his fullowus and enem1ea alike. He does 
not manipulate the lives of men towards a specific end, 
at least not fur long; for Tzeentth, the very act of 
manipubtion ls an end unto itself. 

Tzeentth does not ha:ft: a slngte form, often manifesting 
himself as a cloud of m.agtal light that constantly 
cl1antJCs colour. When he docs take shape, his skin 
cr:iwls with changing faces that leer and mock the 
onloolrtt. As he speab, these &ces repeat what he says 
with subtle but important differences. His head sits 
puckered and &owning in his chest, and his horns 
seem to spring from his shoulders rather than his brow. 
The firmament around Tzeentch is heavy with brooding 
magic that winds like liquid smoke around hlm, 
forming bewildering and interweaving patterns. 
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To look upon him Is to off'er up one's sanity- mortal 
minds are not meant to glimpse infiDity, and Tzeentth 
sits at the nexus of all possible futures. 

As well as lord of flux, Tzeentch is also master of the 
ever-mutating energy that Is known to mortals as magic. 
Known as the Great Sorcerer, Tzeentch gifts those who 
honour him wlth superior magi.al powers that they use 
to bend icality to their will. The slighted, the desperate 
and the sly pr:iy to h1m, asking fur pi:cdorninance cm:r 
their rivals and the &rour of fate Itself Uldmatcly it ii 
they who will receive the gift of mutation far beyond 
others, for Tzeentch is synonymous with change, and 
true disdples of the Great Schemer accept the changes 
wrought upon their tr.ames with ecstatic abandon. 

Tzeentth has many slgils and symbols, though the most 
common is a reps:esentadon of the writhing flre of 
change. His DaemODll and Champions arc fl'cqucntly 
gifted with ccrlc bird·llkc bcakl, clawa and multi­
coloured .&:athcrs. lbeir skin and armour is in constant 
flaw, changing shape and te:s:ture, forming grote.sque 
cackling faces and bleidoscopes of blazing colour that 
confuse and disorient those who look upon them. 
Those few who succeed upon the twisting path of 
1'7.eentch become the most otherworldly of all Chaos 
Champions. They are blessed wlth both exceptional 
warrior skills and the an:ane powci:s of the Loni of 
Magic. This deadly combination makes them nmnlng 

.leaders and lethal warrion who command their armies 
with uncanny pi:adenc:e. 

The legions ofT?.eentch are not as numerous as those 
of wr.atbful Khome. and do not J)068eSS the unholy 
n:sllience of those belonging to his rtn1 Nurgle. 
Nonetheless, the might ofwuhosts pledged to the 
Changer of the 'Ways cannot be measured with mere 
rrwnbers. The sides above a fiecntchian host writhe 
and blaze with untrammcllcd power. Thdr banners arc 
wi:cad:ied iD boha of sentient lf,ghto!Dg that crackle and 
scream outward inm the eyes of those that look upon 
them. The blades and armour of the chosen of 
Tzeentch glow with balefire. When the Great Schemer 
iS in the ascendant, his warriors are gifted with a 
prctematural ahility to perceive and react to a dozen 
dilTerent futures. Wanhrlnes draw yet more aroane 
power into the ranks of the f.litbful as the Sorceren at 
their head unleash cdppUng curses and bolts of magi.al 
Bre that immolate or mutate everything they touch . 

The appearance of a host of T%eeatth often heralds 
some drastic change in the ebb and Bow of battle - an 
all-conquering hero finds himaelf reduced to a village 
idiot, a sale haven i& transformed into a deathtrap, or a 
cow:ageous last stand ls turned into a rout. Such arc 
the spectacles that amuse and occupy the Great 
Schemer. If the changes that entertain hhn can be 
wrought in flesh and blood then so much the better, 
for the ttamtOrmadon from life to death Is the most 
pro10und of all. 
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INCURSIONS OF CHAOS 
When the gods of Chaos will it, the tribes of the north 
gather. Their call is most keenly heard by the Chosen 
and by the mwt revered Champions of Chaos, but ~n 
the youngest of warriors cannot fall to heed their 
summons. The Realm of Chaos itself swells with energy, 
and from Its edges snaking tentacles of power atend 
southw.uds. As space Is 'W2tpCd by the lncwsion of the 
Realm of Chaos into the mortal lands, so the uca of 
swrounding shadow ls also pushed soutlrw:uds. 
Beneath that shadow the armies of Chaos advance 
- or, IODle say; are driven - fur as their homelands arc 
swallo~d by dukness, so the tribes arc inmtably 
compelled southward!. 

As the borders of the Realm of Chaos hea.ve and flux, 
so the Winds of Magic blow hard and the raw power 
of magic flows into the world. It is said that the 
champions of the gods can sense this power as an 
m:diDaiy man .fi:e1s the wind or sees the wa"RS upon 
the sea - even in the far south It is commonly supposed 
that w1Zards arc able ID 1JCe sorc:erow emanations 
in'risible ID others. Upon thls wind ride aeatures from 
the Realm of Chaos itself; Daemons and spirit!, the 
k$&c:r gods of the tribes, and even, it is said, the gods of 
Chaos themsel'fCS. It is only upon the mmt powerful 
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and enduring gales of CDC£KY that the greatest and most 
dangerous creaturel can endure the mortal world and 
join the great incursions of Chaos that plague the world 
at large. 

Fortunately for monals, the power of Chaos hu always 
w:m:d and w.aned. Its tendrils cmnding and ICU'Cadng, 
and fur most of the time the ahadows lle dose apinat 
the pole and far distant from the lands to the BOUth. 
Whether the ebb and 8ow of Chaos is ltlelf a random 
and natural phenomenon, in ao far as ruch an unnatural 
place is subject to natural laws, or whether it happens at 
the behest of the gods, is Impossible to say. The men of 
the north believe that the will of the gods is not a matter 
of concern fur mere mortals, and perhaps they are right. 

THE INESCAPABLE FATE 
With every passln8 decade, the tlu:eat from the powers 
of Chaos becomes greater. Though the change 11 too 
subtle fur a single m21'.l to pen:ei'n! during bis meagre 
half-century of life, as the yean marcll past, the long­
livcd Slaml and the scholars of the Bbcn races watch 
the doom of the world unfold befui:c them. 

Slowly; lndJaputably. the inc:utsiom of Chaos are 
becoming moi:c common. Though hwu:lreds of minor 
inftS.lons and raids occur each year, the full.scale wan 
that permanently ll<:al' the memoriel of mortals are 
growing in number and frequency. 'lb date, each of 
these major incursions hu been flymied and ~ntually 
thrown bade by the combined military might of Men, 
Elves and Dwarfs,. but at terrible cost.. 1he men of the 
north number in the millions, and they breed strong 
and true. Furthermore, their daemonic allies can never 
ttuly die, and mum agajn and again to assail the lands 
of the Jiving. There will come a day when there are no 
more armies to oppose them. 

In the lands of mortals, the wise and the mad already 
.recogniae the dire signs and portents that presage the 
return of Chao&. The world once more teeters on the 
brink of ultimate destruction. Those few ancient 
loremasters f:amiliar with the forbidden volumes 
dedicated to the incursions of Chaos fear that the day 
Is near when they will occur etay generation, then 
every year, until the world will be awash in one 
wnswu, ~war. 



Tbc: Crc1t Wu agliut Ciuos wu f.t iii 2302. Ciuos umics ovcm• 
Praa1o uckcd the port of Ercagnd. aacl besieged Kisln. Tlicy were 
ncataally defeated by a fcmc of Mcca and Dwarfs. led by M.pu 

the Piou.. High Kisig AJrib9oA and Ar-Ultic Krit.stcw. 
Aftmrws M1911ua the Pio1J1 bcamc Emperor 1od tc1U1itccl the Empin:. 
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THE GREAT INVASION 
Over the ages, the Old World has known many wars and endured Innumerable 
perils. The fragile kingdoms of Man bare met and defeated these threats, yet 
each new danger emerges greater than the last, and every battle is won at an 
ever-hlcreasfng cost. Of all these wars, one alone is known as the Great Invasion 
or, as the men of the Old World call it, the Great war against Chaos. 

A TIME OF OMENS 
Throughout the IUDlDler of the Imperial ~ar 2301, 
portents of dUub:r blo11omed like sick fruit 
throu8bout the bnda of the Empire. ~ that had 
previously llC"1:d towna for generati.ona filled with 
blood-slicked slime. Pip rose up onto their hind legs 
and began to saeam with voices that sounded human. 
Crops shrivelled in the long heat or were devoured by 
plagues of lnlccts, maoy of which had lecrtng human 
.face.. Few doubted that the Empire lay under a cune, 
for who else but the Lord of Plagues, Nurglc blmsclt: 
could be rapomible for 1uch a catalogue of woe? 

1b the KUrpn wulo.td Aunr Iul the Anointed, the 
Empire of man sccmed wall: and ripe for conquest. 
Not only WU the Empire riven with Father Nurglc's 
choicest plagucl. but also it was rldd.led with 
corrup!ioll and decadence due to the COYCtt worshlp of 
Slaancsh. Ar. the nobles of the Empire induJFd their 
'rice• and acted out their petty rlftlrica, the fon:ca of 
Chaoe wued mong. There wu oo cauralilcd 
authorlly to OppollC them, for the ltnc of the Em.pcron 
had ended abruptly and the human Jandl of the Old 
"WOrld were divided between the 1quabbling Elector 
Counts. Chace warbanda roamed unchcclix:d through 
Xislcv and Nordland, C'¥'CD reaching u far u Altdort; the 
Jewel in the crown of the Empire. Asavar KW gathered 
his ttibe1pcoplc to him and made te2dy for war. 

THE GATHERING OF MIGHT 
The tint of KW'1 tnmlila lay to the &r nonb. He could 
&el in his soul that the gateways that divided the 
worlds l!Wdled with power, and made has~ to witness 
their glory. For Iul knew that all true children of the 
Chaos Gods would fed the pull u he did. The dark 
shadow of Chaoe spilled southwards, engulOng the 
wastelands and ablorblng them into the Realm of 
Chaoe. Before thll im:sistible tide, the minions of 
Chaos gathered, and Xu! drew them to hll cause. Ar. 
the shadow of Chaoe ~d aouth, ao the forces of 
Cham 8l'eWo li11 wu joined by nmog banda of Chaos 
w.urton from the borden of Troll CounDy and all 
manner of momtrous and bcllUh beam that~ 
in their wakic, attncRd by the unmistakable lure of 
raw power. Daemonic hosu croMCd the ml from the 
Realm of Chaoe and marched to his side. In the forcsu 
of the oorthcmmo1t provinces of the Empire, 
Beastmcn pthe:red in unpmccdeoted numbers. 
B~n the EDgb Pau to the north of Prug aod the 
.Mkldlc .MounWru, then: cmcrged an unholy horde so 
J.arae that itl banncn cbo£d the homoo. 
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Ar. autumn came, the laodl of the Em.pin: fd1 into 
anan:hy. Many thomands had already died of hunger and 
plague, and thouuodt more IOUght refuge in the 
crowded clt!cs. Fanm, viJlqea and mnall towns were 
abandoned to marauding bands of Chaos w.rriOl'I. Hvm 
in the prosperous regions around the dties of Nuln and 
Altdor( things were not well. In the dark and twisted 
stn:ets of the cities, religious laoalics and prophets of 
doom preached their stt20gC bmnd of ralempdon. .Many 
desperate ddzeru lillr:oed to their dogma and, bclie9fng 
the world to truly be at an end, became flagdlanu 
theJmc1'a. Witdiaafi: and am:rt wol'lhip of Slaanesh 
were blamed for the amupUoo taJdn& root all aaos1 the 
Em.pin:, and hundreds of innocm.t3 ~ burned at the 
stake, though doubtlcts many aw:rm of Chaos~ 
rooted Ollt and slain by the zealot$. Witch hunters and 
prcachen rallied the people agalmt the fo11owen of 
Cbaos and there was open wufarc in the streets. In 
Nuin, the -young nd>leman Magnus drew a great 
10llowtng. and wiih .hil mlztun: of zeal and common 
ICllSC the dty WU JJWFd of the wonhtppcrs of Cbaos. 

A DARK HORIZON 
The Chaos horde coru:tnucd to gather from the lands 
around the Troll Country. With CYCrf pUllng dawn 
their nwnbcm had grown further. Before long the 
bmde'• campfirca were as numerous as mn in the 
night sky, and blood-sllckl:d pyramids of akulla dotted 
the land as more and more saaifice11 were made to the 
Chace Gods. Kul truly seemed to bear the favour of 
each of the brothers in darkness, united in the 
subjugation of the mortal reahm. The army that Asavar 
Kul had gathered to him WU said to be the largest ever 
to march to wu in the Old World. 

In ~ the most nonhcrly of the human reahm aod 
bulwark apiost the landa of Chao11 Tzar A1eDI sent 
southwards for help, for he had fon:aecn the day when 
the~ horde would m~ upon him. The mmagic 
reached 'Wblfcnburg. where Count Bavark: of O.tland 
still held out. The Count'• lands had long been ranged 
by Bcutmco, and he was hence a sworn enemy of all 
the scions of Chaos, bc:attng many 1cars from prevtous 
banks agaloat the Dark l'mrerl. Leu than a Wl:Ck 
puacd before he led .hil army north to Join the Tzar, 
8rim dcttnnination in hll heart. 



BLOOD IN THE SNOW 
As the cold claw of winter dug into the Northlands, the 
army of Chaos began its long man:h south. The 
in:nsion fora:, so massm: that It was like a sea of 
blades churning across the mppe1, w:as soon 1pota:d 
by Klslevit.e outrldere. The Count of Ostland and the 
entire army of Kislev m~d north to intercept them. 
The two gigantic fun:es clashed somewhere between 
the JaslC9ite towns of Mwmagrad and Chansk. 

Kul's army not only outnumbered that mustered. by the 
Empire, but the regiments of elite foo11<>ldlers at its 
hc:ut pimcd umtoppab.lc. Nonetheless, the KislC'rita 
fuught like maddened bean Jn dc&:nce of their 
homelands. A avaky c:ba£gc from Xll.lev's a:lcbrata:d 
Gryphon legion, their feathered banners n:splendcnt in 
the winter mm, collapsed one of Kul's ftanks, and fur a 
moment hope glimmered in the Tuar's eyes. But as the 
skies blackened, that hope was soon extinguished 

The rumours were ttue - Cell acanucs &om before the 
dawn of Man marched at .IW'a side. Wieathed in 
lightning and with the thunder as his hcnld, the dtanl.c 
Shaggolh known as Kholck Suncatcr stormed into the 
fray. The Gryphon Legion were llC:atla'ed before the 
fury of the ancient and legendary beast. The Chao1 
forces renew1:<1 their usa:ult, this time with Kul him5Clf 
at their head, wielding his deadly twin baute-ues. His 
ferocity was terrifying to behold. Jill. hacked apart 
cavaltymen and footsoldiers alike, aen Celling the great 

beat Umtcll, who some said wu the primal spirit of 
Klalcv embodied. In the space of a single hour the 
snmv underfoot mmed from v1qUW. white to 
bloodstained slush, sttewn with the remalns of the 
Kislcv and Ostland soldiery. 

Few men e.scaped the battle. The Chaos horde paused 
only to make mountains of the dead as monuments to 
their Dark Gods, and to raise pyramids of skulls in the 
name of the Lord of Batd.e. The dread hmt laid waste 
to the northern put of the 1'2!ar's territory before 
mOYing soudnwrds along the foothills of the World's 
Edge Mountains. The K1sl.evttcs thought that the raging 
River Lyn&k, swollen almost to bursdng point by the 
spring thaws, would fura: the Chaos fura:s to ao11 at 
the bridges. The Tuar's armies prepared to defend them 
to the Wt and~ collapse them should they be 
overrun. But X'ul's Sorcerers commanded their 
followers to throw the dead of the ptevious day's 
IJ'laSS2Cl'e into the river. The raging ri~ ran red, slowed 
to a crawl, and froze once more. 

.Kul's v..viguard of Chosen crossed the river L-,nsk the 
II.al day, thousands of armoured feet crunchiog upon 
the hard crust ofblood·red lee in D::rrifyiq uniso11. The 
very last of the Kislevlte troops, making their flnal stand 
upon the bridges that led acrou the Lynsk. wt!1'e caught 
from all sides and swiftly cut down. Beyo11d the Lynsk 
lay the heartlallds of Kislev and the ttt;mlng city of 
Prug. The wont of the slaughter was yet to come. 
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THE DOOM OF PRAAG 
In Praag the people prepared fur attack. Thousands 
.flooded into the city from the llUn'OUDding counttylide, 
briDgfng with them what lm:atock they could aa1va,ge 
and planting what aops they could wUhin the city 
walls. It WU not c:oough, fur U 1'dJ U itB already 
omuowded populace, the city was packed with 
rcfugeea from Kid's lnft.Sion. Soon the braft: d1i2ens 
were IWYing and, In their wcak£ned condition, they 
were euy prey fur the vile glib of the Plague God 
Nurgle. Dtacase spread through the city I.Ike wildfire 
and, with nowhere to diap<>llC of the plague-st:ddo::n 
corpecs, the lttecta IOOD 6.llal with the dead. 
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Ouuldc the dty'1 defences the Chaos hotde made 
camp. A aecond city Conned oubide the walla of Praag, 
• city of tcrull built of wood, flayal skin and Jaged 
ateeL Prom here the anada:n launched occaaloml 
furaya, uaually led by wanton of Khome who could not 
wait my longer fur the bloodldtiog to bqin. Iul 
him ... Jf, ~ the tactic1an, made DO real attempt to 
seize the city until the pestilc:ncc bad done its work. 
The people of Praag surrivcd attack after attack from 
bands of flcnzled northmen, hoping beyond hope that 
a relief fun:e would be sent. Rwnours of a heroic new 
leader from the IOUth had reached the dcfcnden, a 
paragon mnonpt noblemen who wu briDgfng an army 
north to their aalfttion. 

Indeed, In the eouth, the flock of Masnus of Nuln grew 
~stronger. He pthen:d umo him a iqtag army of 
all kinds of men - loyal devotees of Sigmar, mad-eyed 
zealots, ordinary ddzens who harboured a burning 
hatted for Chaos and profeulonal soldiers ftom the 
armies of the prminccs. R£cognis1ng In Magnus a 
leader that could unite the ttoubled f:actiom of the Old 
WOrld, the E.cctor Counu of the BmpJrc pledged their 
support, and u one they led their troops to join him. 

In the bustling 1trecta of Nuln, the brf&li~ n:galia 
of Empire state troops WU eeen alonpide the 
tattcrdemalion rags of the Slgmarilc host. Soon a vast 
army of men marched oort:hwud, intent on brealdng 
the siege that choked the llle from the city of Praag. But 
their progress w slow. and wtth ereiy pullng day the 
people of Praag grew weaktt . .M hope faded In their 
beam, the plague dalmrd yet more of the ddziens, fur 
NUI]lle'1 aealiom haft: CYa' tbriV'cd on despair. 

It WU when the plague WU at itB beiaht that KuJ. 
changed hit tactica from the iron BriP of aiqp: to the 
majesty of all-out attack. The outer defcna:s of the City. 
though sufBdent to keep out Cf'CI\ the lttOD8CSt of 
Chaos Waniors, proved little obstacle to Knl's 
monstrous allies. 1be Shagoth Kbolck smashed a great 
wound in the dty wall& with a b•mmer older than the 
race of Man and, roaring in triumph. the Wurion of 
Chaoa pow:ed In. 

Eft:ntuaUy, after a bitter battle within the ~ of the 
ci~ Praag fdl in the winter of 2302. 1be gaze of all fuur 
of the Dark Goda was drawn by the orgy of violence 
taking place in Prug's sttects. Asavar Kul commanded 
hls Sorcerers to pafo:t:m a ritual of awesome magnitude 
in the ruins of the winter god Ulrlc's temple, imploring 
Tzcentch fur hls aid. Soon the raw power of Chaos 
swept over the land. Mlqp1UI wu too late - an adftnc:c 
fun:e of hls elite cawhy lay but a day'• march from the 
d~ but it wu to no aftil. Chaos bad triumphed. 

THE CITY OF 11IE DAMNED 
With the .fall of Praag, a great black wind blew in from 
the llCllm of Chaos. Out of the Chaos gateway it 
roared, boiling mu non Country and Info northern 
.K.'iakY. Through the ltJCctl of Praag it howled and 
1acamcd, lranlformilJ8 CYCt)'thing it touched. Men and 
ltODC blal toFtha" to furm horrilk: prgoy1a and 



grotesque lMng sc:ulptures. living things melted and 
reformed as night:matfsh parodies made from the fabdc 
of the d1y itself Souls In Imprisoned torment cried out 
from the twisted stones of the dty. Pillats groaned with 
voice1 that once beloo,ged to living flesh. Distmted 
faca peered out from walls. Agonised limbs writhed 
from the pavemenis. Praag had become a nightmare 
incarnate, a taste of what lay ahead for the rest of the 
Old 'WOrld under the rule of the Chaos Gods. 

A few men managed to escape the hellish prison of 
Praag, slipping through the siege lines as the Chaos 
armies prepared to march south once again. They 
brought the news of Praag'1 fill to the dty ofKlslcv, 
where the Tzar waa hastily traiD1D,g a ragtag army of 
those too young, old or Infirm to fight on the open 
plain. When Magnus heard of the defeat at Praag it was 
said that he wept tears of blood, swearing to Sigmar 
that he would avenge the horrors done that day. 

Mu:r the fall of Praag, the Chaos horde mared 
southwuds, passing Magnus's amnce fon:e without 
.realising they had done so. The cawlry host soon 
reached the sll'ir.kl:n dty of Praag where the w:uriors, 
many of them Klslcvita themselml, witnessed the 
horro.r that had overtaken thel.r people. Grim of aspect 
and purpose, they m<JRd south after the Chaos horde. 

The Bmp:ite ca9ahy soon encountered the rearguard of 
the Cbaos army, an undisdplined horde of the bestial 
and the forsaken. The human warriors fell upon the 
c:ri1 fon:e with a fcrodty born of outnge. It 'W2B a minor 
victory; but a victory nonethelca. Meanwhile, the main 
body of the Chaos horde continued Jts advance Into the 
heardande of llslcv, unaware of the human army that 
waa now bebJnd it. To the wart, the warbost of Sn:n 
Bloody Hand had reached the port of Brengrad, and 
burned it to the ground after a bloody struggte. 

• iri> 

Pw1her south, the main Empire army marched towards 
Xislev, led by Magnus himself. Magnus arrived at the 
dty of Klslev just in lime to see the Chaos forces 
surround it. The horde arrayed itself around the great 
walls of the dty; its black banners fluttering from the 
h1lls all arouwi. The standal:da of all four of the Chaos 
Powers could be seen wherew:.r thel.r champfonll were 
encamped. Chaoe Wmiot1 and Knights stood in ICl'ried 
ranks waiting fu.r the onle.r to advam:e, ~one of 
them gazing with a mixture of hatred and gloating 
anticipation at the walls of the human city. Sorcerers 
stood behind them or rode amongst the troops on 
beasts of Indescribably foul appearance. Monsters, 
daemons and beasts thronged at the periphery of the 
horde, bellowing and braying ln anticipation of the 
s!au8bter to come. 

nm BA1TLE AT KISLEV·s GATES 
Within the dty; Tzar Alais ordered the defmces and 
took command of his new army. Hastily trained and ill· 
equipped, yet with a courage born of despc.ration, the 
Klslcvita pJ:Cpal'Cd to repel the Chaoe aua:ult. With 
them were many Dwarfs from the great ff2t of 
Hverpeak, the Dwarf city of Karaz-a-Karak. Despite 
continuous unrest ln the Dwarf's own mountainous 
realm, the ancient alliance between Man and Dwarf 
proved strong, and thougb. comparatively few in 
number, the Dwa.rfs that had come to the T:t.ar's aid 
were the most battle-hardened of their kind. 

In the first Chaos attack, the Dark Gods committed 
their monstrous and daemonic allies. Followin,g a 
furious auault which made up fur its lack of dladpline 
with unbridled savagery, the foul aeatures <iro'R the 
Kislcvites from their ha.stlly-constructed outer defences. 
The Xislerite army withdrew behind the d1y walls. The 
last to reach the S2fety of the city were the Dwvls, 
whose 'nliant rcatg1.1ard action held the monsters at bay 
long enough fur the hum.am to reach safety. 

.As JM prcpaied to lead his own assault upon the city. 
Magnus's army reached the outaklns of the Chaos 
encampment. The Empire troope immediately fell upon 
the rew Chaos fullO'ITI!l'S remaining there, and aa the 
Sigmarites enacted their bloody vengeance, the air filled 
with inhuman bellows and roars of pain. With great 
haste Kul called his lords to his side and dtri.ded his 
horde into two, one part condnuJng to assault the dty 
whilst the other mmed ro confront the new thteat. 

Magnus's blow fell llk'e the hammer of Sigmar himseJf 
Befurc the Chaos army could properly rcfunn he 
attacked, routing a b.rge contingent of the monsters, 
Daemons and Beastmen who had only just retired from 
the &ont line. Thousands of Chaos troops were 
slaughtered. The lorces of the Dark Gods were bald 
pra&Cd. to halt Magnus's furious advance. 

But the hordes of Chaos were still gicat. Though 
Magnus may ha'9c driven o.ff many tbouands of ttoope, 
many more thousands 1'Ctlla!ned. A W:dm of its own 
mauivc sble, the Chaos army took a long time to 
l.'edeploy, but eventually its gs:eater numbers began to 
telL The adftl'ICC of the Empire army was halted and 
Magnus llOOD found himself surrounded. fur his inJtial 
amnce bad taken him deep into the Chaos throng, but 
the wall of steel that now con&onted them prorod to 
be all but impenetrable. The Empire army was left with 
no choice but to fall back into a defensive circle. All 
around them the 'Winiors of Chaos hefted their blades, 
champions from a hundred tribes stepping from their 
midst to challenge the leaden of Magnua's army. 

The citi2em of Kislev looked on in awe from the city 
walls. At first the hope$ of the KlSlcvites soared, and 
they sent up a great cheer as they saw the monstrous 
troops that had driven them back Into the d1y fteeing in 
all dJrections. The cheers began to die away as 
Magnus's army seemed to slow and stumble. Fearing 
that their saviours would be deau:oycd before them, the 
Dwaril of Kataz.a·Karak marched &om the south gate 
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and took their hammers and a:Es to their tormentors. 
But the Chaos troops surrounding K1slenvere Kul's 
pcrsonaJ. wnguard, and en:n. the most hardened 
Dw.uf"veterm. oould not stand against Kul's elite 
waniors fur loq. Kul h1mse.lf fuuJ!ht with the .rage 
of Khome, hewing apart a score Dwarf Longbeatds 
with bis axes. The Dwar& ~ beaien back with heavy 
l0$SC$, and barely half returned to the city alive. 

With the threat from Magnus cont2ined and the Dw2rfs 
repelled, the Chaos forces turned their attention 
towards Kislev once more. Under Kul's command, the 
elite of the Chaos armies pushed their way to the front 
of the horde, and it soon became apparent to those on 
the banlcments that the nez:t assault was intended to 
take the city. 'Ibe best of the Chaos troops were arrayed 
aga.lrut them - Chaos Warrior1, Choaen, and a trio of 
Sorceren each mounted upon a terrifying two-headed 
Chaos Dragon. The Kislevke$ and Dwarf& prepared to 
sell their lives dearly, sending silent prayers to their 
kinsmen to avenge the f:a1I of the second Xlsl.ente dty 
In as many weeks. 

Just as the siege towers of Kul's army were about to 
reach the city w:dls, the tide of battle took a sudden 
and dramatic tum. Magnws's advance force of c:ava1ry, 
the same furce that had reached Praag too late to save 
the city, arriTI:d upon the northern flank of the Chaos 
army. The ca-v.alry included not only iroops from the 
Bmp:ire, but also many Xislevite honemen from the 
steppes, the memory of the horrors of Praag &esh in 
their minds. Out of the foothills they galloped, lances 
lowered. With tremendous fcrodty the cavalry host 
plunpd Into the Chaos tlnea, which bcpn to break 
apart beneath their righteous fury. 

Magnus and bis main force had dcawn up onto a low 
hill where it endured the c:omtant attack of Marauders 
and Chaos warriors. For erery Chaos warrior that fell, 
a ckmen men's lives were spent. Magnus set his jaw, 
p:cpared for a last SWld, when from bis nlsed position 
he saw confusion In the reu ranks of the Chaos ho.l'de. 
He realised with a swge of joy that bis own cavalry had 
ietumed from the north. The Chaos troops heard the 
clamour of battle coming from behind them and bcpn 
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to~. Though he wu already mentally and 
physically emausted, Magnus stood In his saddle 
and clhorted his men fur a tlna1 attack. 

On the battlements of the city, the surviving defenders 
witnessed the ca-v.alry attack upon the hordea of Chaos, 
and saw the dark fu:rces begin to tum. T2v Alexis 
sensed that victory could yet be claimed, lfhe acted 
swiftly and with v.alour. The city gates were hauled 
open and every last Xls1mte soldier rushed out and 
attacked their besieger.;. The Dwar& swore a great oath 
of vengeance and launched themselves once more 
upon the Chaos army, their gieat urs taking a mighty 
toll as they yelled ancient Kbaalid battle aics. KW 
himself .fdJ. in the last assault, a jaged blade punched 
through the back of his neck. Some say the favour of 
the gods was withdrawn from him at a critical moment, 
others that he fell t.o a swo.l'd thrust from one of his 
own lieutenants. The nature of his death prmcd 
ltrelevant, as without his force of will to unite them, 
the Chaos forces began to crumble. 

Caught .from tluce sidea, the once-dJsdplined Chaos 
hm:de devotved into a howling, sa:eaming mau. 
Momters mWed hither and yon, impossible to draw 
into order as a cacophony of lhricb and desperate 
battle cries made command impossible. Chaos Wuriors 
fought on reganlless, but their numben were now too 
few to ftgbt on all fronts. Slowly, the Chaos army began 
to f:a1I apart. By the day's end the Chaos horde was 
broken and scattered. The end was in sight, and though 
almost all its menfolk had died, the city of Xisl.ev 
.i:cmal.ned inviolate. 

ANEW DAWN 
Following the Baute of Kialev'a Gates, the taint of Chaos 
that hung In the air began to ebb away. Darli:nC$& 
withdrew from the land once more. The city of Praag 
was levelled and rebullt. though ever afterwuds lt 
remained a haunted dty where the dead slept uneasily. 

MagDWI the PioWI, as he 'WU C'9CI' after known, became 
Emperor of the .realms of Mankind and united the 
Empire once again. 'Ibe furcats wei:e cl.eared of 
Marauders and Beutmcn and the last of Oatland and 
Ostermark was &eed from their grip. The forces of 
Chaos, scattel'\':d and without U'Ue leadership, were 
driven back into Troll Counuy and beyond. The Great 
\Vat of Chaos was at an end. 

The alliance of the Chaos Gods ended too as their 
.rivalries drove them apart once more. Pc:rhapa the Dark 
Gods were conu:nt to teat the defences of Mankind, or 
merely to Indulge in a year ofbloodahed and butchery, 
fur their true plans ate hard to fathom. 

For the next two hundred years the forces of Chaos 
gathered sttcngth. Within the Emp:ltc, the worshippers 
of Chaos bepn again their work of inftltration and 
corruption, sowing the seeds fur another in'nsion. 

BK17where, Chaos was preparing for the ncn attempt 
to wrest control of the Old World from Ila monal lords. 
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WAR IN THE MOUNTAINS 
'Ihere is a tale of woe told in the north of the wo~ a story unknown to all save 
the minions of the Dark Gods and the elders of the Dwarf race. It Is the legend 
of the Lost Stronghold, Kraka Drak, and vatmir Aesling, Emperor of Chaos. 

ValmJr wu a ruthleu and cf!ident l.cadcr of men. 
Brooding and silent except for occasional and 
invariably &121 oudmn11 of tanpcc, ValmJr had a 
.reputation u an uncompromU!ng and bloodtbfnty 
general. He pwmbcd imubordinatfon with the m.oet 
grotaque tortures he rould devile and hated the other 
races of the OW 'WOrld with a fiery pauion. 

1b valmJr, the Dw.ufen hold of Krab Drak. wu an 
aberration that needed to be tom down, for It nestled 
within the mountaJns that Valmir counted as his 
territory. 'When the Dwu:fs of Kraka Drak not only 
~ Valmir'1 Jnitlal atternpca to take their .fo.rtrcss 
but forced ValmJr out of the mountaJna, he mushal.lcd 
his boats and &wore bloody~· 

THE BA'ITLE OF ICICLE PASS 
ValmJr launched hJs auault at the belght of the summer 
mondla, foe he knew that the heavy 1DOW1 and 
bliz:i:atds of wintet would only slow his armies and aid 
the nw.rfcn defeodecs of that IDOUlUaiDous realm. The 
tint ttoopa to march Into Ick:le Pull wee boat upon 
host of fuN:Jad notthmen, thdr chidtalDa swollen with 
pride by the .fiact they had been penona11y choeco to 

lead the vauauaro. They wee the first to Dll. From each 
side of the pass, Dwalf marlmnen unloaded their 
a:ceebowB time and time again into the lllallCd ruW of 
.flesh below. 1Cams of artillerymen rcwcaled tbci.r bolt 
throwen from their aoow-dad eyrics, and a half-dozen 
Northmen were transftv:d by each stout metal shaft. 
Soon, the valley was filled with corpses and carrion 
amw wheeled merhead. 

ValmJr cared not, for the Dwarf defenders had ~aled 
their position and, crucially, the poaitlon of their 
tunnda into the mouot:ain holds. s~ days ago, 
vaJmir had pthel'ed each and every Chao& "Warrior who 
had anawcrcd his summons Into two great warba.nds, 
and 11ent them on a gruelling climb over the crests of 
the mountaJns. As the last of the great throngs of Kraka 
Drak. emerged from their carefully blclclen tunnels and 
marched down Into the valley to cut down the suni9ing 
.Maraudcra, the Chao• 'WUrion atw:ked the Dwarf ptc­
wardeua from above and powcd on:r their bodic1 Into 
the heart of the mountaJna. 

It WU then that Valmir lwuncbed the DeD phue of his 
ambuah. The ftlley rcaoundcd to a great ecrcecbing 
and walling u a ddc of Chaoa Spawn, mutant Fors:alrcn 
and others who had ldl the dad ldu of Chaos came 
thundering down the pus. A more terrifytng horde had 
DO( been ICCll by any of the 10n1 of. Grungoi, and they 
ICt themac:IYes fut Into a defeuam: Cormadon. The 
horde of momttolldel duhcd themaeha against the 
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Dwarfeo sh:leldwalls to no avail, and the elite Dwarf 
lnfmtry began a methodJcal slaughter that chok£d the 
pus with corpses. ValmJr could well afl'ord theae laasea, 
foe bis Chaos 'WUrion were lmWe the hoW and the 
I>warlB, Including their leader King SilTI:rbeard, ~ 
locb:d in a war of attrition they could not win. 

BLADES IN TIIE DARKNESS 
In the guttering light of the labyrinth honeycombing 
the peaks, the Chosen of Chaos !ought the veteran 
lronbrealren guarding m.lnlng tunnels and ancient 
corridors. The passageways l'CIOoamd to the clang of 
jagcd blade againlt gromril plan: and doughty UC 

against Chaos armour, but en:ntuaUy en:n the 
lronbrealiien were cut down. The host of Chaos 
'Wuriors droYC deeper into the af.oom. and ID01'C and 
more Dwarfs l'09C from their ti.mu:b to meet them. 
Before long the clang of blade upon blade and UC 
upon shield grew llO loud that the whole Dwarfen 
underworW was like some nightmarish amithy, a 
crudb1e that forged only heroes quenched In blood. 

Ou11ide in Idcle Pull the Dwar1i:n lhJeldwa11s '1a'C 

bo!cting fut. Though the monmoua tide wu boiltc:rcd 
now by pacb of milehapen non. and roaring ()pa, 
this only seemed to ltralgtben the Dwarf army's 
l'CIOlve. Under :Kina sn~·s instruction. hundreds 
of tattooed and unarmowed Dwufa took the ftgbt to 
the8C monstrous opponents, hewing them apart as 
woodsmen mlsJtt fell trees until the ground wu awuh 
with a vile gruel of addle bile and black blood. In the 
peaks abmc, Gyrocopters •puttelal and whir.red, rising 
Into the air u the I>warlB attempted to get word of the 
attack to the other Dwarfen hakia. A winged, almaon 
Bgure swooped through the skica, smaahlng each of the 
strange craft uunder - none othec than Agbask, 
valmir's Daemon Prince ally. 1hdy Valmir had planned 
the battle wc11 Below tbla aerial dud, King Silvelbe:ard 
hinue1f had 11et his oath.stone, declaring that he would 
sooner face death than to .flee:. Hil throng took heart 
and redoubled their efforts Ip.inst the northmen and 
their mooatrou1 allies. The battle hung lo the balance. 

11IE DUEL 
The loud rncldng of a whip announced the p:eKDCC 

ofValmir hi~ raplendent In a Chaos OJariot 
pulled by am hideous and akiolcss beats. ValmJr rode 
up to Jang Sil9erbeud and flung a handful of 
decapitamd Dwarf headl at his chest. Siherbeard WU 

enraged at this affront to hJs people's honour, and 
.roared a challel1ge. The Chaos LoJd stepped down &om 
hls chariot to meet the Dwarf .liDg lo ainBlc rombat. 
All around, wurlon of either lilction held their breath. 



Long did that duel last as the w.u fur the mountain pass 
raged all around lhem. Vidmlr, fully three thncs lhe 
hefgb.t of Sim:J:bcard, n1ned blow after blow upon his 
opponent, but CYeD. his Daemonbladc could not 
penetrate Kins SiM:rbeatd's enchanted gromriL Then, 
without wam1ng, Vidmlr stepped back from 
Silverbeard's oadutone. tilting his head to one side as 
if listening fur something. He fixed Sll'VCt'beard with an 
eril grin as the echo of galloping homes grew louder. 

Suddenly the valley began to fill with the sounds of 
slaughter and the hanh shoutJI of dying Dmufs. 
Vidmlr's allies .from beyond 'D:oll Country had arrm:d 
prec:Uely as bidden, gallopiog into the i:car of the Dwarf 
army with crushlns tim::e. Caught bel:VA:!en die bulk of 
Vidmlr'a infantry and the sledgehammer blow of die 
charging Chaos Knights at the rear, the Dwar& 'm!1'e 

swiftly cut down and trampled into die corpses at their 
feet. :llng Sllverbe:ard, his face a crimson mask of hatred 
and rage, had but one word in answer to Vidmlr's 
gloating taunts. 

"Cmnonst" Sllvcrbeard cried, at the top of his lungs. 

The about was t:W:n up and~ to the eyrlea where 
the Dwarf artillerymen waited. Grim-faced, they rolled 
out the ancient cannona that w.::re Kraka Drak's last 
resort. The artillerymen knew full well what 
Silverbeard's command meant. Sights were aligned, and 
fl2me was held to t2per and to cannon barrel in tum. 
A moment pused, an etcmity of possibility bound 
within its tleeting lifespan. 

Tim WRATH OF GRIMNIR 
Widi a boom that split the skies like the 'ft!ngcance of 
Grimnir hlmsel( lhe Dwarf cannons opened Jb:e. Their 
t2l'get was not die ChaOIJ host but the shea sides of the 
valley opposite, and fur a few second!J the horde below 
allowed itself a measure of relief as rune-etched 
cannonballs smaahed into the mowuainside. Then, 
with a &Cries of ear-shattering booms, the mountainside 
began to cr.ack and fall apart. Great ~ fell aw:ay &am 
well-prepas:cd seams and artfully weakened spires of 
rock. smashing into outaops that fell in wm. As the 
thunder of lhe rockfall grew louder, the snow &am the 
upper peaks tumbled and .fdl downw:ud, Joining the 
.rockfall in a c:atac:ly&ml.c avalanche that shook the 
mowuains themselves. Within a few moments, die 
avalanche had sealed the pass completely, entombing 
the tattered remnants of die Dwarf army and ~ 
hundred thousand northmen forever. 

King Sllvetbeatd's last commmd, earth-shattering as it 
wu, had saved the warmer lands beyond the 
mountains from Vidmlr's deadly attentions. The tribes 
united under Valmir's banner fell into disorder and 
eventually disbanded, and a majo.r Chaot incunion was 
halted before 't had enn began. 

For the Dwarfs of Krab. Drak, die price was high 
indeed. In the dark depths of the mowuains, the elite 
ofvalmir's army fought on, grimly and methodically 
slaughtering the Dwvf.fufk who thought themselves 
safe. The hold was wiped &am the annals of hi.story. 
Albeit posthumously, Valmir had fulfilled his oath. 
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THE COMING OF ARCHAON 
Arcbaon, Lord of the End 11mes, is the fiercest and Dl08t driven of all warlords of 
the north. As the Everchosen of Chaos, he bean the ultimate favour of each of 
the Dark Powers. 1'his destiny was not thrust upon Archaon, but hewn &om 
history itself by superhuman feats of skill, ruthlcssne88 and determination. 

nm BIRTH OF A LEGEND 
Arcbaoo was not born a oa~ of the nortblands. 
Though fi:w of his fo1Jmn:n know it, the man who was 
to become Arcbaoo cum: from filr to the IOUth. 
Arcbaoo wu once a derout Templar Priest of Sigmar, 
pure in heart and deed, and his eva-y waking thought 
wu given over to the destruction of Chaos. Perhaps if 
Archaon had not WOJhd so bard towards the down&ll 
of Chaos in his Conner life, his destiny might have been 
different. But the Gods of Chaos have erer delighted in 
the corruption of virtue. 

A dCla'IDim:d llCbolar u 'M:l1 u a warrioc born, the man 
who was to become Arc:haon oih:n lltUdir:d the andcot 
llCrOlls and grtmokes that lay aequesla'ed ;sway beneath 
his tiemple, hopJ.na to Bnd a way to debt the vile J>OM'.'I 
of the north. The ta:ta wa-e lodred ;sway fur a JJ>Od 
reason, and his S1udlel pr09Cd worse than futile. 1be 
1Cmplar Prlcst uncmered • set of hcictical manuscripts 
transcribed by one of. the am1ytes of the infamous 
Neaodomo the Jmane, a mad and andml prophet who, 
Jt ii llllld, tore out his own eyra afb:r haftug a 9llUx>. of the 
dclUuafou of the wod.d at the bands of the Ouk Gods. 

What Arcbaon leamed from thclc: manmc:riptll is 
UDlmown, but lep:nd bu tt that he un~ a 
terrible truth. He ~amed in rage until his wia: 
cracla:d and brolic. CW'SiD8 the goda of the Empire and 
denouncing them u ll.an and frauds. Burning down the 
majestic old building around Wm, Arcbaon raged 
amonpt the 8ame1. He renounced his own name and 
that of his old goda, swearing a terrible oath that he 
would not only gnc himle1f body and aoul to Chaos 
but also forge a new life u the llCOUJBC of the deluded 
fuola who wol"lhlpped the &Jae goda of the Empire. 

Arcbaoo's fint act as a woiaipper of the Chaos Gods 
was to hunt down his own family and destroy them 
~ burning down his humble town.house so that no 
trace of his former life remained. Only his service to 
Chaos held any Importance to him from that day forth. 

The bluphemou1 mall\Jlaiptl had not oo1y contained 
the ml truths that c:amed Arcbaon to tum to Chaos but 
al8o Necrodomo's prophecy of the Bod 11mes. Arcbaoo 
had lamt that a great WU'riOI' would emcrwe from the 
darknea, a warrior who would bear the bleMing of 
each of the Rulnoua Powcn 1n equal me:~. known 
as the Etuchoecn. 1b bcalme the Bwcrcboscn, the 
waniot would have to prove hlmsclf by winning sD: 
gieat artefacu of power that be1ooged to his 
predea:aon. Arcbaoo TOWCd that he would tab: up 
the mantle or die in the am:mpt, fur lince his 
.ren:ladon he had nothing ldi to ~ for. 
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nm FIRST UNHOLY QUEST 
The first put of Archaoo's journey led him to the Altar 
of true Dar.lmcu in filr.o1f Nagaroth, the land of the 
1adiltic and tteacheroua Dark m-. G9thering a small 
army of roving ChaOll 'W'ATlon who called themvl'IQ 
the Swords of Chaos, Archaon battled bis way to a 
jagged citadel so tall it llCCIDCd to pierce the Chaos 
moon Momlleb aa a spear plera:s a heart. The interior 
of the citadel was blaclccr than a Dark Elf's soul, and 
when his warriors sought to illuminate its gloom with 
torches it wu the light that wu mwred out instead of 
the dar.lmcu. Though his men mum:red about c:unes 
and black magic, their leader strode in ~ 
swallmn:d up by the dark. such wu An:haon's lkill 
that, even in the total ablena: of upt, he OR1'CalllC 

huodrecU of the milehapen, blood-hungry troglodyta 
that infested iD inner sanctwm. Archaon rec:onsc:crated 
the altar in the name of the Chaot Gods, cutting out 
the pulsing hearts of the unhallowed things that had 
crawled In the cataoombl. When Archaon emerged into 
the root rupt air he - drenched in stl.dl.y gore. but 
he bore upon his fmdicad the eternally burning Mark 
of Chaos. Thus WU the .flnt eaaed artdact obtained 

nm SPIRIT OF MORKAR. 
An:haoo left that bllghted realm upon a stolen ship 
forged from black metal and pulled through the 
watenl by a BCrpCnline aea-drake. 'Iaking lcadenhip of 
a 8otilla of seafaring warrionl, An:haon 11.iled Into an 
WldiKcm:red realm populated by~ half·hwmm 
whole pallid akin had new:r fdt the touch of sun or 
moon. Archaon and his i>llowcrs pYC batd.e to these 
benighted creatures for six days and sh nights until 
their dty lay in ruins. In the depths of their oecropo.\.IJ 
An:haoo UllCO'laed the tomb of Morbr, the fl.nt of 
the ETen:hOICO of Cham, who WU belted only by 
Sfgmar Unberogcn himself. Within the duaty tomb lay 
the: .liabled Armour of Marbr, but u An:haon reached 



out to take It. the armour came to life and attacked 
him. Truly the 1plrit that animated the artc£act was 
mighty in life, for the .fturry of bi.OWi lt rained upon 
Archaon wu relendcaa. It wu only when Archaon spat 
a ame in the loD,B-dead ~ of the Uoberogcm 
that the armour's implacable attack ceased fDr a 
second, allowing Arc:haon to smash it asunder with a 
devastating oounten:harF. The 1pirit of Morkar was 
baniahcd and Arc:haon took the armour fDr his own. 

nm EYE AND THE DRAGON 
The tbUd challenge Arc:haon Jllccd was to rct:riC'ft! the 
Bye of Sheerian from the lair of the three-beaded 
Chaos Dragon Flamefang. F1amefang WU a foul. 
tempered drake so old that he had fought In the war 
against the Dragon Ogres at the dawn of time. Of all 
the treasures In Plamefang's boud, the ancient drake 
prized the Bye the most. Archaon awoke .Plamcfang by 
smuhlng his uc Into the slumbering Dragon's 
forehead. long did the man and the Dragon battle 
amongst the bones of lep:ndary creatures at the base 
of the CWf of Bc:uts. The Dragon breathed Bearing 
flame over An:haon and CftD irwall~d him whole, 
but the Armour of Morbr proftld Inviolable, and the 
Chaos lord fought bil way clear of the Dragon's gullet 
with the ferocity of a maddened F1cab Hound. 
Emamtcd and with its throat cut to ribbons, the great 
drake eventually c::ollapeed and died. Arc:haon plucked 
the Bye of Shecrian from the gems encrusting the 
Dragon's belly, and hung the aneJllct around his neck 
as a ttophy. 

nm STEED OF THE APOCALYPSE 
The fourth treasure was not 10mC artefact .&om the 
mists of~ but rather a daemonic beast -
Dorgbar, the Steed ofthe Apocalypac. Dorgbarwas the 
p.ri2ed pouellion of the Daemon Lord Agi:ammon, a 
Ila~ who loved to twist his capti~ Into ip:otcaque 
new lhapcs . .Agrammon's menap:de included e.ay 
imaginable creature and more besides. With the 
sumvtng Swordl of CbaOll at his side, Ardwm. battled 
his Wll)" put hoet upon bolt of Dac:mom to 
Agrammon'• lmpencttable pa1aa: In the bellrt of the 
Realm of Chaos. An:haon piN:d enttancc to the 
palace's stables by clinging to the undcnlde of a 
Daemon-beast that wu a grotesque fusion of man, 
mammoth and imcct as it returned to 115 pit. Once 
within the palace, Archaon tracked Dorghu through 
the foulness of the memgcrle by his sulphurous stench. 
When he found the snorting daemonic destrler In its 
lair, Arc:haon YllUlted atop it. Dorgbar burst into flame 
and changed shape many times. But Archaon's will was 
strong, and the lord of Chaos broke the steed In as a 
determined 1tlbfehand might break a wayward atallion. 

TIIE SI.AYER OF KINGS 
Riding back through the gateway at the top of the 
world, Ardwm. .fought through the Cbao1 Champions 
duclling there 10 the Chimc:ra Plateau. It ls Aid that at 
the top of the plateau n:stcd the Dacmonsword known 
u the Slayer of llop, the aaaed blade of the 1ccond 
Bft:n:hoaen, ~ Aa Archaon rode oowud upon 
Dorgbar, the wurlon fighting at the 1Dp of the world 
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recognised his destiny and dett:tmlnation. Soon a great 
army grew around him. When Ardwm reached the 
plateau his horde vr.as of such number that me 
Chimeras guarding itl high paallCS v;cre quickly 
overcome, leaving Al:chaon and his three companl.oru 
to mm the perilous climb to the top of the plateau 
undisturbed. There Archaon looked down through the 
clouds upon me works of man, voMn.g that he would 
one day rule all that he saw. 

Behind him, what Ardwm had lnldally 12.b!n for a 
mountain turned over In Its slumbers, c:readng a series 
of earthquaka that In the lands below plW\Sed whole 
empires into decline. Bvcn Archaon wu givcD. pause. 
There was no way that even he could defeat Kl:abnrok 
the Black, the &mer of me Dragon Ogre race. Instead 
Archaon and bis companions stalked silendy past me 
monster's titanic maw, only to find that the 
Daemonsword he sought was clasped to Its chest. The 
strongest of Ardwm's companions, Prln.ce Ogru:: the 
Great, managed to lift one ofKta.bnrok's talons high 
enough for An:haon to gr.up me Slayer of Kings. Driven 
mad by aeons of iDc:an:cration, the ancient Daemon 
within began to shriek at dcafcning wlume. A1J 
Krabnrok stirred toward wakd'ulness, the p~ 
startled to crumble around the companions. Thinking 
quickly, Archaon thrust the sword into Prince Ograx's 
clicst., for he knew that only the taste of royal blood 
would appease the screaming Daemon inside. HeCting 
his companion's corpse with the sword safely sheathed, 
Atcliaon descended from the plateau to be greeted by 
the cheers of his men. 

THE FINAL TRIALS 
The search for the Crown of DomJnation took longer 
than all of Arc.haon's other labours combined. An 
ancient battle-helm forged befo.re the dawn of man, the 
Crown had once held the Bye of Sheertan. but had 
since been lost to history. Deades paS&ed and still 
Atcliaon had no clue as to Its whereabouts. [t was only 
due to the Intervention of the Daemon Prince Be'takor 
that Archaon teamed of its n:sdng place. Be'takor 
planned to let the warlord bl'aVC me perils guai:diDg me 
crown, and lm:r take the artefact fur himself 

The crown lay hidden in the World's Edge Mountains. 
Hae, atop an icy peak. lay me First Shrine to Chaos. It 
was there that the first human bartered his soul to the 
Dad: Gods for power and lmmott:ality. What became of 
the first Champion of Chaos, none can say, though it is 
said he wu one of the kings of men from the dmes 
before the ascension of Slgmar. 

Leav.iDg his army to fight the Ogres and dour-&a:d 
Dwad5 that lM:d In the valleys, Al:chaon folll>"ftd the 
shadowy form of Be'lakor up the mountain, his 
daemonic 5teed canymg him 1itela&ly 09Ct rock slide 
and &now drift alJk:e. After a day and a ha!( Archaon 
stood before the enu:aru:e to the First Shrine, concealed 
by powerful maglcs within a cliff face inaccessible to 
any mona1 creatwe. A1J .An:haon mmcd closer, me 
Wuaioos dJsappearcd to~ a~ double pie 
Jmcrlbed with runes that gaawcd at his samty. 
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The gatew:.i.y led to a labyrinth populated by all manner 
of dire beasts and vcngelul Daemons. Each of the 
Chaos Gods teated the man who would be En:J:cliosen 
In their own f.ashion, to see if he wu wwtb.y of winning 
the aown. Archaon fuught against embodiments of 
plague aa he overcame torrenm of wracking disease 
with sheer force of w1lL He negotiated multi­
dimensional labyrinth$ of crystal that would have 
trapped him for eternity had he not blindfolded himself 
and trusted to instinct alone. Thmptation of every sott 

was pan.ded before Arclw>n and still his step did not 
falter. Still Archaon refused the lures that were put 
before him, matchin,g stolidly ouw:ud to the lmler gau:s 
of the shrine. 

When Archaon passed through the gates it was onto a 
narrow causeway SWTOunded by living hellfire that 
seared his skin and burnt away his hair in a &eoond. 
From the flames emerged a marlng Bloodthirster, alight 
with me rage of Khome. Had he not wielded the Slayer 
of Klnp, Ardwm would have been slain by the Greater 
Daemon, but his sword lent him strcngdi and he 
refused to yield to the mortal v.-ounds he 'W2B dealt. 
Through sheer stn:ngth and determination An:haon 
WJ:eStcd the weapons from me Bloodtbirster's claWI 
and strangled it to death wim its own barbed whip. 

Though he should have long &ince succumbed to the 
mental and physical wounds he had suft'crcd, Archaon 
did not give In. He would claim his prize if it took his 
last breath. All around him the hellftrc died away until 
he stood in a simple shrine once more. At. me rear of 
the shrine wu a throne hewn out of the rock, a 
withettd cmpse seatcd wilhln. The Crown of 
Domination am:.i:ed its leering skull. Roaring iD 
triumph, Archaon wok the crown and held it up to the 
skies, bis wounds knitting closed and his &ame swdling 
with power. It bad taken him over a century. but the 
Lord of the Bnd Tunes had met his destiny. 

A DARK CORONATION 
The Chaos Gods wa-c united once more in meir 
bleulng of a slDif.e mortal man. To aown Archaon as 
the En:J:cli09en they chose Be'lalror, me tint Daemon 
Prince, though every fibre of the Daemon's essence 
burned with jealousy and spite at me act. The Daemon 
Prince descended from the skie5 on wings of shadow 
that ftllcd the heavens,. and the hordes of Chaos that 
had .flocked to Archaon's side fell to their knees In 
rew:rence. The darkly angelic figure of Be'lakor bowed 
to its knee before Archaon, taking the Eye of Sheerian 
from around the Chaos Lru:d's neck and fwdng it to the 
crown with a pulse of eldrltc:h mought. A1J the Cl."OWD 

wu lowered onto Archaon's head, a great twin-talled 
comet appeared iD the sky abo'R!. Dark Bame filckm:d 
from his visor as An:haon turned and surveyed those he 
was to command. Around him, a thousand times a. 
thou.sand battle-hardened warriors raised meir 
weapons, cliantmg their new lord's mme mer and orer 
at a terrifying 'ftllume. Archaon took up the Sword of 
Kings and moWlted me Steed of the Apocalypee, setting 
off to bring rWDad.on and deam to the~ of the 
Old \'b'ld. The w.uriors of Chaos foll~ Jn his walae. 





THE RISE OF CHAOS 
The greater part of the history of Chaos is recorded by Men, Dwarfs and 
especially the Elva. These records read as a long tale of woe punctuated 

occasionally by bitter 'Victories won at great cost. It is a story of great wars 
and the destruction of nations, the slaughter of countless innocents and 

the corruption of the Ian.cl, for many times have the forces of Chaos 
brought the world to the brink of destruction. 
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The WAR iii tfac NEW WOBLD. C1iampiau 
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a96 The WAR for KARAK CHULC - Valkia the 
Bloody falls upoo the llOrthrnmast Dnrf 
mooghold.. O.e by oae the Dwarf pasirioli• m 
avaTUll hf Valkia"a army of viokat awm.e.. 
Va.ll:ia orders her meo to opeo the falleo 
de:f~" nlicagr. ia I pkllCJlll£ ptac.ba k-. 
" tfac Blooclme11. 

ee 

1be lmtory of 1pcdflc Champiom of Chaos are usually tramladom of the aplolta c:nsraval on the 
great monoliths of the north, gravestones their i>Uowcrs erect when their muws die or become 
Daemon Princes. It ls a custom within the ~s wubands to erect tbcac monoliths, and several 
Imm: or rooJJwdy Kholan of the Empire ba'ft: tra-.dled northward to leek them out, returniq with 
tnmlatiom of the hc:retical a:m daubed or dlllelled upon them. 
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2298 'J'hc mcrdlal mider 

SCYIA ANl'lNGlllNX 11 bmught ID 

bla1le IJF ID am11 of~ 
d11ticm11ed ..iu.aen. Scyla II 

'l'idad<NI and !Um tbe maay laden 
a llqllida, CJIDI 1lxm ID lhe prows m 

bll obJpo - FCJlaqlle ~ 0 

2271 THE GREAT WAil AGAINST CHAOS. 
Coundese Chaos wa.rbands, daemonic 
hordes and Beutmen tribes are led to war 
by the Xurgan warloro Asavar Kut. 
A JPUt portion of the Bmpire is ground 
under the heel of the Ruinous Powers. e 

2303 l'raa8 falls after a bluer 
llicF and la twilled into a 
.bcllillh dty of aw.. Led 
by Magnus the Pious, die 
w:dlal um1c:a of. die Old 
1llbrld ddeat the Cham 
Joc:unlon • die Bmtle of 
t11eaaa~~- G 

Spimm'ftlll 
Hommann, Hiib 
Lwnlmry of lhe 
Co1leae of IJabt 
MlalC. it 4llallr 
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~~ 
oflheGl'Cllt~ 

n.c 'WAii. in che DAU. 
nc.o-. al NllrJle 

l!IJlllnll: die 
~ma.al. 
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car., ol 'bn 
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fte enllliq Tloleace 
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...... dad lll1ld u.u.. 

llllla: llullck die mlal:a.. 
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The enigmatic 
oecrol.opt 
knownu 
Ilda 
Half-dad 
lead& a honl.c: 
ofc:otpKll 
llllo 
'lkoll Counay, 
91augb.t:ering 
every li.9lnB 
thllJ8 she 
8nds. Her 
horde i. 
neowally 
ir.teux;pted 
and tom to 
piccabyan 
army of 
TrolD. 

Jldk l'alDc lmadcll lbe 
CIOUI: of Cbracc and 

Cocft•que Hit~ 
are .-liled IO 1indllaa 

br lhe palr11dnnrd 
Mawymu tbll piuwl 

Uhbuao!a coar, 
~l'alac 

~lhellhaand 
lhe mm:ilca oceaD. 

2515 1'111dllk 

~ 
lnd.11.erata 
nabpd 

wtlb bmldlre, 
lbe San:au'a .. ..,_ 
~nett 
d9cle .., Ille 

anigbr l.n du: .......... 

2517 The non Elna 
1HIOGG 
ptbenthc 
momtasof 
the north 1ID 

hU side and 
bqpmlllawu 
l8JIUlat the 
d:rill.sed 
world. 

2518 lfanld du: Mapflcnrt, 
Gdd.Ptlocc of Slunmla, 

bu tbe 10WUlldp of 
Cllilmbacg naed IO tbe 

ground lxauee lhe wllJC 

It prodwiai - DOC llJ 
111.1 tute. 
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The shadowy .&giuc known as the 
D&RI MASTBR presides 09Cr Archaon's 
blasphemous coronation. 
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of 1111, and la cuned ID 

wander the wodd ID 
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Adfrlc 
Cyenwulf 
and 
Warlon1 
Surtba 
.Lenk 
lad 
tb.ek 
horda 
aptmt 
the 
armies of 
.XDltt 

0 

2522 .An:hac>Q, lord of the End Times, muatcn 
an army of Chao9 larger than any that 
haYC gone befo.t'c. The rombincd horde 
marches aplmt the annl.c:s of the Old 
"Wbrld in the iDvaaion known today as the 
STORM OP CHAOS. Q Q <"' 
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THE WARRIORS OF CHAOS 
TbllJ section of the book details the fun:es available to a 
Wanton of Chaos army. It prorides the rules necessary 
to use all of d'IC element! of the army in your games of 
warhammer. Every character and regiment is described, 
including some of the Notthland's gn:atest heroes, such 
as Archaon, Lord of the End Times, and the relentless 
hunter known as Wu1frlk: the Wanderer. Any special 
rules that apply to a pardc:ular model are given heic, 
tru:luding the rules for any Magic ltcma they may carry 
tnto battle. 

Speclal Rules 
The Wlll of Chaos: The 'Warriors of Chaos oome from 
the most hostile land In the Old Wbrld and march to 
war alongside unlm2glnabte terrors. They do not scare 
easilyt As a result of their h.ard·bitten nature, units with 
this spedal rule always re-roll &iled Panic testll. 

Eye of the Gods: The Watrlors of Chao1 are the 
playthings of the gods, whole strugles and trlumphs 
directly afrec:t the powu of the gods they worship. 
It is common for a warrior of Chaos to manifest a 
Gift of the Gods when he has acelled in battle. 

Chaos models that may Issue challenges must do so 
whenever they are able. Purthermo.r:c, such is their 
thirst for glory that Chaos charac:cers may not .r:cfuae 
challenges. Roll on the fullowtng table when a character 
with the Bye of the Gods special rule kills an enemy 
dwacter In a challeoge (note this mwt be as a direct 
result of the challenge, so running dawn characters 
with a pursuit roll does not count) or kills a model with 
the Large 1!u:get special rule. Once the result of the roll 
has been determined. make a note on your army roster 
- your ch.ancter now has that gift fur the rest of the 
bat:del Duplicate gif'u muat always be re-rolled. 

THE EYE OF THE GODS 
2D6 ROIL GIPT OP THI! GODS 

2 In•ntty: The Chaos Gods sift the faroured one with a glimpse of iD&nlty, drMDg him out of 
IUa mind and one ·~ cloler to the dad fate of Spawuhood. He has the Smplclity spedal rule 
for the rest of the game. 

3 Unholy •idl•e.mie: Bonea and 8esb harden until they are tough as rock. 
1be fa'°111'ed one hu + 1 'Jbualumis. 

4 Slanptrrer'1 StlaJ&tb: 1be faroured one's &.me swdls and bulb out with dark energy. 
He bu + 1 Strength. 

S lluaHbarp lloru: The fa'°11l'ed one's skull twtsu and grow& until he bears a great set 
of hmm, often In the shape of IUa paaon delty's lllgll. He bu + 1 Attack. 

6 llOa.-hanl Skin: The faoured one's skin gnarls and tougbem, bec:omlng bring metal with 
jaged cracks where IUa ~and mouth used to be. He now bu + 1 to his armour save:, 
to a mn1mum of o+. 

7 The 8Je is Clmed: The attendon of the Dark Gods ls ellewhen:, or else the ttophlcs ofrc.r:cd 
up do not p1eue the faroured one's muten. Tim roll bu no~ 

8 1'lama of Cluioa: The fa'°11l'ed one Is surrounded by a sbfmmaing c:omna of multi<Olowcd 
lames that c:omume baleful arcane enaslcs· He hu Magic Bl:slstance (3). 

9 Command of the Goda: The fimrurcd one speab wtth the unearthly toJce of the 
Dark Gods ~. ms Leadership c:haracterlsdc ls nlsed by 1 to a mn1mum of 10. 

10 lleanome Ama: The faoured one's aun craddes wtth raw~. and his e,es r)aw 
with baleftre. He now causes Fear . .lbroll if the faroured one already c:au1CS Fear or 'lbror. 

11 'ltrrifyiDg Appeanmce: The .finoured one ls surrounded by a coruscating pillar of raw magical 
power, and his twisted featwes split open u he mus IUa deafrnlng battleay. He now causes 
'Jbror. Re-roll If the fmNJed one already causes~. 

12 Dtrine Gream,...: The faroured one bu pleased his pattoD gods mlgh~ and they 
bestow upon him the glory of Chaos. He becomes Stubborn and bu a 4+ ward sue. 
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CHAOS MARAUDERS 
The tribes of northmen that flock southwards with any 
Chaos invasion are known by those in their path as 
Marauders. When not invading in force, roving bands of 
these warriors merdle$$ly plunder villages and pil1atJC 
coastal settlements from the mangrove-lined shores of 
Lustrla to the dJstant rice paddies of Cathay. 

The men of the north are natural &ghte.rs, born Into 
hardship and brought up in a world where surriv1ng 
each day is a small victory. Only the strong prosper in 
the tribes of the north, fur the weak are ~d out 
and killed. Evay man is expected to be a tough and 
capable warrior, independent and fierce. They hlM! 
no time fur ploughshare or sickle, fur their tools are 
the axe, the sword and the shield. What their own lands 
cannot proride they simply take from the lands of 
lesser men. 

Comparing the men of the north to those who dwcll 
in the temperate 1outh is to compuc a wolf to a sheep. 
Where the southerners c;xnin:,r behind the high walls 
of their cities, the warriors of the north roam the far 
corners of the world in search of acm:nture and 
plunder. Where the soft-bellied delli2ens of the Empire 
glut themselves on fine wine and cheese In front of the 
firepface, the lw:dened northmen rip into raw meat 

with their bare hands and teeth. The men of the 10uth 
complain ~ly about going abroad in fog or sleet, 
where the men of the north brave fierce bliz2alds clad 
in liule more than scraps of flea-infested fur. Small 
wonder then that the northmen's raids are feued 
acros& the Old World. 

Chaos Marauders B,ght with heavy :m:, blade or tlail, 
and their .flm:lwiu: tactic is to c:lw:ge in gicat howling 
mobs tow:uds the fue. They him: liule .&:ar, fur they 
know that they 6ght under the scrutiny of their gods, 
and that cowards are beneath their deities' notice. 
1b further court the favour of their dark masters, some 
tribes cut their own ftcsh before the battle and daub 
patterns upon tbemsel'fCS with hot blood, beliC9ing 
these signs of devot:Jon protect them from death's cold 
claw. Their shields are hung with the shrunken heads 
of their p.revl.ous victims, and they sport neddaces and 
Plercln&s made from the bonea of the dead. 

The Chieftains that lead these warriors are a daunting 
sight, brooding hulks of muscle and hair whose bod1es 
are covaed in the scars and trophies ofbaule. These 
savage leaders rule over a people so steeped in conflict 
that, even in times of prosperity. they will fight to the 
death for the honour of leading the nat raid. 

MWSBS ST WI Al.cl 
4 4 3 3 3 1 4 1 7 
4 4 3 3 3 1 4 2 7 

SPECIAL RULES 
The Will of Cha.m. 

'J.'Rl8AI, Dll:!RS'l1'JJo. 
'IHB~.AJIBA ~J.Or. ne'~ 

DI' OMEN.\ .POIU1ll'l1I AND sra JM ne ml!& IM!N' 'D£ 
U1WU1!61 C116 WAIUUOU WILL CARRY A 'l'RHlft' OR TWO 
'10 WARD Oll!ll 1HE fML BYE OR JIRlllk: 'J1IE J'A.'Vtllll OP 
'UIB «Ill& 'DEIB RANl:B J1llOW: 'l'll.AlllrDOli awo.cit. 
aDf JtB A R.A1lln'.!I POO'l' llOllilD Wl'IH HAm JWll Oil 

JWMB.B'l'CH!I> RA'YBM\9 llBAlll, TO MDll.B ll80'D.!IU'C 
T.WllM:Ml9 'JHAT ARB l!B!iOND 1HB Jl8Ml:I C1P NORlifAI. 
MBN. D' D 1KJUGKl' 11iA1' 'DtB Jlfl.IBI> ltllfQB C1P A 
R>O ... AaBP G\'111 OMB POWD OVBll Jllll!IAar, POil 
~ AND nM.1' 1MB mB CB.I A CloalADl<2 'WJU. 
MA.W JlUalOll9 camtllll!9 DITO YQll PA'JH. ~ 
T'R't'Baftf HAW 'Dll!lll SIM TAl100BD Wl'JH ftMllCl.8 
Ol' nAU JlOWBll OR JRAMDBD 'Wl'Df RIMI 01' 
All.UtA'l10K WH!llHl!ll 'l1:EIB JIROl1ICD,VB MBMl!ltD 
~ OR.w::Jf 19 ~ llCll 'DBJUl'IHilBNJllMD 
8'.l1tlHml IN 'DBI, MID WHll' MIORB CAN air Jt/& OP 
RUJ.ORBMID '111~ 



MARAUDER HORSEMEN 
1be firllt warrion to blood their blades in the Chaos 
amiy are usually the mounted outriders lmown to their 
foes u Manuder Honemcn. They nqe ahead of the 
main columns.. galloping around the enemy ba11ic line 
and cuttiog olf. any chance of escape. When the enemy 
.lneritab1y .flees the orulaugbt of the main Chaos army; it 
Js these horsemen that ride them down. B:lpert hunters 
all, tbc9e are the true lo.rds of the steppes, for they are 
111 swift u the wind and u m.ercilaa as an lc.e storm. 

Many omthem tdbea see hones at beat 111 IOl11Clh1ng to 
be trcatal with 1U1pldon and at worst a dangerous 
IJability. H~, then: are those who live a nomadic 
esist.ence, whose l.tves are inlertw1ned with those of 
their ltecd9. Thae tribesmen inherit an affinity with the 
hot-tempered bone. of the stc:ppcs. Many of their 
whelps an ride bcCotc they ha"VC even piclicd up their 
firat nvotd. Al a rite of pusaae, a young tribesman 
must hunt and capture a wild stallion and break it to 
bis wfll. or be trampled to death in the attempt. By the 
time the 111plranl reaches manhood, he and hi.I mount 
arc u one, more akin to the a:ntaun of the wilderness 
than their fd1aw tribe1people. 

1be hones ridden by thCIC tribes are powaful be.am. 
foul-tempered and •tronS of limb. Once: a rider has 
tamed such a sleed It will .remain loyal to hJm until 
death, but they arc W:lous and unruly should a manger 
approach. Fed on a diet of human .flesh and watered· 
down blood, these 1no.ttlng and hlgb .. plrlted steeds 
ha"VC a glint of lntellJgcnt meoacc in their C1'='· and will 
trample, kick and bite u ifbenerk when eogaaed at 
doee quarters. 

In ba11ic, the 1pecd and mobility of the ncppe tribes 
leaves even the most able horsemen of the Old 'Wbrld 
sorely laddng. 1be horsemen of the north jlnk and 
chanF direction u one. Able to s~ their steeds with 
the subdest of movcmcou of the waist and knees, the 
tribesmen ha"VC both bands ~ to wield wiclced blades 
and hooked uica. 

Some of these home triba fawur heay ja1dim and 
~ ua that thud imo their cnrmy, the tribesmen 
twi!tin& around in the eadd.le to cnga&e yet more 
victims as they plJop put. Some wtdd bubcd flails, 
catching the enemy in the rb:agc or neck and drqglng 
them behind their hone until they mme apart in a 
welter of blood and bone. There is no escape .&om the 
hone-tribe•, for they ~ nnrbtng more than the hunt, 
and will run a .fk:ctng foe to abau5doo before their 
gruesmm: sport really bcginl. 

MWSBSS 
4 4 3 3 
4 4 3 3 
8 3 0 3 

SPECIAL RULES 
The Will of Chaoti, Put Cnalry. 

TWIAtd 
3 1 4 1 7 
3 1 4 2 7 
3 1 3 1 s 

Horedoldl1 Marauder Honcmen may re-roll the dice to 
see what distance they move for any pumtit roll. 

"D:IJfJCaf 1roll MAY ~'YR WOif nm Ml"D.B, WB lffAU, 

~ AND ~ WB 9WJ. WIN 'DtB WAR. 
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ll' JI m.\l' Jlllll llf 'DB Jlllll'. 100 ~ WU\ )Ql TO 

1irdll' U1 111 'IO GW U1 .POWBR,• 
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CHAOS WARRIORS 
In the desolate wilderness of the savage north, all men 
worship the Ruinou1 Powers in one manner or another. 
Their liml are hatsh and bloodshed is rife, but even the 
most bat.tie-hardened northman can find momentary 
solace in a flagon of mead by the hearth or in the arms 
of a woman. But the.re aJ:C those am.on.pt the tribes 
who fed. the pull of Chaos tar more than their 
clansmen, those who leave bcbind such petty moml 
conccms as comfort, warmth and love. They have 
cschanged their humanity for a life of constant wu in 
the name of their Dark Gods. 

A Chaos 'Warrior needs not food, drink or sleep, for he 
Is nourished by the carnage that he wreaks. His home is 
under the cold. uncaring skies. His hearth ls the 
baroque armour that covers every inch of his skin. He 
has no family other than the .fellow warriors that walk 
the land at his side, butchers and madmen all. His bride 
is his blade, his every kill a consummation of his violent 
lwna. A Chaos Warrior ill no longer truly human - rather 
he is a living weapon, boned perfectly fur the bloody 
tasks before him. 

When a man pledges his soul to Chaos in this manner, 
he becomes a. figw:e of fear and awe to those he lem:s 
behind. WC1J. might they fear him, too, for his sucngth 

becomes infernal and his body becomes hard as oak. He 
may bear stigmata to mark the D'roUl' of a particular god, 
bis ~ may tum black as coal, horn-buds may press 
through bis lkiD, or the m:ru:b of brimstone may fullow 
in his 'Miki:. He stands a head taller than those he wed 
to count as brothers, and has nothing but c:onmnpt for 
the wc:U or the oowardly. Each Chaos WUrlor oommands 
gicar respect from the tdbes of the north, rcprdlcss of 
their prmena.nce, fur in battle each Chaos 'Warrior is 
equal to a. half-dazcn battle-hardened mortal men. 

A Chaos Warrior is a grim, silent figure, able to trudge 
for weeks through the thickest blizzard. or densest 
Jungle without slowing pace. When he Is roused for 
battle, however, he becomes a roaring, unstoppable 
force. Anows and bolts patter from his hell-forged 
armour like hailstones upon a. glacier as he strides 
into the enemy ranks. The thrusts of spear and 
halberd are deflected c:ontemptuoualy, and the 
lifeblood of bis foes &patten bis armour as his jaged 
blades rise and fall in gory arcs. A Chaos Warrior goes 
about the busincu of mut'dc.r with a vengeance, fur 
there ls a part of hJm. that rages against that which he 
has become. His only sol.ace ls ln slaughter; the 
fulfilment of his new Cliatcnce as an lmttument of his 
blasphemous gods' will. 

MWSBSS T WI Aid 
4 s 3 4 4 1 s 2 8 
4 s 3 4 4 1 s 3 8 

SPECIAL RULES 
The Will of Chaos. 

Chao9 Armour: This confers a 4+ armour save. 

CHAOS ARMOUR 
nB OllHAlB 8UID OP a.Am 1'KJIW:&Y 'DiB PA'mllllm> 
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CHOSEN 
There an: thoee amonpt the ranb of the Chaos 
Wurl.on who bear the mow of the Dark Goda more 
'° than their fdlawa. Known amongst their kind u 
Choten, they possess supematural lbilldcs to aid them 
In thcir conswit war aplost order and sanity, and are 
dreaded across the Old WOrld and bqond. 

The Chosen are shrouded In .legend and rumour: that 
thoee who JoiD their .ranks have ncft:r wted dc:mat, 
that each of them hu ldlled a Champion of a rival god 
In ll!ngle combat, that their Uin is u touBb as rock and 
their minds aflame with ntW power. One thing is certain 
- each of them baa pleased the gods in some way and 
has been rewarded acwrd!ngly. 

Chosen bear gifts from their patrons as a reward for the 
blood they have spilled In their gods' name. These gifts 
arc u varied and unpredictllble u any other upect of 
Chaos, but mually they help the Cholen In his quest to 
mflict devutation on the ctvilfaed realms of the world. 
UZJlJK the unltable half-spam that leas fortunate 
Chaos wonbippers become, the Challen arc belnp of 
steely determinatioo and iron sdf-amtrol. It il!I said in 
the north that the Cholcn have only one '9ia:, and that 
is cruelty ro all forms of life. 

A Chosen could, at first glance, be mlsuken for a 
narmal Chaos WUrlot. Should the obeencr approach 
a little clOler, he would notice that the Cboecn stands 
taller and broader than his fellowa. The armour he 
wears ii more elaborat.e and his homed helm more 
ornate. The aymbo1I of his patron gods may be worked 
into the metal and bumiahed to a llhine with the flayed 
skin ofthe Choecn's .WC.t viCtima. and his l5hield may 
cany a leering daemoolc face that spits sickening curses 
at any who meet Its guc. Many bear great two-banded 
blades that have tasted the blood of princes and 
cbampiona aao11 the length and breadth of the Old 
WOrld, fur a CflOICO Cbaoe warn.or goes where he 
plcuea and cuts down all who stand In his way. 

Like other Warriors of Chws, the Chosen hlmaelf may 
carry an outward mark of bis god's fawnir, but even the 
most e:dlemc: mutations tend to be useful u weapons 
of war. Even lf a Chosen bears no such stigmata, lt is 
clear that he carries the grace of the Dark Gods Crom 
h1s aura of dark menace. The Chosen are truly the 
oobl1ity of Chaos. 

The Chosen lc:ad by c:Dlllple, fiPtlng not u 
oornmandcl'I but u elite wanion and championa. 
In this way the Choten hope to attract .,et more of 
their maat1:r'1 &.-.our and uciend to the ranb of the 
truly esald. They tdnnlX unflinchinalY through 
black powder fircstorms, bails of anowa and punfshlng 
artillely ¥0lleys, their purpoaeiul tread Daer .faltering 
as they march c:9cr clOler to their prey. Barrlellnes have 
buckled and brolm:o at the mere prospect of a unit of 
Chosen doslug In Upon them, bladc1 .railed IO that the 
metbodlcal butchery of the .foe can begin. 

KWSBSSTWIAtd 
4 6 3 4 4 1 5 2 8 
4 6 3 4 4 1 s 3 8 

SPECIAL RULES 
The Will of Chaos. 

ChOllcn of 1hc Dark Guell: The OtOllCD an: mackied 
by the Dark Gods them5elve1. Because of the bleulnp 
of their patrons, a OtOllCD unit may roll once on the 
Hye of the Gods table at the beginning of the battle, rc­
rolllng any 'the Eye is Closed' or 'l'.manityt' results until 
another .result ls obtained. The result applies to the 
whole unit. Note that characten jolnhlg the Chosen 
unit will not beoefit from this •pedal rule. 

'f HA'VB-~FOa ~Bf 1JB IW1lt GOJlll 

~YOU, Jl£l"lY' MCllTAl.I, HA'VB ... OfJBt 
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CHAOS KNIGHTS 
The gria:zled generall of the Old World are corurtandy 
called upon to fight unholy and repulsM! foes. They 
battle against hordes of the living dead and rampaging 
armies of greenskins, meeting imasion after invasion 
with little more than steel and Iron resolve. They fight 
against twisted mutants psychotically devoted to the 
overthrow of human civilisation. But one sight sttilres 
the cold chill of dread into the beam of en:n the most 
battle-hardened commander - the sight of a Chaos 
Knight galloping through the mists. 

Chaos Knights are tom:rlng brutes clad In thlcla:lt 
plate, each xction of armour crafted by a master 
daemonsmith. They ride to war with great lances, 
eril-lookittg polearms designed to impale and tear, 
and their blades and maces .fllclrer with dark fire. 
A Chaos Knight's spun are jagged blades, well suited 
to slicing through the flesh of the enemy. Bren the 
frightful reputation of the Chaos KDJabu is a weapon in 'ts own right, crippling those who would stand against 
them before a aingle blow is struck. 

Hach Chaos Knight is a par.agon amongst his warrior 
brethren, for he has trod the pUh of damnation fur 
many years and holds the favour of the Duk Gods. 
A Knight's homed helmet may conceal a twisted and 

pe.nnanent rlctul smile of shatp metallic fangs, or a 
striking and cold beauty that steals the breath away. 
Few hlM! a chance to find out, fur those who behold 
the Knights of Chaos are but moments away from a 
grisly end. A full unit of Chaos Knights galloping at 
speed will hit a battleline like the fist of the gods. 
The dark stalll.ons they rlde are as strong and fterce 
as their .riders; not normal horses but r.uher coal·btack 
clw:gc.rs with Daemon blood and the intclllgcnc:e of 
men. A Chaos Steed's head and tlanb are protected 
by sculpted plata of thick. metal buding that a nwmal 
steed could never bear, and they gore and sla!h those 
before them with bladed homll and hO<>'mJ. It is said 
that th<* steeds are gifts from the Dark Gods 
themselves, and that they are rubsenient to their 
master alone. 

Chaos Xnighu consider themselves superior even to 
other w:arrlors of Chaos. 11lc:y bow to none save a 
Chaos Lord or Daemon Prince, and ereo. then they 
will not dip their banner, fur their collcc:tm: pride 
Is the equal of their martial prowess. After the battle, 
the Chaos Knights will ta.Ire the pick of the SW'Vivon, 
hounding them away as slnes. Th<* unfortunates 
ate never seen again, save as grisly trophies upon the 
armour of the Knights them.sel~. 

MWSBS ST WI Al.cl 
4 5 3 4 4 1 5 2 8 
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SPECIAL RULES 
The Will of Cbaoe. 

Emorcellecl Wc:apom: Chaos XnightJI often go to war 
wielding a collection of magk:aJ blades, de;m:rs and 
war·p,cb, each weapon bearing a small measure of 
power. Regardless of their form or the hal!s iNcribed 
upon them, they are all enchanted in order to kill 
Bn.sorcelled wcapon.s count as magical weapons and 
grant + 1 Strength to the wielder. 

Fear: Chaos X'nighlll atC feared throughout the Old 
World and beyond as mcrdless butchcra capable of 
tumiDg me coune of battle with a slngle clwge. 
Becau1e of their unholy reputation, Chaos Knl,ghts 
cause Fear. 

"CR WAY OR AlODBI, C1:11.D, aWJI 'MU. <Rll' llP 

'WOlll B!IP.A 'DfAT I 1"0Mm 10U." 



CHAOS CHARIOTS 
A Chaos Chariot i. a maam comtrudioo of hell-fi:>rged 
meal, mutant beast and jaged blade, ridden to war by 
the IOlDe of the mott powerful mor1al wattior9 In the 
world. Few can sta.Od before the thunderous charge of 
one of these ironclad war machines wilhout being rut 
to pieces or aulhed into the dirt beneath its wheels. 

There ii little subdcty to the macbincrics of death used 
by the anok:s of Chaos, but the chariot is perhaps the 
most brutal of all. Its llOlc purpose is to ddin:r m 
unstoppabk: force to a "M:ak point In the enemy battle 
line, slidn& apu:t thote befure it and scattering the iest 
in panic and disaJTay. Even beasts rea>gni8e the bulky 
shape of a Chaos Chariot u synonymous with death, 
and each cbarlot ls followed by circling carrion crows 
and slinking howids waiting to feast on the war 
machine's grim harvest. 

Favoured by the nomadic tribes of the stq>pe&, Chaos 
Chariots are symbol.I of ltatus as well as incredilJly 
powerful "M:apous. They are oftm. bedeckied with 
tropbk:a and pennants fashioned from the remains 
of thote they mve ground beneath their wheell. Unlilre 
the flimsy wooden chariots used by Elf and Ore, their 
caniap UC wrought of pure black Iron and quenched 
Jn blood. Chaos Chariots weigh 10 much that when 
they have pthercd pace, nothing short of a cutle 
wall can halt their charge. 'M>rsc still, their ltOUt 

wheell •port gn:al 1ptnnlng scythes that sacam and 
llhrlck .. they sUcc into the foe. 

No normal beast would haw: the ltlCngth to pull such 
a massiw: m.tru.ment of war. CbaOI Chariots are drawn 
by huge dc:strien swoJkn to unnatural size by the 
energies of Chaos, each clad in tempered steel plateS 
Jn the manner of thdr mutas. As these deadly beasts 
gain momentum, baldlrc flickr:n from their e,a and 
llOlttils gMng the imprculon that the cbarlot hu 
galloped 1ttaight from the realm of nightmares 
Into reality. 

When a Chaoe Chariot lllams into the enemy lines, the 
bone-splinterlng impact is only the start of the camage 
11 can wreak. As the enemy Is hurled In all directions 
by the sheer fotcc of the chariot'• charge, the bclllsh 
steeds plough through the enemy ranks, iron-shod 
boO\'es trampling bodies and fanged maws snapping 
at exposed flesh. Spl.nuing scythes slice apart the legs 
of those who attempt to flank. the chariot, and the 
barbs and 1plla:1 that cxm:r its challlia rip and tear at 
any .foolhardy enousb to stand their ground. But the 
chariot'• cargo ill just u deadly: the Chaos Warriors 
and Champlow who stab and 11aab from their fighting 
platform, maiming and decapitating those nearby with 
their cruel bladc:s and spiked whips. 

MWSBSS TW I Aid 
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SPECIAL RULES 
The Will of. Cllam, Chariot. 



EXALTED HEROES 
The frozen north spawns the hardiest waniors of all, 
and those that lead them to batde are called the 
Champions of Chaos. Each Is a paragon of deadly ability 
and lethal Intent. Some ascend to command entire 
nations, some pursue the esoteric paths of the arcane, 
but the majority dedicate themsel~ to little more than 
the butchery of those In their path. These ruthles& 
killers arc known as :Bn1ted Heroes. 

.An E:.alted Hero striding to w.u In full battle armour Js 
a sl8ht to ltrlkc fear into the hcmt of even the most 
embittered vetmm. A sin&fe Exalted Hero is the equal 
of a score oflesser men upon the field of battle. As with 
all warrlo:rs of Chaos, his has been a lifedme of constant 
adversity and strife, and an Enlted Hero's natural 
hardiness is Increased still further by the rewards he 
has amassed on his quest for glory. 

The history of these :Bn1ted Heroes, icc:ordcd in 
tncomplete and scattered l'CCOl.'ds by the free people 
of the Old World, ls a catalogue of e¥tJ. deeds 1""3Ching 
back to the dawn of the Empire and beyond. 
Neverthele.u, most perish before they can realise their 
ambitioM. Even if they are successful, the chances are 
that the uncarln.g gods wilt pile mutation upon 
mutation on their loy:d servants until their minds and 
bodies are destroyed under the sttaln. 

so :Bn1ted Heroes 

Only the most ca:eptional warriors succeed In caning 
their name Into the fulldore of the Old World. Their 
ln&my llhines bright aa they capture the notice of their 
Inscrutable gods with C'i'er greater feau of slaughter. 

Eulted Heroes frequently seek out others of their kind 
to engage In ritual combat, espedally those with rtn1 
patrons. When two of these Champions of Chaos clash, 
they duel to the death in the manner of aladiators using 
the full fwce of en:ry weapon at their disposal. Their 
amphitheattea are the wam:.lands and mountalru of the 
Old WOrld, and their audiences arc the brothers In 
darkness whom they worship. 

When a victor emei:ges from a duel, bloodied but 
triumphant, he wilt cut a grisly trophy &om bis foe and 
take his v:anquisbed enemy's followers as his own. Ji he 
has truly en:elled himself he will often flnd himself 
with a mo.te permanent ICW2rd for his deeds in the 
fo.rm of a mutation or daemonic gift. The moet skilled 
E:.alted HC1'0Cll arc bedeckl:d 1n uophl.es from many 
sucll duels, not only against their rtn1s but alto again.rt 
the wani.or elite of other races and lands. Fire is in 
their gaze and men cower at their passing. With each 
victory the Rl:31ted Hero grows ever closer to becomJng 
a Chaos Lotti, whole annies his to command and 
DaemoDhood within his reach. 

MWSBS ST WI Al.cl 
4 7 3 5 4 2 6 4 8 

SPECIAL RULES 
The Will of Chao9, Bf'C of 1he Gods. 
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CHAOS SORCERERS 
ThOle Cbampjom of aw. who leek mutery over the 
magical am are kDown aa Chaos Sorceren, aod they 
are madmen and ~am all Chaos Sorcereni 
wield the wild energies of Chaos ~ reshaping reality 
to betta scnc the whims of their dark masters. A word 
and a gesture from a Chaos Sorcerer can strip a man's 
flesh from bis boue1, force a lmcr to murder bis 
bcloft:d, or cause a .rcgtmcot to bunt Into flame. 
They arc amoopt the moat awful and depr.ned of all 
H:n'Ultl of Cbaoa, for they long a., llOld their souls In 
achanF for the heady cllm of pure power. 

Where othenJ glean their an:ane skill from years of 
painstaking research, a Chaos Sorceret's uoderstandiog 
of the Winds of Magic is Instant and Innate. The spells 
taught by the colleges of Mastc In Altdorf are mere 
cantrlps oe:n to the grotr.que pyrotechnics c:mked by a 
Chaos Sorcerer. He IJW1ipulatea the undiluted energies 
of entropy ~ not the weak aod trammcllcd CSSCQCCS 

IOUJlht by those upon a 1afi:r path. But these strange 
gifb arc bouBht at a peat prlcc. Bventually cn:ry 
Sorccter will plunge Into the dark wbirlpool of lnlanity; 
or be claimed by a viJ.c and ~Dt being that 
makes the Sorcerer Its plaything for all eternity. 

Many arc the paths that lead to this dread fate. 
In the far north, runccuten, witches and shamans 
cut their booca and prac:ticc their audcnt craft. They 
act aa prophe111 and seers, guiding their warlords and 
cbJcftttos to en:r pater conque1t11. But C9a'y" time a 
Sorcerer ICICb to bamca1 the occult, he loses a little 
mote of hla humanity. Bcfurc long the aspirant feels 
his body and mind twUt and alter as he bcgim an 
inrmnbk descent Into defonnity and madnca. 

just as frequent arc the tala of those mages who .know 
full wdl the clangcn ahead of them, but who arc 
beguiled by the lure of Chaos noncthclc11. It is not 
unusual for an ambidous wizard, pcrbapl one who has 
been .found wanliDg in talent or in patleoce, to acll bis 
allegiance to a Daemon in nchangi:: fur raw magical 
powa-. It 15 rumoured that Bgrimm van Horstmann, 
one of the molt fnrcd of all Chaol Son:ercni, was once 
a luminary of the lJSbt College in Altdorf bcfo1oc his 
gradual but complete seduction by the Architect of 
Puc. Though fallen wtards of this kind grow to wield 
gieata magical potency than they could ha-re eft:t 

dreamt poail>lc, the CMCna: of Chaos la not theirs 
to romm•nd, but commanda them In tum. ~tually 
their greed ttanafuam them not Into J.orm amongst 
men, but Into the puppets of a mad p . Such II the 
uJtiTT!1ilte fm: of all who dabble with Chaos. 
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SPECIAL RULES 
The 1Vlll of Chao., ~ of the Goda. 
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CHAOS LORDS 
Of all the mortal warrion across the dvilisatiom of the 
world, the Loros of Chaos are Ce:.u:ed most of all, fu.r 
they are true gods amongst men. Clad in baroque 
armour and rich furs, they tower above C9Cll other 
ChampioDS of Chaos, and those brave enough to sWld 
against them are but feeble children by comparison. A 
Chaos Loni's indomitable will ls forged In the fires of 
war, his skills are tempered in the c:rudble of batde, 
and his blade Is etemally quenched In blood. 

Ea.eh Chaos Loni baa tr.m:lled a long and perilowJ road 
to pre-emlneru:e, a road p;t"Rd with the broken corpsell 
of less successful aspirants. Regardless of thei.r 
individual abilities they are without <:Keeption 
umropp:ahly powerful warriors, combilling the strength 
of a Troll with the speed of a st:rildng snake. The Loni's 
abilities are enhanced further by gifts &om his patrons, 
fur none save the Daemon Princes themselves enjoy 
more fmrur In the c:ycs of the gods. A Chaos Lord may 
ha'ft: skin that ripples with iridescent tlame, a 
furblddlng gaze that can tum a man'll guts to water, o.r 
the wrath of a wounded bear. 1b lltand ap1nlt one of 
thei.r numbe.r is to invite a sudden and brutal death. 

Not for the Lords of Chaos the pampered liCestyle of a 
general or prl.D.ce, for these murderous killers lead &om 
the front. Atop a nightmarish stallion, Daemolll.c Steed 

S2 Chaos Loros 

o.r e'Rn a Dragon captured &am the mountains of the 
north, a Chaos Loni will swiftly engage the 
commanders and captalns of the armies arrayed against 
him. Seekmg ever more f4ory in the eyes of his deities, 
a Chaos lord will test his mettle agaittst the most 
accomplished of the fue's warriors, his fotbidding 
challenge echoing across the fteld. Those brave enough 
to mei:t his summons are briefty saluted before being 
hada:d to pieces where they stand. 

A Lord of Chaos Is not only an c::Jreptional fighter but 
alllo a merciless conqueror. A great leader and 
5trategist, his sheer furce of will binds legions of men 
and moDSters alike to his senice. Hach Chaos Lord's 
name is spoken in hushed whispers across the lands of 
men, his violent deeds written in the blood of those 
that dated bar his path. His is the voice that condemns 
whole tribes and nations to death. Hfs is the gaze that 
ten:ortses man, Spawn, and momu:r alike into 
submislllon and groreWng obedience. A heady aura of 
powa: surrounds each Chaos Loni, draw1ng ever more 
devotr:es to his banner as his lep:nd grow1. 

When a Lord of Chaos marches to war, the world shakes, 
for In their hearts all fear that one day a Lord will come 
who will grind the annies of the world under his heel 
and bring about an 2g1: of darkness that will nerer end. 

MWSBS ST WI Al.cl 
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SPECIAL RULES 
The WW. of Chao9, Bf'C of the Gods. 
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DAEMON PRINCES 
There an: thoee mortall who follow aw. with a deep 
and ~t filith, pledglq tbemeel.ea body and IOu1 to 
the le.l'Vice of the Dark~. They know that there ia 
a great pmc for tb<* who show unflinching derotio.n. 
Should a champion survtve the endlcu battles and the 
ranging muw:iom pnted by their masters whilst still 
BndJng favour In the eye• of his Bclde p>ds, he may 
attain the ultimate .reward. 1bc patton of the champion 
will ck:ftll: him tD his side u a Daemon Prince, a being 
of BOdlib: powa-, .fwever bound to darknea. 

Despitle the fact that they were not bom as daemons, 
thoee Chaos Champions that attain the status of 
Daemon Prince gain immortality and become the 
enemy of all that Is true and natural In the world. All 
who set foot upon the path of Chaos eventually seek 
this apotheosis, the glorious moment of mewnmphosis 
where they shrug off their moml &bell and become a 
being of undyiog darkness. But fur~ Champion 
who mile• hil homed head and roarB bis triumph to 
the sides u a DCWbom Daemon Prince, untold 
thotuandi periab OD the fldd of battle or end their li'R! 
as mewling Spawn. 

K WSBS S T W I A ld 
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SPECIAL RULES 
The 1Vlll of Cbaol, U:nor, Fly, Stubborn, 
Unit Strengtb 3. 

Scion of Chaos: Daemon Princes are made of the stuff 
of Chaos itlelf 1b reflect their otherworldly nature, 
they may not join units, and they have a 5+ Ward Save. 
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At the point of a ClJaol Champion'• tramformation, bat.­
lillle winp or JDiFty i:athercd pbl.iooa will sprout from 
his back, bearing him aloft that he might rule the lkiea 
as well as the earth. Other Daemon Prince$ might soar 
on a:acldlng pillars of flame, arms oubttetehed as they 
cry praise to theJr bluphcmous gods. Some arc granted 
an ethereal beauty or hellish fbulneu that can freeze a 
man in place u the Daemon Prince dcacendll from the 
s.k:lcs to fried. There arc even tho1e with the ability to 
ieshapc reality ibclf; u llldllcd at manipulating the 
Winda of Ma8ic: u the molt puilsant of Sorcacrs. 

Daemon Princes arc vast in 1tature, their gigantic tOnna 
twisted into new shapes more pleasing to tbeir nwters. 
They wield unholy weapons and abl1itles. and arc 
bedctired in chains and jewellery covered with the 
symbols of their patron. The variations bel'MlCD these 
mu1e11 of mmul.c arc legion. Noncthc1clia, it is common 
for these Prina:a of Chace ID retain their lnl:cllect and 
their~ the bctttt ID mca1l the humanity they ldt 
behind Some Daemon Princes cna:r the Realm of Chaos 
to~ their &OOa on other woddl and dimenaionli, but 
mOlt ~ as commander3 of the monaI armies of 
Chaos, waging etcmal war In their patron'• name. 
11rclessly they hwtt the coem!o of their lll2AtCl'S, for 
their meat is human 1lesh and their wine morul JOuls. 



CHAOS MOUNTS 
Champions of Chaos are frequently gifted with monstrous steeds to bear them 
into battle. 'lb.ese steeds are spawned within die Realm of Chaos and sent across 
unfmaaJnable distances, puttly so the .favoured one can ride to war in. a manner 
befttting bJs station. Note dlatJugge1nams of Kho.me, Daemonic Mounts, 
Palanquins of Nurgle and Discs of Tzeentch are cawlry mounts, even though they 
are not mounted on a 2S.xSOmm. base. 

JUGGERNAUTS OF KHORNE 
The Jugcmauts of Khome an: masllvc armoured 
~arures 1hat aic part I>aemon and part enchanted metal. 
Mighty beasts of groaning iron and brass, they stand taller 
than a man. with fire for blood and a bcadng daemonic 
heart. 1'hey arc forged In dark flames and bound with dire 
runes, their primon11al rage batcly held within a shell of 
mctalllc muscle and bone. The clwge of a Juggernaut 
causes the ground itllelf to tmnhle, and the protection 
aJfordcd by the armoured bodlc6 of these monsters 
CDllW:CS that the rider cm plunge .Into the thlcb:at of 
enemy furmatiom without m. Few can stand bcfurc such 
an unholy union of warrior and unnatural mount. 

M WS BS S T W I A l.d 
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SPECIAL RULES 
Fear, Mqic Ralnuu:e (1). 

BralS Behemoth: A Juggernaut adds +3 to its rider's 
armour saYC, rather than the normal + 1. 
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STEEDS OF SLAANESH 
These strange bipedal beasts arc aomctimes gifted to a 
panic:u1ady sua:essful Champion of Slaanesh. Like all 
Daemons of Slaaaeab, tbe Su:ed bas a pcrva-sc beauty, 
combinJDg grace and elepnce with a wholly unnatural 
appearance. It bas a long. sinuow body that writhes 
sea&uously as it speeds across tbe field of battle. A whlp­
llke tongue llicb constantly from its mouth, tlSting the 
Wlnds of Magic and seeking out the souls of mortals as a 
natural beast senses odours on a drifting breeze. 
These beasts skit:te.r and bound aaou die battlefield at 
astoDlshiog speed, sprlnaiDg on the unw:uy and cutting 
them dawn wldi laablng cuts from theJr nm:otic-laced 
tongues. For this reason, they are sometimes rcfem:d to 
as tbe Whips of Slaanesb, or 'lb.ngu~. 

MWSBS ST WI A.l.d 
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SPECIAL RULES 
Fear, PoilloDed Ateacb, Put Caalry. 

S4 Chaos Mounts 

DAEMONIC MOUNTS 
Known also as Steeds of die Gods, Daemonic Mounts 
are created &om foul magic:b and summoned to the 
world by ceremonies of sacrifice and appeasement. 
Daemonic Mounts have homs, bony plates and fangs 
of steel corrupting their immortal bodies, and their 
eyes bum with die ftres of Chaos. 

Some are ~tic dwgc.rs whose breath ls llke a 
pestilent cloud, others arc masstve, bear-llke acat.ures 
with clawl of iron that c:an dfscmbowd a man with a 
single blaw, or se:pentrbodied aberratiom that shimmer 
and writhe across tbe bauleficld. Still others are wasted, 
emaciated beam, their aiddy frames belying a deadly 
strength. The ground itself blazes or weeps at the tread 
of these Daemon beasts. the air around them shimmers 
widi magical energy. and their roars and wails can send 
sbtrets down the spine of the bravest warrior. Only the 
most trusted and bravest champions may ride a 
Daemonic Mount, fur dicae acaturct1 are lntcllJgeut 
and maleroleat in their own right and do not usually 
allow me.re mortals ID ride them. 
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DISCS OF TZEENTCH 
1bc daemonic moum of l'zrJentch are known u Dilla. 
Thac txzarrc: aeadom are ncilber daemon DOil' 

comtJ:udion, but a olgbtmariah blend of. the two. 
Conuc:atinB with lllfldcal fcn:e, Di9<S hover abcJ9e tbe 
ground, sJdmmlng pdy fOIWalds upon the Winds of 
M.aglc. Wb!lc the wamon of~ march to war, the 
prowl Sora:ras of Tr.eentch drift above them on tbe 
ftnadng Dba, niDing magical fire upon their foes. 1be 
DilCI o{Tz.iceotch thamchcs are far from derenceless, 
.laabfng out around thamchcs with bolb of magical fire, 
or manibtiDg wbirliDg tl:ntacka or ripping claws to 
lllaab at enemk:s that approach too close. 

M WS RS S T 'W I A ld 
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SPECIAL RULES 
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PAIANQUINS OF NURGLE 
Thole high in the £1.'fOUt of Nurgle are often borne to 
war upon repu1sM: palanquios, their diseased bulk 
aquubcd into throoea of decaying metal and rotten 
wood. The pa1anqWna are comcyed not by sla9es but 
by a great mound of NUIJll.inp, dJminud'fe Daemon· 
mila which hatch from the manlfratatiollll of Nurg1e'1 
choicellt p]aguea. Other than the 'rinllence of the 
plaguea aod poisons it carries. an indiridual Nurgling 
has but llttle power. Nonctbclcss, the spilliog, 
squabbling masses of Nwglings that bear palanquins to 
battle are 10 numerous that they have the strength not 
only to cany the most oorpulcnt of Nurgle's champions 
to battle, but allo to drag into the dirt any foe .foo1fah 
enough to auail him. 

I- MWSRSS TW I Ald 
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SPECIAL RULES 
Pait, POilmm:d Atmcb. 

MANTICORES 
Manticora an: momtcn native to the Chaos Wastes, 
hUF lcon1ne beuta with the winp of a giant bat and 
wbip-Wr.c tails that drip with poilon. They are far 
Berecr than any other beuta, so much so that they are 
held by the Duk BlYCs to be one of the lncamations 
of the God of Murder, Khaine. Manticorcs are the 
most powerful of all the predators that make their 
lairs in the Iron MountaJru that border Naggaroth. 
They are highly prized u mounm by the Cbamploos 
of Chaos, but ev1:n the most .Iron-willed of warrion 
cannot eoforce his will upon a Manticore for long. 

MWSRSS TW I Aid 
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SPECIAL RULES 
Ply, Killing Blow, I.arae '.Jluaet. 'lbTor. 

Uac:omrolbbk: M the ltart of each friendly tum, 
a model riding a Manticorc mullt takie a Leaderdiip teat. 
If the tat i. failal, the Manticore and Ja rider are 
subject to Pn:nzy until the start of their nen tum. 
Abo, should a Mandco«'s rider be slal.n. the Mantioore 
is automaticllly atJcaed by the 'baargh!' Monster 
Re3dion result, wiih no Lcader&bJp test or D6 roll. 
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CHAOS DRAGONS 
Once the proud and noble rulerll of the lkies, 
now split, changed and rorrupted by the forces of 
chanae. the terrible two-headed Dragons of Chaos arc 
nighcmadah and malcrolcot predators. Borne aloft on 
wings no longer made of mere ftclh and bone, 
a Chaos Dragon's muscle• and organs are open to the 
world. Each Chaos Drlgon ls a terrifying nemcsJs of all 
order and sanity that can break the bacb of armJca with 
l.t5 au:el claWB and teeth. 1bcy are wicked creanua, 
as fidde aa the god Tz:centch and the Gmlt Dralre 
Galrauch, .ftrat of their number. Only the moat powerful 
lorda of Chao9 can ride 1uch a momter, and e9ell then 
it IS more an unholy •lll•nce of destruction than a 
matter of muter and scrnrn. 
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SPECIAL RUJ.ES 
Ply, larae 'JUaet, 'Dettor, Scaly Sida (3+). 

Bleath Weapons: ChaOI Dragons have two di1fcrent 
breath weapons (see the 'Arhammer rulebook) and 
may use both in the same tum. One bC2d can breath 
fire, which ii Strength 4, and the other can breath a 
cloud of oorroslvc pt, l"CIOl'ftld at Strength :Z with 
a -3 to armour llllft:I. 
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FORSAKEN 
Chaos Forsab:ri. are fioth1Ds maniacs that howl and 
saeam as they sprint pell-mell towards the enemy line!, 
mutued limbs ftal1lng and distended jaW!I snapping like 
those of menous beast&. Tho• d1ey were once proud 
and mighty Chaos 'w.miors, because of the serere 
mutadons bestowed upon them they hDe become 
somcdllng less than human, with oo more undetSWldmg 
ofbauf.dleld w:ti.ai than the hounds that g;at:b.er around 
their l>oncofltrcwn lairs. These unfununatcs have been 
literally fonab:n by the gods, m:luccd to the lCld. of 
animaJI that snarl and growl in a suuw:al. parody of true 
language. Where they once killed in the name of martial 
ambition and the g1oi:y of the Duk Gods, they now kill 
because of a 5aVllF and unnatural hunger. 

Many Warriors of Chaos, often no less valiant In the 
service of their divine masters than their Chosen 
counterparts, find that the rewards of the gods tum out 
to be more of an aJDicdon than a blessing. These 
Forsab:o. l01Je the capacity for rational thought, setting 
aside sophistic::atW WCApOnry In fm>ur of jagcd rooth 
and twisted claw. They him: no intelligence glinting In 
their black eyes, for their minda churn with nodiing 
more than thoughts of killing and devouring everything 
they can cat.eh. Some Forsaken manifest even mote 
CKtreme muWions, their twisted forms echo.Ing their 
best:Jal minds. These atavistic warriors often beat 
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writhing tm.tacle1, chitinous claws, cma heads or hairy, 
grasping limbs that push out from the sbatt.ered 
remains of their once-prized Chaos armour. They 
appear as nothing more than a 'rite fusion of nature at 
its worst melded with the disturbing forms of Chaos. 
Many Fol'S2ken are but one mutation away from total 
degeneration Into Spawnhood. 

Though they scan benighted and hl.dcoua to those 
from warmer dimes, men of the north make lltt1e 
distinction between the Forsaken and the other 
warriors who bear the mark of the gods. Fo.r the most 
part, they are content to le;rre their unfortunate 
brethren to their grimy and bloody c::xistence In the 
caves of the north. In times of w.u, however, they cou 
these creatures from their frozen dens with olferint.'; of 
blood and bone. Somewhere in the Fo.rsUal's feral 
mind he will recognise the promise of conquest In the 
al.r, and as the vague memories of glory swim In his 
mind, he will lope to battle aloaplde his former kin. 

Other WMrlors of Chaoll ha~ no issue with the 
savagery and stench of the Forsaken. ln fact, they 
consider even the most freakishly mutated Forsaken to 
be bl~ after a Whion, for is it not better to atttact 
the attention of the gods and die a glorious death In 
battle than to live an unremarkable life? 

MWSBSST'WI A Ld 
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SPECIAL RULES 
The 'WW. of Chao9, Prcmy. 

Bc:racrk Rase: Forsaken plunge hea.dlo.n,g Into battle 
without dlsdplliie or caution. They attadi: without heed 
fur their own defence, mutant appendage1 laahiag and 
snapping In fury as they seek lD tear thct.r foes apart. 
Forsaken him: a random number of.AUacb. At the 
beginning of each Close Combat phase roll a smgte D3 
and add one to the result (this addltion2l attack ls 
grantr:d because of the Forsaken's Frenzy spedal rule). 
Th.ls is haw many .AUacb each Forsaken 1n me unit will 
have that round. For c::zample, a Forsaken unit charges 
Into oombat. Ar. me beginning of the Close Combat phase, 
the ownmg player rolls a 6 -which equall a 3 on a D3 -
and ad.di one to the result. Each Foraakrn will hence 
have a mighty 4 Attacb during this Oose Combat phase. 
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CHAOS SPAWN 
ThOle who follow the path of Chao1 arc damned, The 
ooly question left to one: who bas put his fate in the 
hands of the Dark Gods is the nature of his damnation. 
"Will he lose his reason, reduced to a cackling 'M'etch 
who can do naught but praise the gods who robbed 
him of bis sanity? Perhaps he will lose bis humanity, 
clented to the nub of die Daemon Princes to rule in 
the Realm of Chao& • .Many lose their aelf<00ttol, 
becoming link: more than mad alaughtau1 that kill 
and kill until lhey 1hcmsehes lie dead in the dirt. But 
even then there: an: WOl'lle fan than inaanity and death. 
There are those who fall aien further Crom ~.who 
lose evaything and become gibbering mounds of 
mutated flesh. They arc known as Chao& Spawn, and 
they are the true children of Chaos. 

A warrior that Is visited by too many gifts of the Dark 
Goda will eventually succumb to madneu and 
mutation. Hil aln:red pbyllquc wW reach a point where 
reuoo can no kmp:r suataln it, and he wW wail and 
Kream In aIJBUUb as bis flcah ripples, 1prou11 and 
writhes, umle%J<>iq the lllOllt profound and final of 
cha.op. Some un!ortunaa burst open like fleshy 
flowers, bloat Ula:: week-old oorpees. or find tenlacles 
and hairy arms tlw end in twisted mockcrles of their 
own faces emeqpng from evety" orlflce. Some grow into 
dlstmded cadcarures of beats, with the heads of 
1naecm oc predaton pushing out from their chem and 
shoulders. Othcn Bnd their rapidly swelling flesh 
co9Cled in blim:m and buboes tlw bum open to re9Clll 
great bloodshot eyeballs, horror and panic writ large in 
evety" one. Trulr the bc:uts known u Chaos Spawn 
ha'fC a thouNlld faca and .fonm. The only thing that 
unites them Is the repugnance of their new Oc:sh. 

This new llfc, 10 caaually granted by die Gods of Chaos, 
Js alwayll a short and painful one. It is the f.ate of the 
Chao& Spawn to elk:, either on the field of bank: by oz: 
or sword, tom apart In the wilds by a aearure even 
more savqe and desperate, or litel'ally ripped asunder 
by the wild Chaos encrsfes mat course throullb Its 
tortured body. 

Spawn are not often esi1cd from their tribe, but inStcad 
allowed to make thcl.r lairs nearby. Their relattves 
umally bring them bloody hunb of meat and even 
mead to sustain them. In battle the Spawn are released 
as beam of war, shambling and lwdUng towards the 
enemy llnca, llOIJletimeB aJowly, llOIJletimeB with 
terrl!ytns bunm of 1pecd. They fall upon the enemy 
with de1perate aiergy, moanirJa and roarillg in a 
mature of raae and fodDm hope that a clean blow wW 
put them out of their mi.Kry. lletreat ill unthinbble to a 
Spawn. fut the sword blows of. the enemy are as a 
blJu!ul rdeue c:ompucd to the paJn it feels Inside. 

Thole who wltne81 the nmpqic of a Spawn and sunt'fC 
would do 1":11 to heed the me••gr it brings: that 
wonbip of die Duk Goda will lead to lla:le more than 
pmin, bum!ltat!oo and death. 
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SPECIAL RULES 
Pear,Unbn:abble. 

Lurcldq Hcirror: Spawn are mmm in the 
Compulsory Mmanmt part of the Chao1 player'• 
~ent phase, m09!.ng 206" ach tum. The player 
has no control ORI' the diltance moved, but mU!t 
nominate In which dirccdon the Spawn will move 
before rolling the dlce (this must be in a straight line). 
He may not subsequently change the Spawn's &dng. 

If the Spawn's mmam:nt la aufBcicnt to take it Into an 
enemy unit then It counts aa cbarBfii& fOllowing all of 
the nonml rules. The taqfet may makl: a charge 
.reaction u normal. counting the Mmanmt nlue 
rolled u the Spawn's maimum charge distance (for 
the purpoK! of fleein& !tanding and llhooting, etc.) 

F1aiJiaa Appeadar: Spawn ha'fC a random number 
of AtW:.b. At. the beginning of ach Close Combat 
phase roll a single D6 and add one to the resuh. This Is 
how many Amcb mu Spawn will hne that round. 
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CHAOS WARSHRINES 
The men of the north are~ conscious 1hat their 
actions could catch the eye of their diabolic masters, 
and do cm:rything in their po'M!l' to attract their nodce. 
For this reason many trlbe$ bring lcoDS and religious 
relics to battle, hoping to draw the gaze of the gods. 
The most powerful go even further, mounting their 
shrines and altars upon heavy carriaga so that the 
slaughter they wreak in the names of their gods may be 
offi::red up c:Urccd.y to the Ruinous Powcis thcmselft:s. 

The pnyen1 and saaiflc:es 1hat arc offered up from 
these Warshrlnes are like S'M!Ct neaar to the 
otherworldly beings of the Realm of Chaos, and the air 
ttackles with power around each shrine when the eye 
of the gods turns their w:ay. The pzcsence of these 
mobile altars empowers and emboldens the warriors 
that fight before them, the blessings of the gods 
aad:ling In a pen:ei'nble :run around those ne:uby. 

Though they vary wildly in design, W.UShrines arc 
usually pulled into battle by snorting Chaos Steeds. 
No normal creatures these, fur most arc more Daemon 
than animal. Were they not securely chained to the 
Altar's carriage, they would undoubtedly charge off and 
wreak a U'2J1 of carnage before disappearing ha.ck into 
the wilderness. A Clwls Steed is goaded in the 

SS Chaos WU.hrlnea 

direction of the foe by Its handlers, who not only 
defend the W.U:Shrine from attack but also take those 
they strike down and sacrifice them upon its altar. As 
mortal souls arc offered unto the gods, the WUshrlne's 
warrior handlers implore the gods fur their aid, 
bestowing their dark blesslnp on those who fight 
beside the w.ushdne. 

W.UShrines may be devoted to the whole pantheon of 
Chaos Gods, or be dedicated to one patron deity in 
particular. wanhrine1 of Khorne are great constructs of 
brass and blade 1hat constantly run with rivulm of 
blood. their ~ spike adorned with the rune-etched 
skull of a powerful enemy warrior. Those dedicated to 
Slaanesh are gilded carriages of scented silk, wu and 
human tlesh, draped in the still-living skins of those 
whose organs ha:n: been offered to the Dark Prince. 
Watshrines of Nwgle arc fouler still, heaped high with 
.flyblown o.f&J. and stinking waste that is host to 
UDimagimble pans.ltcs and plagues. The w.ushrines 
c:omecrated to the Changer of the ways are the 
strangest of all, their irregular wheels causing 
numerous silver bells, caged dragonflies and crystalline 
booe$ to dnkle and chime with the music of the 
spheres as mind-altering incense snakes around it in 
hypnotic patterns. 
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Dni-gur'• Notu: The watshrine is a strange 
contraption, not ttuly a chariot, steed or creatute. In 
game terms, the \Vatshrlne mo'VCS and fights as a 
monster. Its profile combines the attacks of its Chaos 
Warrior handle.rs and also the Chaos Steed that pulls it 
to battle. 

SPECIAL RULES 
The Will of Chaoe, 4+ armour ave, 4+ ward !Nlft. 

Gher of Glory: 'Whilst a Watshrine is on the table, all 
Chaos unit champions hare the Bye of the Gods sped.al 
rule. This even extends to monstrous ln&.nuy such as 
Ogre and Dragon Ogre Champkln.s. Furthermore, 
during your ShoodDg phaae you may pick a slnafe 
friendly unit within 12• of the Warshrine. That unit may 
lmmedimly roll on the Eyt: of the Gods table - note 
the e.trect generated down on your army roetl:r. ln 
subllCquent Shooting phasea the W..U:.hrine may choox 
to roll again to get a more <lair.Ible auult (you may 
even target a diffetent target unit within 12• of the 
'\Vatshrlne should you wish). I! you choose this option 
it will negate that w.ushrlne's preriously generated 
ed'ccts. Note that it is possllile for a single target to reap 
seven! iewaJds in this manner during a single rum, 
due to the cfrec:ts of multiple Wuahrines. 



CHAOS WARHOUNDS 
Brutish and bloodth.lmy beast!, the 'W&lbounds of 
Chao. arc tirelc111 hunters built of little IJ101'C than 
mmcle and Jang. W;uped in mind u well u body. they 
prowl the wildemeae in ravening pa.dm, running down 
p:ey that .raDFll In me f.rom stray children to young ice 
mammoths. Such LI their hunger fur raw meat that they 
will C'Rl1 cbarp: a 1peannll wUh total abandon. 1bclr 
only conccm LI the moment when their slobbc:ring jaws 
can be sunk into juicy. yielding flesh. 

In the IOUthcmmost regions of Norac:a, wohe1 and 
hounds slink and prawt in the flJ.ckcdng shadows 
of the campflre1 made by the warriors and barbuian 
tribcspcoplc of the frozen lands. Fed scraps of meat 
and afforded warmth f.rom the .ftrc, d1esc loping canines 
have lcamt to coo:lst with the human population of 
their lands. This rdatlonthtp has o:lltied fur countleM 
centuna, encoded In the behaviour of man and beast 
for p:neration upon p::oeration. 

Ila with all th!np natural, this rclatlomhl.p baa been 
twisted and pet tCltcd by the power of Chaos. The 
further north the tribe dwells, the more llkdy it IJ that 
the hounds that follow them will be mutants, their 
bodic1 grossly twismd by the baleful cncrgiel that leak 
f.rom the Realm of Cbao1 at the polar Cl'e8t of the world. 
Swollen by the energies of Chaos, the warbounds 
become CYer more feanome until they are larger and 
8crccr than the men they follow. 

Theae mockcrics of nature may haYC shark-Uh mouths 
with decaying meal stuck between serried rm11s 
of teeth, or thlck fur that barely conceals a quill of 
poisonous spines. Some have taib that arc ttansmulCd 
into barbed whips much lilac the ICOl'pion-th.ln of the 
daert. or hldea encrulted with the irOO-hard acalc!I of 
the drake. In the ~ north. WadJouods mn.e etCll 

more bizarn: mutations: cma head9 or mana: of flame, 
neau of writhing aerpcnts inltead of fur, or mouths that 
slaver with h1uing ac1dJc lchor. Some are C\lCll 

rumoured to have once a>mc f.rom human •tock, their 
growling .ba1kpccch and articulate .8ngcrs tcltammt to 
a terrible dcscnerattvc Clll'IC. 

On the field of battle the 'W&rrion of Chaos release 
these feral beaatl to intercept the forward elements 
of the enemy army, for their 1ensc of 1mcll la u acute 
as their instinct to kill. Pleb of Chaos 'Wuhouods 
will hunt down and pounce upon enemy lkirmi1hen 
and scouts, bearing them to the ground and ripping 
them to piCCCI in their despcntc dealre to .kill and 
comumc everything they c:ao catch. 

In the aftermath of banle, the Wahounds will prowl 
through the mist, eadog their flll of corpse-flesh, 
snapping at curlon and 1cavengen u they gorge 
themselves oo the llon'.s share of the spoils. Only when 
their bellies are full do they slink back to their masten, 
their odious fur sl.ldc with the lifeblood of those who 
would stand against their tribe. 

M'WSBSS TW l Aid 
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SPECIAL RULES 
~Will of Cbaoa. 

Chaos Wahounds S9 



TROLLS 
Trolls are malformed and dim-witted monsters with a 
taste for human flesh. Trolls tower mu normal men -
it is said that the largest of Trollkind can swallow an as 
whole - and when roused their bestial wrath is 
tc.rrifyiDg to behold. They roam the northern wastes, 
pi:eyillg on isolated villagea and ttavcllen. Many a 
Northman has rctumed home from the hwtt to find his 
settlement tom to pieces and a Troll gorging itself on 
the rcmnmu of his &mily. Nonetheless, one who baa 
lost his kin to a Troll attack will often hunt down the 
beast in its lair, armed ollly with ftre and steel Such are 
the ways of the north. 

If a uavellet were to head due north from Praag, he 
would soon reach the icebound realm known only as 
Troll Country. Many are the dangers that roam that 
land, but the Trolls that make their lairs there hold 
sway, devouring any living thing they can sniff out with 
their powaful seme of smell. Travd further north, and 
the Trolls that loom out of the b~ become even 
more hideou1. Though their mutations are 
p.redominandy phyaical, some of these 'fto.lls defy 
reason in furm and thought. There are CVCI\ legends 
that there II a huge Troll King somewhere In the c:aw:a 
of the north, plotting the downfiall of man and the 
onset of an age of eu:mal cold. 

60 Trolls 

Trolls are instinctively drawn to those who bear the 
favour of Chaos, perhaps becwse the corpses are 
a1wayl thick on the ground in the company of such an 
individual. lbe Trolls' presence is welcome indeed, for 
these .rcpulalve creatw:es make ferocious beats of war. 
Their mllW!I, reeking with dc<:ay and the stench of 
death, are filled with Jagged tuab and fanp. Dasger­
like talons tip their powerful and rangy arma, and some 
even hae the wit to bear rusted blades or spilu:­
studded clubs to battle. Trolls can vomit forth the 
steaming contents of their guts In a great spray, 
dJssoMng their "1cdms with powerful stomach acids. A 
Troll from the far north, it is said, can -mmit bile, flesh­
eating worms, or C9Cll the raw stuff of change itself 

The indomitable constitution of thC$C monsters makes 
them the perfect clay for the mutating energies of 
Chaos. Uke all their kind, Trolls have poweiNl 
regen.erativc abilities. Lost limbs and even heads can be 
grown back in a short time. HO'WC:'VU, northern Trolls 
will not regenerate their flesh in the same form as their 
pl.'e'Vious incarnadon, but will instead sprout a new 
limb, a screamiDg mllW or an CVCI\ stranger mutation 
from en:ry new wound. So it is that the oldcat Trolls of 
the north arc uue monsters whose flesh playa host to 

dozena of moaning heads and grasping claws. 

I- MWSBSS TW I Aid 
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SPECIAL RULES 
The Wll1 of Chao.s, Fear. Stupidity. 

Mutant~ Trolls are able to reknit the 
moet cripplin& of injuries in seconds. They can 
Regenerate. If a Troll unit Bqene.rates two or more 
Wounds In any one phase, It may roll on the 
Bye of the Gods table at the end of that phase. These 
must be counted separately &om those Wounds 
suffi:n=d by charactcn1 that hne Joined the Troll unit. 

'll'Oll '\!Omit: Instead of attacking normally; the whole 
unit of'lrolls can choose to vomit on the enemy. 
Each Troll model in base contact with an enemy model 
Inflicts one automatic Strength S hlt with no armour 
saves allowed. These auacks are treated as magical. 

'OL\OI a.\1188 !DI' PCll ~ PCll JUWIClli\ 
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OGRES 
OJlia an: blUtal, mWIClc-bouod thlJ8ll to whom only 
two tblDp really matta - fighting and eating. They 
roam tbc world mer, picking on anything smaller than 
them or hiring out their semccs as mcrccnartes In 
euhange Cot weaponry and food. 1bough they have the 
basic Conn of a man, Ogres are twice u tall and f:u 
more sanp: In appearance. They arc often thought 
ratbtt atupid by other races, who quite rightly assume 
that all the OJlia care about ia filling thcJr guts. 
Though It ia true that Ogres D.C9a' grasp the finer parts 
of miliWy stratqy, their brute 1ttength and Instinctive 
cunning more than maka up fur: thcJr lack of wit. 

OJlia bave thcJr own 80dcty. laniuaF and customs, 
1,1temmtng from the Mounta!nl of Mourn In the east. 
They ha~ a natural wanderlust, and whole tribes 
frcque:ntly migrate and roam the Chaos 'W&stc:s. There 
they fight aplmt the northern ttibe1 and the more 
fantutical denlzcm of that realm, ttsting their mettle 
and expanding their diet to include some truly unusual 
meals. If a group of Ogrea ia imprcued by the sa~ 
and skill of a oorthem ttibe, they may join them for a 
~. or cvai become a permanent part of their army. 
The aWance b~ an Ogre and hla Chaos masten la 
one of mutual convenJcnce, for both &ction9 ren:l in 
mayhem and deltruc:tion. 

Although Ogres are naturally resistant to muwton. the 
baldul energies that 1pill out of the rift at the top of 
the world are strong Indeed. As a resuh, the Ogres that 
may Into the f:u nonb. arc wuped and twisted iD the 
manner of all creanua that dwell iD the 'Wates. Ogres 
do DO< ICC this u a bad thing - f:u from II iD &et, for 
the mutatiom usually inaalc their prow'Cll OD the 
batddidd OI' iD the bat hall. An c::s:tra bead ii an 
opportunity to de"four twice u much food, a growling. 
snapping maw In the aomach speeda up the whole 
eating procca COOlkletably, and a new ann or tentacle 
can only hdp the Ogre catch his prey in the 8rst place. 

Proml9C8 of etl::l'Dll1 con&ct are a llOl'C temptation to the 
Ogre race. Though the Dark Goda prc:b the race of 
Men u their playthinp, 10mC Ogres eam lbc:ir .favour 

with their prowess iD b~, for a poup of these 
towmng brutes chaqpng into the many~ liviDg 
battering n1DI and lubh1a out with gipDtic great~ 
clubs and cleavers ia an impressive llfgbt. 

.K.home is the patron of many of these monstrous 
wution, for their CODSWlt oft'r:rings of lkl.ill.s -
gcncra1ly picked very clean Indeed - arc pleasing to the 
Blood God. Some Osn:a cvai go to banlc clad iD 
gigantic suits of Chao1 armour, furged by thcJr Cham 
Dwarf alliel sped8cally to fit the Ogres' merly muscled 
frames. A heavily armoured Ogre berserker Ja a 
terrifying foe indeed; a whole unit of them is a nigh 
U08toppabl.e force. 

MWSBSS TW I Aid 
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SPECIAL RULES 
The Will of cmo., Fear. 
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DRAGON OGRES 
When furb of lJPtDing sunder the DfPt sky and the 
roar of thunder booms through the peaks, the elden of 
the north whisper that the Dragon Ogres are waking. 
They tell their superstitious kin of enonnous scaled 
monsters that fight each other on the crests of the 
world's Edge Mount2ins, their prize an eternity of 
warfare. The Uibespeople believe that we.re a traveller 
to take shelter from the stonn in some cave or hollow 
high in the peaks, they would see the battllng aeaturcs 
silhouetted aplnst the ngiDg storm. 1bc more 
sceptial belien: that Dragon Ogres are creatures that 
lin! only in the world of legend, a bloodline from a 
more primeval age that now lies dormant. And dormant 
they lie, though In the fury of the storm, the Dragon 
Ogres come to life once more. 

Dragon Ogres are said to be amongst the most ancient 
of all the world's ltring crcatun:s. Aa:ording to legend 
they arc the en.emf.ea of the great c:lram that lived 
under the volcanic mountains of the world, wanior­
beasm with the rorso of an Ogre and the lower body of 
a monstrous reptile. lt is aaid they p1'ey1:!d on Mankind 
long before the Chaos gateways unleashed their curse 
upon the world. Known in the Dark 'Ibngue by a 
multitude of names, including Sbartaks, Sharunocks 
and Garthors, the Dragon Ogres are beings of mystery 
Cft:D to the warriors they fight alongside. 

The Dragon Ogre race's inaed!ble longevity, as with 
almost all things supematwal, is the work of the Gods 
of Chaos. AeoN ago the elders of their race made a 
pact with the Ruinous Powel:s, embradag damnation in 
order to save themsehes from a slow decline Into 
ex:dnction. They were ghen eternal life, and in return, 
the entire Dragon Ogre race put themselves at the 
eommaod of the gods. Since that day the Dragon Ogres 
have carn:d their names across the ages as Immortals 
who can ollly die in battle, living legends that rouse 
themseM:1 only in the name of destruction. 

When the air itself crackles with cold and tenible 
storms assail the ciests of the world, the Dragon Ogres 
that slumber U11der the mountains stir and come to life. 
Their dreaming minds hear, echoed in the thunder, the 
roar of the Chaos Gods calling them to battle. The 
louder the thunder and more ferocious the tempest, 
the mrue Dragon Ogres rl&e from their deathly slumber. 
.As lightning spears out of the skies, the Dragon Ogres 
scale mountain and glacier with their lron·hard claws, 
hack.Ing at each other with ancient ues and battling to 
reach the highest eyries and peaks. They do this in 
order to bathe in lightning, rejoicing in the raw fon:es 
of nature as they raise their weapons to the skies, fur it 
Is the storm that invigorates them and fills them with 
deadly energy for the coming battle. 
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SPECIAL RULES 
The Will of Cbaoe, Fear, Scaly Skin (S+ ). 

Storm Hage: Dragoo. Ogres bathe in lightning to 
invigorau: tbem1dve1 and atend their lifespan. 
They are immune to all lightoJng·based attacb and 
spells, such as Sbve11 warp-lightning auacb and 
certain Lore of Heavens spells such as Urdn()n'$ 
Tbunt.kr Bolt and Forked Lightning. If for whatever 
reason Dragon Ogres are the target of a llghtning­
based attack, they become Frenzied. 

"WB 111U1D THiii DCDaDf lBl'ORB YCUl 1lM:8 W.A.11.llORK 

n aw.i. mu, mu rr WHBNYOU .AU JIJl' A mrANt' 
MllMORY. J.otl'$ HAW 'WB POUCim JQl 'D:IB nAU llOlla!l9 

\'al CAIL 1all OCJD8. 11' 'WOIU> JIB A dlA'VB l!RROll 

10 T.AIE U!I JICll ll!llV..Alml 8IWPJ,Y lllCADB WB JAW 

CX1MMtW cwm JM 'DilllR MAM&• 



DRAGON OGRE SHAGGOTHS 
1hdy IPPntic and u old u the mountaios tbemlelve!, 
the Sbagotba are perhaps the mmt ancient of 
DlOl1atcr1I to inhabit the world. They are the same 
acatuml that bartered with the ChaOI Gods before the 
dawn of Mao; beinp that haft: bargained with divinity, 
and not only suni'fed, but also been granllld 
immottllllty In rerum. For their own inlcrutable 
rcaaom, the Dark Gods lllill hold true to their andeot 
promise - many of the Shaggoths that march to war In 
the arm1ea of Chaos are ova" llbr: thousand years old. 

A Shagoth ia a towering mountain of muacle and nge. 
Im quadrupedal lower half ia Uh unto that of a dngon; 
steel of llnew and mup of talon, and dad In a 
lbimm.cdog coat of ICalea harder than any metal. A 
Sbaggoth's mgcd torso ii broad and mUIClllar, and Its 
hea'filr-thewed anm are u thick as tree tnmb. Prom its 
bestial head .flowl a mane of snow-matted hair 10 thick 
that frost-spib:I clambet and chatter within. Clad in 
scraps of armour that carry the patina of centuries, a 
Shagoth goes to war carrying a 9Ut uc that would 
take a dozen men to lilt. When Jts wrath is ra.iaed, 
IJghtning cradda within the Shqgoth's eyes and 
mouth, and thunder rumb1a in itl throat. The eldest 
and most primal 0raaon Ow:e Sbagoths an: truly 
titanic. Aa a Dragon Ogre aFB it beoomes e9tt larger, 
and as long as there ia llFtning to refEah itl body and 
~ im mind, there Is no limit to ltl 1!2e. 

Alive bdOrc the Blvea had mastered the wrtncn word, 
before the 6nt w:eenalr:inl crawied out of their Cln'eB, 
perhaps cw:n before the Old Onell visited the world, 
the oldest Sbagothl tower ova" .IOrcst canopies, 
temples and ev'CO fortmlses. Such ii the horror of the 
Shagotbs that the sire of the Dragoo Ogre race, 
K'nbnrok the Black, ii said to be the size of a 
mOWU21n. Fortunate it ii then that only the mo11t 
fearsome of u:mpc:sts can wake the eldest of their kind. 
Lqp:nd bas it that when the Bnd Times come, a storm 
will break ol such apocalyptic magnitude thu 
Krabnrok will awake and 'rislt hia fury upon the wodd. 

F1cn:dy indepelJdem, a SbamPth will not ~u fealty 
to a daemonic master, for be Is in thrall to the gods 
the~ and belleva that to b1nd hilmelf to a 
Daemon will riak what remalnl of hia 80ul.. Still, 
Shagothl are intl:llJacnt and cunning In their own 
fashion, and when callc:d they kl:lcp their pan of the 

barpin with the Ruinous ~ by vWti.u.g demuction 
upon the enemies of Chaos. So it la that Shagodls wil 
Je;m: their mounlaln realms and head south into the 
Old 'Wbdd when the fon:a of disorder are oo the 
march, legends 1prinplg up in their wake. 
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SPECIAL RULES 
Tenor, Larae '.lluiet. Imm.one to Psychology, 
Scaly Skin (S+). 

Storm Hage: ShagotJu bathe in llgbtning to in:vigorate 
thcm8dvcs, and ~ the mollt powerful bolt of Cne.tllY 
will enenatc a Shagoth. Dragon Ogre Shagoths are 
immune to all llFtning-based aa:acb and lpells (such 
ae ~n WUJ>IJ8litning attaclm and the Lon: of 
Hcaft:IUI 1pelb Storm of Cronor and Forhd Llg#nnlnB). 
If for whateRc reuon a Shagoth Is afrccted by one of 
these amclm, it become• lftnzied. 



GIANTS 
Giants are single-minded Cl'l81ncs of destruction, as 
dedicated to mwdcr and mayhem as the w.u:rtors of 
Chaos themaelves. A swearing, bellowing monstrosity 
that revels in displays of immense strength, a Giant is 
only content when it is crushing people beneath its 
enormous cloven hooves or smashing a battlellne apan. 
It has the Intelligence to n:cognise friend from foe but 
little else, and has no ieaJ. concept of obeying the 
m:ders of anything smaller than iuiclf. It goes to battle 
primarily to kill and to feed, fur a Giant can eat a dozen 
hwnam and still not be sated When it has ploughed 
into the enemy ranks, it is u likely to grab a foe and 
store him somewhere fur a later meal as it is to lay 
about itself with a jagged menhir or blade-11tudded tree 
trunk. Rcgudtess of its whim, a Giant's attacks are 
always devutating. 

MWSBSST'WI A l.d 
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Spedal Rules 
laqfe 'Jalpt. 1l::nor. SCub1Jom. immune 1D PSydi.ology. 

Longshankst Giants have long limbs and moYe over 
normal obstacles such as walls, ditches and fences 
without breaking stride. 'll'e:at such obstacles as open 
ground when working out how fat the Giant moves. 
HOWCYCr, when crossing such obstacles the player must 
test to see If the Giant falls an:r (see below). 

Fall <>'fa': Giants are ungainly and &equcntly 
befuddled, aa a consequence of which they often fall 
down. They are especially prone to this if dley'vc been 
raiding the local brewery. A Giant must test to see 
whether it &l1s mcr if any of the following apply: 

1. When it is beaten in close combat. 'n!st once results 
are established. but before taking a Break test. 

2. If it is tlceiDg at the start of the Movement phase. 

3. When it crosses an obstacle. 'n:st when the obstacle 
ill reached 

4. If the Giant decides to Jump Up and Down on an 
enemy. 'n!st immediately beforehand. 

'lb see if the Giant falls over roll a D6. If the dice roll fs 
a 1, the Giant falls over. (A slain Giant falls an:.r 
automatically.) 

1b determJne in which dlrecUon the Giant falls, roll a 
scatter dice. Place the Fallen Giant template (sec page 
127) with its feet at the model's base and it& head in 
the direction of the fall Any models lying completely 
under the template are automatically hit. Any models 
patd:y care.red are hit on a 4+. 

A model bit by a faWng Giant takes a Strength 6 hit 
causing D3 wounds. If the unit Js in combat and the 
Giant has fallen am: whilat attempting to Jump Up 
and Down, wound! lntlicted by a falling Giant count 
towards the combat n:ault. 

A Giant that falls over automatically suft'ers 1 wound 
with no annour saves allowed. If the Giant is in combat 
then this wound counts tawanis combat resolution. 

Once on the ground (you may lie the model down 
If you wish) a Giant may get up in bis following 
Mowmcnt phase, but may not move that tum. 

Whilst on the ground a Giant may not attack, but he 
can still defend himself after a whion so the enemy 
must still roll to score hits on him. If forced to flee 
whilst on the ground, the Giant ls slain - the enemy 
swum over him and cut him to pieces. If the Giant gets 
the oppottunlty to pw'SUe hJs foes whilat he's on the 
giound, he stands up inatead. A Giant may attack on 
the tum it stands up. 



Giant Spcdal Attacb: GW:m do not attack in the 
same way as other aearurc1, though they sc1cct tbeJr 
Yic1ims aa normal. lb determine what bappc:na, each 
clo.e combat pbaac roll a D6 on one of the following 
tables when it ii the Giant's tum to fisbt. Whl.ch table 
}'OU use dependa on the lir.e of the Giant'• W:tim. 
When flghdnl characten riding monsters, dcddc 
whether ro att:ack the rider or mount. as nonml and 
use the appropriate table fur the size of the target. 

Giant fWiting big thJ.np (~. ~. 
Minotaw:a or similar 117.cd or 1aqcc aeatun:1 
including chariots and war machines): 
D6 Renk 
1 Yell and Bawl 

2-4 Thump With Club 
5-6 Chomp! 

1 Yell and Bawl 
2 Jump Up and Down 
3 Pick Up and ... 

4-6 Swing With Club 

Yell -" a-1- The Giant yells and baw.ls at the enemy. 
'l1lil ls not pleasant as Gimu arc deafenlngly loud and 
tcod towards poor oral hygiene. Neither the Giant nor 
modell in conw:t with him actually flabt if they have 
DO( already done 10 this round The Giant's lide 
automat!c::ally wins the combat by 2 pointl. 

~ "1116 a..il; The Giant picb one model as his 
target and brings down his club with a si.ngle mighty 
strike. The target may attempt to avoid the blow by 
passing an Inttiative teat (use the lowest If the model 
hu several different 'ftlucs). If the target Is struck. It 
ram :ZD6 wounds with oo armour ave allowed. If a 
double II rolled, the Giant'• club embeds itaelf in the 
ground and the Giant cannot attack at all in the 
fullow11J3 round whll&t be rcooven his ~ 

CbO#lfJJ: The Giant talia a p-eat bite out of his enemy; 
automat!ally infllctlng D3 wounds on one model in 
base con12et with no armour saves allowed. If the Giant 
was wounded earlier in the battle, he may immedl2tely 
.rcam:r as many wounds u be inflicted with this attack 
u his a1rcrcd metabo.1lsm heals up the damage! 

J"""1 up """lJoMI&' The Giant Jumps up and down 
'figoroully on top of one cm:my unit in hue contact. 
Before be IWU, the Giant mu.t tat to detumine if be 
&lls over (.ee earlier). If be &u. ~ work out~ 
he falla and ca.lculau: danw.,- as already descri>cd. Any 
wounds caused by the fall (on dthcr side) count 
towards the combat raWL Assuming that he remains 
on his Ccct, the Giant bounds up and down on the 
enemy unit, gu1lawing madly. The unit IWltalns 206 
Stn:rlBdl 6 bit1 alloated u abooting him. Wbrk out 
dama.- and 1aw:a u UIWll. Giantl enjoy jumping up 

and down on tbeJr enemies 10 much that a Giant that 
docs so in one combat round will automatic:ally do so 
in the following round if be II able to, usuming that be 
did not fall on:r in the prmous round A Giant that 
stu:tB to Jump Up and Down will then:fore condnuc to 
do so undl he falls cm:r or undl the combat COIDe3 to 
an end. 

Pldl Up lltftl. •• : The Giant stoops down and selects 
a model (Giam player's choice) that Is either in base 
contact or touching a model in baac contact (Gianm 
him: a long l'Cach). The target may make a liDglc attack 
to try to i:nd off the Giant's clwmy hand. If this attack 
bits and woundl the Giant, the Giant's att:ack fails, 
otberwlle the Giant grabs the model and the player 
rolls a D6 to eee what happen1 nezt: 

D6 Rault 
1 Stoff Into Bag. The Giam stuftil the vl.ctlm. into hls 

bag along with sheep, cows and odJcr plunder. 
The model is ~a c:aaualty and can do 
nothing wbilst in the big, but if the Giant should 
be lllain, aay enemy trapped in his bag arc freed 
unharmrd at the end of the batde. Vlclmy poilm 
are not awarded to the enemy fur fR:ed models. 

2 Throw Back hlto Combat. The vl.ctlm. ls bur.led 
back into his own unit like a living missile. 'Ibis 
auses a wound on the '9iaim with no annour 
sa9CI ~ and D6 Strength 3 hits (sa9CI u 
normal) on the un.IL 

3 Burl. The '9iaim is hurled into any coemy unit 
within 12• of the Giant - randomly determine 
which. 'l1lil causes a wound on the victim. with no 
armour Sa"RS aUowm, and 06 Strength 3 hits 
(sava u normal) on the unit. If no enemy units 
arc in ranse. treat thll as a Throw Back into 
Combat result inltead. 

4 Squash. 1bll doe1n't really bear thinking about. 
Suffice to say the model becomes a casualty and 
la i:em~ from the game. 

S Eat. The Giant 90bb.la bis victim up, inwllowina 
him. whole. The model ii~ from the pme. 

6 Pick Another. The Giant bunicdly awffs the 
victim into his bag or under bis shirt (or down bis 
trousers ff they're really unlucky) and attempts to 
pick up another vicdm. The accond vl.ctlm. makes 
a Bingle attack (u above) to nold being plcRd 
up. If the Giant roll.I a 111<Tn11lon of 61 it II 
po111lble fur him to ama. a collection of trapped 
foci in his poclilCta md bap (not to mention 
down his trou9Cl'S). Thtppcd models arc 
dfccttfcly casual.ties, mct1y u o:plaincd in the 
Stuff into Baa rault descrfbcd above. 

Sulllw """" a.ii.- The Giant swiop bis club &erolll the 
enemy's raob, •masbins them into a bJoody pulp. The 
Giam lnflim 06 Strength 6 bitl on the wget unit, 
all<>Cllted .. shooting him. 

Giantl 6S 



HELLCANNON 
Part Daemon, part war machine, the Hdlcaonon is a 
maul\IC romtruct of Iron and brass that gi:owls and 
mma with daemonic llCDticnce. [o battle the8C arcane 
engines heaw: aacld1ng blam of raw energy that mar 
through the aJr into their t:arJ!ICbl, transmuting mythiDg 
they touch Into &eakiah new forms and sc:oding the 
survivon iolanc: with &ar. 

'lbCIC hcD.-furgal beaam arc gWded rather than aewm by 
a tr:am of corrupt and adildc Chaos Dwu&. The Chaos 
Dwacfs are 1be master aniflcen of the Chaos armies, able 
to bind daemonic scndcncc into 1be tools ofwu. These 
malign warsmitbs escort the Hcllc.annons l.nto the fires of 
batde. Such is the Hellcannon's bloodlust that it must be 
chained and staked to the ground in order to Stop it 
rampaging towards enemy lines. Bven these precaudons 
often p.me .Inadequate, as there la little that can stay a 
Hellcannon's lust b dcsttuctlon. 

The cmc. DWlll'D load their maqe by brutally ahcm:Wng 
the bod!cs of their WXlma Into the dire-fumM% at the 
HeDcannon'1 i:ar. Plclh 111111 lib: wu: as the: fire.daemon 
in.Ude the caruu>D' I hearth fcaltl OD body and bone. 
Soon the IOull of the enemy arc all that 11 ldt, bamc9ecd 
in the Hcllcannon'• gullet u aaddiDg balb of eneqy and 
then b.cm:d towards the c:ncmy with a powmw spasm. 

The Hellannon bu a 4+ annour aw:. lt foll.oMI the 
rules for a momtu and handlen (~the W.Uhammer 
rulebook), with thn:e Chaos Dwarfs as ils handlem. 
When det.enniDiq which modcll are hit by shooting 
attacks, the Hdlcannon ii hit on a 1-4 and the Chaos 
Dw2rfa on a ~-

KWIBSS T WI Aid 
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SPECIAL RULES 
Tenor, Large '.llu'iet. Uabreakable, Unit Strength S. 

B•mpaae: The Hellcannon constantly strtva to break 
free of its bonds. At the beginn.ing of the tum, if the 
Hdlcannon Is not in combat, tab: a LeadenhJp tat for 
the unit. If It pallCI the teat, the unit may behave U 

nomW. If it &ill the teat, the unit will not fire and 
imtead must make a compulmry man: 306" towu'ds 
the clo1Clt enemy unit. If the unit' • moft:IDCDt ii 
suf!ldent to tab: it into an enemy unit then it counu u 
charging. The target may make a charge n:sponllC u 
nomial, countiag the Movement 'ftlue rolled u the 
Hdlcanno.n's muimum charge distance. 

Doomftre: The HeJ!cannon fires as a stone thrower 
with a Strength of 5 (10 for the modd under the hole). 
Units hit by the template must take a Panic test at -1 ld. 

Bound Dumon: 'Whenever the Hdlcannon misfires, 
roll OD the !ollowing chart: 

D6 Raolt 
1 Jlfte at lutl The Daemon inl1de the Hellcannon 

violently breab ilB bonds. Bft:ry unit within 306" 
t2ka D6 Strength 5 him. Then n:mmc the 
Hellcannon and ltll aew from play. 

2 Chomp: The Helk:annon IUCb its own aew into 
118 furnace and 1pit1 them out in a &bower of gmc 
and bone. Remme the cn:w from play. 

3 Tbzzzz: The Helk:annon fires great pulses of raw 
magic. All Wizards lmmedlatdy mffcr a Miscast. 

" Gnr: 1be enngcd Daemon l.ns1dc the 
Hdlcannon aocs bcncrk. Remove D3 crew. 

5 .. , ah! 1be Hellcannoo breab its chains and 
rushe1 funvuds. Mow: the Helkannon unit 306" 
as dellatbed in the BamJ>aF rule abaft:. 

6 Booaal The Hc:lk:amwn fires a 1pcctaculady 
dc:vutating blut. Bao1w: the llhot u If it Wfte a 
dtrcct hit, uaing a Strength of 10 imtead of 5. The 
Hdlcannon cannot fire for the l'Clt of the: pmc:. 





ARCHAON. 
THE EVERCHOSEN 

1IPAR. ~ MOl'lTAl.a, J'Oll. J AW TJe 

~ 'DB RA.'YtlCJlPJ> llON' Oii ~ 
'DB 8CXUl.Ql CIP 'DB WOIU..1>. 'DB .ARMIB9 

OP 1JiB «1lle J.AU..Y lllHNI> Ml!; .AMI> 11' D 
W MY WJU, A.MD 'JW MY awoar> '!HU'~ 
'WEAIUlfG .NAD'JMll lll:WL JIAU..• 

~ WllD QY '])lJI l!l!ID 1IMl1'll 

&cry few centuries there is a mortal champion who ls 
destined fur the greatest bles5i.n&'1 of Chaos. He ls the 
Lord of the End Tunes, the Evcrchoscn, who the Chaos 
Gods unite behind, bcstowi.ng all their gifts upon him. 
Each time one of these great w:u1ords hu w:alked the 
world it ha.s heralded war and plague, &mine and dc&th 
on a masmc scale. Nature ittclf abhon his presence, 
the ground split! aaunder at his feet, the air churns and 
swirls around him. Of all the Bverchosen of Chaos who 
ha.'fC assailed the world over the ages, An:haon is the 
most ruthless and powerful, for he alone has succeeded 
in redahnlng the sU: ucasures of Chaos. He is Chaos 
Incamatc, the hcr:ald of the .Apocalypse, and where he 
w:a1b the wmld ttallblcs. 

M W5 BS S T W I A I.d 
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SPECIAL RULES 
Eyt: of the Goda. 

CbORll of the Gocb: An:haon ii the TI:ucl through 
which thc Dark Goda will uni~ the hordes of the north 
and tum the whole world into a Bealm of Clw>I. 

He has the fb11owtna bonuses: 

• An:baon is the cholen of Tzeentch and be:oce is a 
LcYel 2 12ccntch s~ who bcndlts &om. + 1 to 
cast all his apcn.. 

• An:baon Is the choeen of Nwgle and hence la 
immune to Poisoned Attacb - the1e must roll to 
wound u normal. Bnemia an: at a -1 to hit Archaon 
(and any unit he joins) with shooting auacb, and 
also at -1 to hit with auacb In close combat. 

• An:haon is the chosen of Slaaneah and be:oce is 
immune to Fear, Thrror and Panic. Furthcnnore, if 
An:baon la the army's gc:ru:ral, troops within 18" may 
UIC his Leadership lnatl:ad of the nonnal 12". 

• An:baon la the chosen of~ and hence baa 
Magic Resistance (2). 

The Swords of Chaos: Al thc heart of An:haon's army 
is his old wuband, the Swords of Chaos. Only the 
sttoogcst rune IW'fMd In his long quest, lea.Ying a 
cadre of hardened troops. Archaon's army must indu.dc 
at least om: uoh of X'nlgbts of ChaOll. An:haon is the 
only characta' a11owa1 ro fom this unit (though he c:1oc11 
not rune 10). 1o addition, if An:baon leads thla unJ.t. 
then it becomes Immune to PsydxJl<>lf. 

The Steed of the Apocalypee: An:baon tides to war 
upon the daemonic beast lmown variously as Dorgbar, 
Ghunhy'ilh'phak, Yrontalle, but most commonly as the 
Steed of the Apocalyp1e. An:haon trea15 dl.fBcult terrain 
as open ground, though any unit he is with suffi:m the 
oormal penalties. 

MAGIC ITEMS 
The Armour of Morbr: Ona: belonging to thc Lord 
Morkar, First Chosen of Chaos, this armour shield& 
An:baon from all but the dcadllcst of blows. The 
Armour of .Morliar ~ An:baon a 1 + annour save 
(this includes his bonu1 for being mounted). lo 
addition to this, no auack against him may e\'CI' hm:: a 
better chance 10 wound him than a 3+ roll Attacks tlw 
wound aummadeal!y. ahnyl on a2+, and 10 on, wt1l 
lltill Deed a 3+ to wound him. 

The Slayer of Ilnail: lnaide this blade is trapped the 
Greater Daemon U'%Uhl, bouod to the sword by the 
Second Chosen, Vanad. Aeons of Imprisonment imide 
the blade ha'9C dmcn the n.nnon Insane with t'IF· lo 
banlc, the blade moans with barely corualned !ury. 

The ~ of Klnp igDoies armour 1a"ta. lo addition, 
An:baon may unlcaab the power of U'%Uhl In any Close 

Combat phase. If he docs this, he JlgblB with double his 
oormal number of Attacks (umally 10) but any rolls to 
hit of a 1 wtll atrib: either himKlf or a friendly model 
In bale oontact (Chaos player's choice). He may not 
i:e-roll to bit iaults of a 1 fur any reuon when 
unlenhing U'2Uhl. Once U'Zuhl la h:lealed, Archaon 
must UIC this spcdal ability in every c1oae combat he l$ 
subsequently lmolvcd ln - the Daemon cannot be 
bound back Into the blade during the battle. 

The CIOWll of l)mnfnattoa: An aoda1t battlri-hclm 
dating back to the time of Morkar, the Crown of 
Domination eKUdel an aura of raw malicie, oowlng thc 
unruly llCl'ftllt! of Chaoe and iemfying the enemy. 

An:baon cwscs 'Jbm>r, and ln addition any friendly unit 
within 12• of An:baon ln2J' re.roll failed Break t£Sts. 

Tbe Eyt: of SheeriaD.: The Eye of Shccrian, named 
af'tl:r the Tzcc:ntchlan Sorcen::r who .flmt ~ it, 
data back to the time of the Old Ona, before CYeD. 

Cha09 walki:d the world. Now that he baa !ta proper 
setting, the Crown of Dom.ination, An:haon an mm 
full we of the l\y1:'1 prophetic ~· The villi.ORI 
granted by the Bfc allow Archaon to predict the attacks 
of the enemy and counter or POid them. 

The Bfc grants An:baon a 3+ Ward aare. 
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GALRAUCH, 
THE GREAT DRAKE 

Jn the time of Aenarion, when the Elves fought their 
gicat wars agaimt the ddee of Chaos, the elder nee of 
Dragons fought at their side. These great wyrms were 
the nemesla of the armies of the Dark Gods, diving 
from the aides upon the aclom of Chaos and crushing 
o.r incinerating them in their thousands. The might of 
the Dragons could only be matched by the greatest of 
Daemons that had invaded the Elven lands. The epic 
clashes between these mighty aeatures were events of 
such magnitude that the mortal warriors could only 
witness them in awe, later recording them as songs 
and legends that survive to this day. The most 
renowned of these epic tales Wls of a titanic duel 
where Lord Aenarion and Indraugnir, his Dragon, 
fought against four Greater Daemons, one sent by 
each of the Dark Gods. 

During that same battle, Galrauch the Gold Drake was 
leading the left tlank of the Elven host against a vast 
fm:ce of Daemom of Tzcentch. A million points of light 
reflected from his beautiful gold sales, lit red by the 
scaring tlame he poured onto the usurpere below. 
Great was dle slaughter on bodl sldea that day. Aa the 
sides turned crimson in the twilight, G2Jrauch came 
upon Fateclaw, the bird-headed Lord of Change that 
coordinated dle atW:b of the Daemons. Galrauch fell 
upon the Daemon, determined to aact rerenge for his 
fallen kin. A$ Galrauch descended from the heavens like 
an avenging goldeo dlunderbolt, the arian Daemon· 
thing below did nothing more dlan bare its teeth in a 
Sinister es:presslon of glee. Galrauch's great jaws 
mapped shut around Fateclaw's head, ripping it clean 
away in a multloolourcd spray of ichor. WlthJn a 
heartbeat, the broken body of the Greaocr Daemon had 
dissolved into a scintillating milt that ean:.loped the 
a:ultaat Dragon and sank into his .flesh. 

Galrauch, resplendent in victory, tlew high into the air, 
and the Elf warriors below him raised ales of triumph. 
But their cheers died away when the Dragon's body 
became wracked by 'Violent convulslons. The mighty 
drake froze in mid-air, and an evil, Uidcscent light 
appeared in its eyes. 1b their horror, the Dragon turned 
Ws ftery breath against dle astonished Elves below, but 
Instead of burning them all'fC the tlames brought 
mutation and madness. The skin of the mighty wynn 
flowed hke w.&tet, and within It evil ~ formed, 
eadding maniacally and singing the praise of 1'2.eentch. 
Foul tentacles and wicked spikes emerged from the 
Dragon's flesh, and finally the once-noble head of 
Galrauch split into two all the way down to his neck. 
Where there was once one head there were now two. 
The heads~ 1<m:med by the same will at flnt, but 
IOOll they started to tear at each other wlth hatred, a 
sure sign that the spirit of the great Dngon had not 
been completely desuoyed. The mind of the Loni of 
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Change managed to wrest control of the powuful body 
once again, but not befurc the Elves and Dragoua had 
brokl:n dle back of the Daemon armies. 

G2lrauch withdrew from the lands of monala and 
slept fur centuries, many times throughout history 
emerging from bis slumber to wreak havoc on the 
lands of Elves, Dwarfs and Men. Legend has it that he 
was the ftnt of the Dragons of Chaos, and that many 
were the datk creatures bom of his blood and of his 
C'fil sorceiy. It was Galrauch who slaughtered King 
Thw:grim Rocbrm and all his kin and sacked their 
ancient halls. It was he who singlehandedly destroyed 
the city of Languerre de Lac and plunged its ruins into 
eternal night. Hundreds of noble heroes ha"R tried to 
slay him, but they have all failed, and their remains 
hang high in Galtauch's lair as a testament to the 
w1tch-dragon'1 sorcerous might. 
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SPECIAL RULES 
The Will of Chaos, Terror, Fly, I.arge 'Jlarget, Scaly 
Sldn (3+ ), Mark of Tzeentch. 

Dragon Sorceaei: Galrauch is a Level 4 'WlZard. He 
knows all six 8PClls from the Lo.re ofTzeentch. 

Bft:ath AUacks: Galrauch's heads can use either of the 
normal Chaos Dragon breath attacks (see page 55). 
Once per battle, one of hla heads can u1e the Breath of 
Change- dle other head cannot use breath wcapoos at 
all in that Shooting phase. Models hit by the Breath of 
Change muat pus a 1bu,gbn.ess tat or be mcrwheJmcd 
by horrible mutations - remove such models from play. 

Spirit of Galrauc:h: At. the beginning of each tum of 
the controlling player, Galrauch must take a Leadership 
test. If the test ii passed, Ga1rauch will be controlled as 
normal, but if the test ls !:ailed, dle ancient spirit of the 
original Dragon will surface again fur an lnsWU. 

Should this occur, Galr.auch will not move, cast spells 
or uae his breath weapons. In the Cloee Combat phase 
be will din:ct half of his attacks apimt himself as the 
two heads of Galrauch rip Into each other. If the 
Dragon ls already engaged in close combat, the 
remaining half of his attacks arc carried out as normal. 
The wounds caused by the Dragon apinst himself are 
added to the enemy's score when working out the 
combat raoludon. 





PRINCE SIGVALD 
Scion of Slaancsh, the Geld-Prince, Lord of the Decadent Host 

Though he appears to be little more than m:teen 
summers of age, Prince Slgvald has blighted the world 
for over three hundred years. The persottlflcation of 
beauty on the outside but rot within, Slgv:dd rides at 
the head of an army of utterly devoted followers who 
would give their lives for him without a second 
thought. His elite bodyguard bear min:orcd shields so 
that Sigvald might bask in his own divine glory, and 
d0%enl of c:mtic females attend to his every deaire. 
His baroque umour remains furevu untamiahed by 
age or the tiniest fleck of dirt, and warm perfumed 
air sun:ounds him even during the Bet'\".C$t blizzard. 
He has defeated w.ani.ors twice his size with a 
contemptuous flick of his rapier, for Sigv.Ud the 
Maglliftcent is the chosen son of Slaanesh, his every 
wish granted In en:hange for an eternity of depravity. 

Slgvald was once the son of a powafuJ. warlord whose 
dark deairea led him to carnal and unnatural actl. When 
a clilld was bom &om the union of the warlord and his 
own sister, the bastard infant was handsome indeed. 
His hair wu like spun gold and his skin wu 
unblemished save for a tiny homed birthmark on the 
back of his neck. At first, Slgv:dd's every wish was made 
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manifest The bof:-prince wu taught the art5 of war by 
the finest w.ani.ors of the Uibe. However, the Prince's 
exresscs erentually grew too obscene even for his 
father and, when his fondness for human ftesb was 
dlscorered, Slgwld wu banished. The boy-prince 
feigned dismay, but when his father retired for bed, 
SJgvald slew him with his own blade. The boy-prince 
left the tribe, reasoning that a man of his calibre would 
thrive in the Chaos Wutes. And thrive he did, but not 
through honest toil. Befure the ru:x:t dawn, the young 
warrior had a new patron in the form of Slaanesb. 

Hundreds of years later, S{gv21d marches to w.ar at the 
head of an anny of admiring followers. Any who the 
Prince deems to be ugl.y. au.de or initadng he has put 
to the blade, sometimes eradlcadng whole cities on a 
whim. Slaanesb spo.lla his adopted son as an indulgent 
father, and Sigftld's wild CUX'MC'$ only serve to elmte 
him further in the Dark Prince's .fa'rour. Jaded and 
capricious in the extreme, Sigvald ever strives to plumb 
new depths of cruelty in his conquests. He inspires 
f:anadcaJ devodon In his followers, for they know that in 
the aftermath of battle, they may sate their most unholy 
lusts without restraint. 

MWSBS ST WI Al.cl 
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SPECIAL RULES 
Eye of the Gods, Stabbom, Mark of Slaanesh. 

Pnoured Son: The giound reshapes itl!lelf to let 
SJgvald pus, and his feet ftoat an Inch above the 
world's surface. Sig9ald may always man:h, and treats 
difficult or very <llilicult terrain as open ground. Theee 
abilities are confem:d to any unit he joins. 

Supreme VlUllly: Such i& Sigvald's self-obsession that 
he will call his retainers to attend him with their 
mUron even in the midst of battle, preening and 
murmuring compliments to himself as men are 
butchered all around him. 1b rep.resent this, Sigvald has 
the Srupidity spedal rule. 

MAGIC ITEMS 
Auric Annout: 1be Auric: Armour is a sculpted suit of 
plate mail forged &om ensorcelled BOid. It confml a 1 + 
armour save (this includes Sign)d's mirrored shield) 
and the Regeneration ability. 

Sliftnlaah: Prince Signld's SW01'd is forged from a 
sliver of Slaanesh's own blade, and It mo'VCS like 
quicbilvcr. Slm:nlash confers + 2 Anacks and the 
Always Strike• Finl ability upon the wielder. 



VALKIA THE BLOODY 
Bringer of Clary. the Corcquccn. Swordmaidcn of the Blood Cod 

Amoopt the people of the north. there ii a str.ulge 
legend of a crud but beautiful warrior woman who is 
the comort of. Khome hJmlelf Her Yiolcnt deeds are 
-.ntched Oftr by her battle>bungry patron and 11 is said 
that those who earn her bleutng will 6gbt in the halls 
of the Blood God for all et.emity. Her name is Villllda the 
Bloody, and she WU returned from the dead to further 
the work of Xb.ome. 

Once the ftill. queen of. a pat northern tribe, Villllda 
quickly 1'0le to infamy by decapitating anyone ioolish 
enough to question her right to reign. 'Ibis pleued 
Khome greatly, for Villllda had dispatthed many eminent 
minions of. his bl'olher gods. One such individual was 
Locephu, an unimaginably pencne Daemon Prince of 
Slaanesh. Struck by the queen's cold beauty and 
athletic: physjque, the leering Daemon Prince sugeatcd 
that VaJkia 1roUlci be better IUilcd to Ii&: U a slave girl 
than u a monarch. 1bc warrior queen did not take 
kindly to this. 1llking up the mighty 1pear Sbrupnir, llhe 
flew into a bcnerk rage. They duelled for dayl, but 
nldm11tdy Queen Villllda was triumphant. The Daemon 
Prince's homed head has adorned her shield ever 
since, gazins hypnodcally at those who come dose. 
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SPECIAL RULES 
The Will of Chaos, B,e of the Goda, Ply, Fear. 

Comort of Khonae1 Villllda bears the brand of Khome 
hlmlcl( glvtng her a bonua attack (included above). 

lmplriaa Ptaeace: Any friendly unit wtth1n 12" of 
Villllda may ~roll &iled BmU: tem. 

Gue ofKhome: 'l'hc JPJC ol.Khome himselflingen 
upon Vallda. As Ions as she is on the tllble, any resubs 
rolled on the 'Eye of the Gods' table may be re-rolled. 

MAGIC ITEMS 
J>vmoaebfrld· Sbield. All enemy modcll ln base 
conmct with Valkla at the bqpnnlng of each Close 
Combat pbuc lOllC an Anack (to a minimum of 1). 

The Spear Sla•pah: YAl.lda's barbed spear has slain 
kinp and paupers aJ&c. Slauprur Is Armour Pic1'dng. 
On any turn in wblcb Villllda charp. Sl1lupnfr confers 
+2 Strength and Kllling Blow. 

Thie Scarlet Armour: 'Ibc Scarlet Armour confers an 
armour aavc of 3+ and .reducca the Strcng1h of any 
attack agidmt Vallda bf 1 (ID a minimum of 1). 

Prom that day forwuda, Vallda enjoyed great &.rout in 
the eyes of Xhornc. 'Ibc Gorequeen meant to slaughter 
her way to the northcmmost point of the world and 
cross through into the Realm of Chaos, pcrsomlly 
placing the head of l.occph:a: at the bue of Khorne's 
throne. She nearly fulfilled her quest, but before a )":U 
was out her corplC joined the thouaandll of others 
littered aCl'Ollll 1hat b.cllstaincd la.Im. 

Khorne nscd at hu pu111.n& for he had great plans for 
the mortal woman. Hia fw:y waa eo thundcroua that it 
awoke v.allda from death and, taking her in his claws, 
Khome reforged the queen Into a. form pleasing to him. 
Vallda returned to the mortal world a villon of 
destructive power. Though she retains her cold beauty, 
her armour runs red with thick string& of blood, her 
long 1cp arc more like thoec of a moodlem:r 1han a 
hwmn, and bat-like winp sprout from her abapely 
back. E'n:ry new dawn lhc dc1ccnda from the skies, 
taking en:!' lll01'C tkulla for her diabolic paramour and 
choosing those who will filht on in the Realm of Chaoe 
alter thd.r death. The warriors of Chaoe fight all the 
harder in her presence, for to become one of Xhorne's 
cho9eo. is a prlze beyond measure. 
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WULFRIK THE WANDERER 
Worldwalkc:r. the: Eternal Challenger. Inescapable One 

Wul&ik tbe Wmderer is the ultimate seafaring wamor. 
A hairy giant of a man adorned with the trophies of his 
many kills. Wul&ik tt:neJs the tour comers of the world 
and beyond. He seeks out and challenges the clwnpions 
of C'VC1')' race and creed, tor as punishment tor his huhrls, 
Wi1lfrlk is bound to a liCcdme of cxmswtt duelling and 
violent death. 

A warrior born, Wulf'rik was ever known fur his hulkins 
frame and tremendous skill at arms. He took the head! 
of C'ft!J'f Chaos Champion who cro.ued his path. 
proudly displaying them fur all to see. Many sagas 
were SU11g to his honour ill his tribe. and his icputation 
spread &rand wide. Pride proved to be 'W\JHrlk's 
downf:all, however. Al the victory banquet held ill his 
name after he slew King 1b.rgald at the Battle of a 
Thousand Skulls, Wul&ik: drank fuut full bam:ls of 
mead, drunkmly boasting that he was the equal of 
any other wani.or anywhere in this world or the next. 
1be gods have a way of punishing such rash claims. 

That night Wulfrik was visited by a strange emissary 
of the Dark Gods. In his dreams, 'WWfrik journeyed 
to puadlses, necropolises and fantastic netherworlds, 

and e+eqwheie he passed was drowned In a great tide 
of blood. When 'WWfrik awoke, he was ble$sed with 
the gift of tongues - the abllity to ls.we an lnefus:able 
challenge to any w.mior or beast in their own 
language. Simultaneously he w.as cwsed to wander the 
length and breadth of the world on a ne'9Cl'ending 
quest to pro9C himself against the most gifted warrl.o.rs 
alive, liviDg or dead, mortal or daemonic. 

Since that night, Wulfrik has led a life of e:dl.e. 
His waniors, loyal to the end, sail with him across tbe 
seas In the sturdy longsbip Seafang. The stories have it 
that Wu1Crlk's tr.ne1s have taken him Into the Realm of 
Chaos, where Seafang sailed upon the Winds of Magic 
themsetres, and dw the great vessel still retains the 
memmy of tligbt. It is also said, perhaps because of this 
.remarbble ship, that It Is imposlllhle to escape 'Wil1frlk 
once he has dcdded upon his nm quarry. Wulfrik ls 
one of tbe most devout wonhippen of the Dark Gods 
C'ret' to walk 1he world. He has made oifmngs of lordlkJp, 
5ea serpencs and Dragons to his nefarious mast.era. 1b 
Khome he gives the skulls of his vicdms, to Slaanesh 
their still-beating beans, to Nw:gle tbe contents of their 
slit guts, and to Tucentch their dying breath. 
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SPECIAL RULES 
The Will of Chaos, Bye of the Gods. 

Gift of 1bngues: '\Vulfrik may issue a summons that 
ovcnidcs tbe normal challenge rules. He may force an 
enemy ch.aractcr to automatlraJly aoocpt his challenge, 
provided the chosen chatac:U:r oould legally accept. 

Bun.tier of Men: 'WWf'rik must nominate a single enemy 
model at the beginning of the game. When allocating 
his attacb towards tbe nominated model, Wu1frik gains 
+ 2 Strength and may re.roll all rolls to hit. 

MAGIC ITEMS 
Seafang· Using his legendary ship Scafang, Wulfrik is 
adept at attacking from an uncspc:cu:d quarter. Wul&ik: 
and a single unit of Marauders may choose not to 
deploy as normal but to enter play from any table edge, 
eucdy as if he and his unit had punued an enemy off 
that edlje in the p~us tum. If tbis option is chosen, 
roll to see when WWfrlk and his unit enter play. 

tum 1 2 3 4 s 
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KHOLEK SUNEATER 
Bringer of Darkness, Tempest lnc~r~tc. the Mountiain God 

Bvcry eight FDCfUiooa. when the .ma1ero1ent moon 
Monsllcb wues full in front of Its benign coU$1n 
Mannslleb, a terrible !ltOnD rages through the crcv.wes 
and chasms ofthe World's EdF Mountains. Jaged 
ridges arc silhouetted like the bn>b:n teeth of 90IDe 

dt:anic beast u llghtnlng 8ashca and thunder roars. 
Before a gn:ar chum that 1pllm the mountains like a 
glgmtlc ue wound, hundrcm upon hundreds of 
northmen kneel ln the pelting ball and snow, cbaodng 
it0noroualy u their captift:s are ncri&:cd and hurled 
bodily into a cavernous lair. Then, as the storm reaches 
its terrible climax. a terror &om the prehistory of the 
world bursts forth with a roar that shakes the roots of 
the peaks themsehes. Xholck Suneater awakes, and all 
the world trembles at hls wrath. 

Xholck II a Shagoth of ttcmcndOWI age. He ill one of 
the Bm-bom kin of Krakanrok the Black, f2ther of the 
DraBon Op-el. Xholck w:u pmient when the terrible 
pact with the Dark Goda WU forged, pledgjng their race 
to an eternity of servitude in nrbanp: for .immortality. 
The sagas tell that Eholek's pan in the barpin wu such 
an affront to nature that the sun hid its face behind a 
bank of stormclouds and has newer 1ookr.d upon 
Kbolck since that f.ateful day. True enough, Kholck's 
comlDg II heralded by rolling black thunderhclds. 
Where the Bringer of Dadaicu walb, a raging a:mpcst 
blots out the IUD. 

LiK all Dragon Ogre1, Xholek is eoeqlled and 
cn1mncd by the power of .lightning, roaring with 
triumph as cncldlng bola of pure power play across hls 
ancient and scaly body. He wears great plates of brus 
u his armour, the better to attract the ll:lllpest's kiss, 
encrusted with the patina of age and blacla:ned by Soot. 
In bil great taloned claws Xholck bears the gigantic 
hammer known u Staraulher, a wnpon forged iD the 
heatt of a volcano and encbaotal to ftll monattous 
fues. In his shadow man:h the mountain tribes that 
worship hbn u a pr1mal god of destruction. 

Xholek WU Wt seen by mortal eyes during the Great 
War, striding south with hi.a armies under the ~ of a 
f'erodous blb:zard. The histories of that time describe a 
raging storm-beast tall enough to look over the 
.ramparts of Praag. a god of winter who smashed his 
way Jnto the dty with pure brute fora:. The ggu tell of 
how the momtrolity llUllacd the Old Quarter of the dcy; 
dcmolilhiog c:acb and c:n:rf' umplc within the city walls 
bdoR: retum.l.DB to bis aladal .realm. 

lf the rumours &om the north arc true, Kholek ls 
abroad once more. 'Wbcnerer the sky darkens with 
cloud and thunder rumble1 OD the horizon, all who 
know of the lep:od of the Mountain God shncr In fear. 
Pm haw can momla stand agaiDlt a being who lw 
waged 'WV In the name of the Dark Goda since the 
dawnofMan1 
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SPECIAL RULES 
Laqc 'lkqet. lmmUDC to l'llycbology, SCiiiy SkiD 
(4+). 'ICttot, Stoma Rqe (ice pasc 63). 

Herald of. the nmpeat: During the Shooting phase, 
choose an unengaged enemy unit within Kholek's line 
of sight and roll a dice. On a roll of a 2-6 a boh of 
lightning hill the unit, Inflicting 06 S6 hill. On the roll 
of a 1, the lightning hits Kholek (ICC Storm. Rage). 

MAGIC ITEMS 
Starctuabet: Each UDUftd wound Kholek ill1lim 18 
multiplied to D3 woundl. 

Armour of the Stm:m: Heoy armour. If any l.lgbtnlng­
bued spell Wp!tS a unit within 12" of Kholck, the 
spell's effects arc redirected unnnl Kho1ek l.mtead. 
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SCYLA ANFINGRIMM 
The Bloodbcast. Scourgcborn. the Talon of Khor.oc 

Scyla Anfingrimm was once the bane of the c:oasdands 
from frozen Norsca to exotic Ind. A bloodthirsty raider 
and W2trlor lord of the Ironpclt tribe, Scyla's name was 
synonymous with ?ictory and plllage, and all who met 
him saw the ftre of a born leader In bis eyes. By the end 
of Scyla's second decade in the service of the Chaos 
Gods he had become little mrue than a mount:aJn. of 
muscle and unquenc:hablc rage, goaded into battle as a 
beast of war and unleashed to run howling Into the 
nob of the enemy. 

A$ a young man, Scyla quickly earned the respect of not 
only bis trlbe but also the tribes of the neighbouring 
ljonls. He slew the TI!e Jabberwock that haunted the 
mists OYer the :Rlft:r Voh2g. and it was Scyla's sword that 
deah the death blow to the tentacled beast that plagued 
the Bay of Blades. Every spring he woukl set sail with his 
men further and further afield, ral.ding the coasUI cf the 
Empire, Bl.'etonn.la, and ew:n of far-off Khcmri. Bvay 
autumn his lon.phips came back laden with plunder, 
their timbers groaning with gold and c:apti'ft!S to be 
sacriftced to Xhom.e. The womenfolk of bis trlbe 
chauered emtedl.y; sw:ely it would not be long bcfure 
the gods notked Scyla and began to reward bis pxowess. 
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They were right. Mier orchestrating the massacre at 
Black Guieb, which caused tbe winding chasm to run 
red with Sbven blood, Scyla was gifted with masstre 
brute strength and hulking, ape-like arms. Thanking 
Kl10me for his blessing, Seyb. launched a series of 
daring raids on the 'W:U'dhows of the Plenipotentate 
Ibn Dhul, personally reducing the tlagahip of the Dhull 
armada to splinters. This time his b.ra'rery was .rewarded 
by a IJCl'PClltine tall ending in a snappiq maw. Scyla's 
merciless slaughter of the Chaos Dwarf delegation llCnt 
to trade with bis tribe resulted. in a prof'wlion of horn­
like plates that spread across bis body. Aftu Scyfa's 
subjugation of the troglodyte Gorgets that dwelt In 
Undennountain, Xhome gifted bis champion with the 
mind of a ravenous beast. That night, Scyla's body 
flowed and spasmed out of control until his 
tramfonnadon Into a Chaos Spawn was complete. 

From that day on, Scyla's tribe had a new master. Scyla 
still flghts alonpide his old c:omradell at arms, but now 
they treat him more like a prized warhound than a lord 
amongst men. Scyla's only dC$lrc is to kill and maim in 
the name of his bloodthirsty god, and bis destiny is 
little more than a violent death. 
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SPECIAL RULES 
Chaos Spawn: Scyla ls a Chaos Spawn, albeit a large 
and CJl:ICmely gribbly one. He obeys all the rules for 
Chaos Spawn on page 57. Note that Scyla's Movement 
charaaaisdc Is 306 instead of the usual ZD6, and his 
.A1tacks characterfsdc Is one higher than that of a 
'normal' Chaos Spawn, if there is such a thing! 

Hero's Pate: Though Scyla has become a mindless 
bea&t, he Is still high in the favour of .Khorne. Scyla can 
issue and receive cha1lenges, and he can roll on the 
Eye of the Gods l3ble just like a normal Chaos hero 
whenever he kills an enemy character or Laigc 'Ilu'get. 

MAGIC ITEMS 
Br&l9 Collar of Khome: During his &nal 
transformation, a brazen collar of Khome pullhcd 
out from under the corded muscle of Scyla's neck. 
Scyla has Magic Raistance (3) and a 6+ ward save. 



VILITCH THE CURSELINC 
The Twisted Twin. Doomkindrcd. Milster of Misrule 

Once there wu bom a pair of twim, one healthy and 
aood to look upon, and one wretched and tiny. Though 
the tribe's leaden apcctal the wholesome son to 
become a gieat warrior, it was the rwu VUitcb. who was 
to change their fate fon:"¥C". 

The twins bad a di1Bcult birth, and their motber died 
IOOll afterward, for It took all her strcogth to oourlllb. 
the greedy Infants. As they grew up, Thomin - the 
wholesome twin - acelled in the hunt, and soon rose 
to lead the tribe'• younp:lrt warrion. The runt, Vilitc:h. 
on the other hand, was u.niversally despised for his 
ugliness and &ailty. He was forced to perform his dead 
mother's chores and, hnm!l!atingly, denied the use of a 
sword. Thomin used to beat Vllitch for the slightest 
.lnhction and, despite the runt's pleas, his f'athe.r 
would not intcnmc. 

Ala they grew-up, Thomin br.came "Wdl-muscled and 
atbletk; quickly kamJng the ways of the wurior. VWtch 
barely manqcd to scrape by u an apprentice to the 
tribe's shaman, where he lcamt a few meqrc cantrlps 
and a little knowledge about the powers that dwelt 
beyond the ml Every night the runtling prayed 
fcrrendy to 'l'zecntch to J'C'ft:1'9C their fates., to make him 
the strong one and his brother the .mc. The Great 
Sora:ccr, who dcligbtl In aoarcby, e9mlually agn:ed to 
Villtch'• seUUh n:qucst. 

One Geb.cimlsmcht, when the Chaoll moon passed 
doee to the world, Vil.itch awoke: to find that his body 
and that of his llblina Thom.in bad melded tosether. 
His brodic:r's lntdlect bad been added to his own, and 
there was nothing left ofThomln's mind save for a 
drooling automaton under Villtch's comm.and. 

The grotaique fusion of warrior and runtling that 
migCl.'ed out of the twin's tcru glowed with the power 
of baleful m.ap:. Vllitc:h's budding magical abilitlce bad 
been enhanced a hundredfold, and the hulking body to 
which his withered frame bad been fused was 
possessed of diabolic 1trcngth. Laughing manlaCal1y at 
his ncwfound powers, Vllildt embarked upon a ldll.ing 
spree, sending craclding ara of pure change Into those 
who bad lookr;d down upon him In the past and 
fordng the body of Thomin to throttle any who tried to 
lltop him. By the time the IUD let, the village WU 

comumed by .fire and the llttCetl ran wtth molten .8csh. 

But Vllitt:h'1 srory dkl not end there. The malformed 
sorcerer-twin huntai down the warrior di1C of his tribe 
and UICd his dire powcn to cnsla~ their minds, 
maldq them little more than walking puppets that 
ltft:d and ~d aaxmllng to his whims. Now the 
Cuneling m.an:hcs at the head of an army of hard-bitten 
l'Cla'am, each of them under the !earful command of 
the dmrudJmg acarurc that they koow oo1y u the 
1Wlstm 1Wln. 
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SPECIAL RULES 
Tiu: Will of Chaotl, llyt: of the Gods, 
Mark of Tzeentch. 

Mlpty Sorcerer; Vilitt:h enjoys the patronage of the 
Great Sorcerer himself He is a Leve.I 4 Wizard who 
knows all I.Ix spells from the I.ore ofTzcentch. 

MAGIC ITEMS 
Vaid of Chaoli: Vllitch ia able to haroc11 and store 
a gieat .raenoir of unatable m1glcal ~· When an 
enemy Wizard .f.ailii to meet the casting wlue of a spcll, 
the power dJce used for that at1anpt arc conYCrted 
to bonus dispel dice that Witch may utlllse lata- that 
phase. Comenely. should the enemy make a failed 
dl.spcl attempt to counter one ofVilltch'a spells, the 
dlspcl dice wed for that attempt are immediately 
conYCrted to bonw power dice that Villtch may utilise 
later that phase. 
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FESTUS THE LEECHLORD 
Old Sawbones. Dark Apothecary. the Fccunditc 

If a tr.miller were to stray oIUo the twisted roads that 
lead from the forests into the Chaos wastc:s, he might 
be paid a 'risk by a most unsaroury individual during 
the dark of the night. A shuftling. muttering ftgure 
stalks these lands, his moth-eaten robes gently clinking 
with vials conWning unimaginable conc:oc:tions that he 
seeks 10 test out upon those he can catch. A devotee of 
the plague god NUIJ!fe, this mysterious apothecary is 
quite, quite mad, though once he bore the .respect of 
phyaidans and scientilns across the length and brc:2dth 
of the Old World. 

Doctor Festus was a once skilled cbirurgcon who 
founded hospices all across the prorince of Nordland, 
as compuslonate as he was gifted. Specialising in 
curadvc unguents and sal.ves, the good doctor cwed 
hundn:da of people every year. With Fcstus's guidance, 
Nordland ovcn:ame outlm:ab of the Sc:ream1Dg Ague, 
Blacldege, and ~n the aippling Ghoulpox. 

It was the onlfCt of Gnashing Fen!r that marked the 
beginning of the end for Fe$tus. 1ky as he might, he 
could not stem the spread of this new and hlgbly 
contagious disease. Festus tocked bhnself in his 
laboratory, working ceaselessly to create a healing ellzir. 

Countless !leeplcas nighu passed and still Femu had 
no cure. Those plague vicdms he had managed to 
sequester in his laboratory were dying and he was 
powerless to prevent It. As the last of his test subjects 
shook themselves to death, Festus dropped to his 
knees, crying out for help. One by one, the slack-jawed 
corpses in Festua's taboratmy turned their heads 10 
look at him. With one wlce emanating from a sco.re of 
parched throats, they promised to ~ Festu1 the 
knowledge necessary to cure not only thil plague but 
all the dilfeues in the world in return for a lifetime of 
service. In his desperation, Festus agreed. 

In the blink of a bloodshot eye, Fesrus's mind was ftlled 
with every detail of every sickness, ailment and plague 
known to the great god Nuigle. This drove him entirely 
mad, wuhing away his c:runpasslon and leav.lng nothing 
more than an intimate knowledge of disease and a 
desire to experiment. Festws became the Leechlord of 
Nurgle, who goes to war in the name of furthering his 
revolting studies. Though hill curative powers are 
greater than ever before, woe betide ~ Coot who 
crosses the Doctor, for he is not 2hove force-feeding his 
latest conc:oc:tions to his vicdms In his quest to bring 
~more repugnant forms of life Into the world. 
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SPECIAL RULES 
The WW. of Chao9, Bye of the Goda, llqc::Dcrate, 
Mark of Nurgle. 

llublage.r of PesUlcnce: Festua is a I.en:I 2 Wizard 
who uses the Lore of Nuqle. One of his spells 111 Curse 
of the Leper, the other spell is generated as normal. 

Dark~: 1b be caught by Fe$tus iS a very 
horrible fate. When making a pursuit mcwc, Festus and 
any unit he Is with will oDly pursue 1D6" as they begin 
to bind their captlves. However, enemy units caught by 
Fe$tus or his unit are worth double vl.ctory poUwl. 

MAGIC ITEMS 
Padleat Potio:m: Festus is a walking repoeltory of 
alemblca and beakers full of foul-emelling poisons and 
.restmati-va. They haw the following cB'ec:t9: 

• Any unit joined by FestuS pins the Reperatc ability, 
though ~unds are only regenerated on the roll of a 
s+ rather than the usual 4+. 

• Any unit joined by Fesnu gains the Poisoned Attadm 
ability. This includel Featue's own attackl. 



THROGG. KING OF TROLLS 
Wintcrtooth. the Bitter Beast. Lord of the Monstrous Horde 

Even the most lackwit child knows that U-Olls are 
grossly stupid beasts. Nonetheless, around the 
campfires of the north, there persist rumours that in 
the depths of non Country there is an elder beast 
whose mutations were not just of the body but also the 
mmd- a non King possessed of a gdm and malevolent 
cunning who seeks to grind the rcalma of man under 
his momttous rule. 

At the heart of an icy bbyrinth strewn with the gnawed 
corpses of once-mighty heroes, the U-011 King Throgg 
sits brooding upon his rocky throne. No fanfare 
announces his arrival, no 'v.ilSSals pay him tithe, and no 
courtiers vie for his favour. His subjects are drooling, 
stinking monsters and his domain is a desolate and 
wind-whipped waste. A filth-encrusted aown sltll 
askance atop the '!roll King's lumpen scalp, a once· 
price1eaa heirloom taken from a gn:at warrior whose 
quest led him only Into Throgg'a gullet. 

There was a time when Throg was content purely with 
a life of raiding and killing. He would lead his 
monstrous kin in ambush and midnight attack, each 
more successful than the last. Throgg had the knack of 
using the harsh climate as bis ally, for Thllls are quite at 
home in the cold; to them a blizzard is no more 
uaubling than a summer rain. Before long, the Th>ll 
King became iDfunowJ, known am.on.pt the warriors of 
the north and beyond as Wlntertooth. Evuy season, 
great and lauded heroes rode to his lair to slay him.. 
Every seuon, Throgg dined upon noble flesh. 

One moonless night, as 1brog was picking his 
yellowed tusks clean with a gem-enausted blade, he 
beheld the broken bodies of his prey and began to 
think. Throgg muttered to h!msel( his eyes burning 
with cold fire. If the race of Man was so .la:en to &gbt 
him and his bestial subjects, then tight he would, with 
all the mon.stcn of U-011 Country at his aide. 

That night, Throgg vo'M:d that he would see the lands 
of Man despoiled in the name of the Dark God&. He 
would gather every mo11Ster and madman under his 
rule and march at the head of a nightmarish horde 
deep Into the lands of the south. On his heels would 
come the bltter cold of winter, for where the creatures 
of Chaos tread, the land Itself w.ups and changes. 
Throgg would bring about an age of lee and darkness 
and make all of the races of the Old world his llava. 

The Dark Gods wei:e pleucd by Throgg'a oath, and as 
the Troll King marches determinedly south, his 
monstrous entourage grows with ~passing day. 
Whether some property of his battered crown or by the 
grace of the gods themsems, all things bestial and 
•DaF obey Throgg's barked commands without 
hesitation. The vile c:n::atwa of the hinterlands have 
uukcd, and the rac:c of Man shall fall. 
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SPECIAL RULES 
The Will of Chaos, Eye of dae Goda, Fear. 

Mutant Rcgencradon: As he Is a Troll, Throg has 
the Mutant Rep:neration rule (see page 60). 

Lord of the Monstrous Horde: Trolls count as 
Core choices in an army that Includes Throgg. 
Furthermore, all Ttolls, Ogres, Dragon Ogres, 
Warhounds, and monstem In the same army as 
Throgg may use his Lcadcnihlp as If he were the army 
General and, if they are within 12" of him, may re-roll 
failed Break tests. 

Copious \bmlt: Instead of attacking nonnally. Throg 
can Inflict D6 Strength 5 hits with no armour saves 
allowed. This attack ls magial. Furthennore. once per 
game, Throg can use bis vomit as a breath weapon 
that Inflicts SS hits with no annour saves allowed. 
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ARMIES OF THE GODS 
The next section includes a showcase of the fimtastic Warriors of Chaos miniatures. 
It will also help guide you as you take your collection &om a handful of your 
favourite models to a full-scale army. 

THE FIRST STEPS UPON THE PATH 
Any upidn,g Chaos general will need to hue his force 
arowul a solid core of troops. The good DC'WB is dlat 
your buic in&ntty, the Chaos Warriors themselves, are 
as good as - if not better than - the elites fielded by the 
other Warhammer armies. With a profile that other 
basic troops could only dream about, a hard core of 
Chaos 'Warriors will do you proud in almost any 
circumstance. They are so tough, dlsdplined and wcll­
annoured tbat, even If your enemy's army bristles with 
missile weaponry, you can be confident in striding 
through the enemy's firepower and still visiting violent 
retribution upon them at dox quarters. lt la worth 
considering upgrading your unim of Chaos Warriors 
with a Mark of Chaos or m2fJic banner to further 
cement their advantage ova- enemy troops. The key to 
using Chaos w.uriors 111ccessfully is to deploy them 
where yvu know they will get into the combat - dead 
cenuc of the table Js a good place to start. 

Of courae, Chaos w.arrtors arc only the tip of the Iceberg 
when it comes to the hard-hlnlng close combat spmausa;. 
available to you. Units of Chaos Knights move faster and 
bit eren h.atde.r than their footsloglng brethren. The 
legendary Chosen and their less fortunate mus.Ins, the 
Forsaken, are also c:xccllent shock troops - 'hammer' 
infantry unlU that can chew through lesser mortals 
without breaking a sweat. Chaos Chariots and 
~es can not only tip the balance of an existing 
combat but also run down enemy units in their own 
right, and a wdl-placed Chaos characa:r can ensure a 
nam>W win la turned into a maaacre. 

MUSTERING YOUR HORDE 
All tbia c:xcellcnce comes at a price, boweYCr - Chaos 
Wilrrlors are not cheap in terms of points. Though 
many players will be tempted by a 'full plate army' 
where every model has at least a 3+ armour save, these 
forces tend to be elite in the care.me, and hence arc 
outnumbered ft:rY easily. You will need to use all your 
tactical skill to get the most out of such a small fon:e. 

Step forward the Chaos Marauders. 'Wbnderfully cheap 
but nonetheless skilled In the arts of war, Marauders 
can gi.'fe your army some much-needed bulk. If you 
examine the army list, you will see that you can get 
three unlU of Marauders for roughly the ume points 
cost as one unit of Chaos Warrio.n1l Fast-moving units 
such as Marauder Horsemen and Chao11 Houndl are 
ideal for intacepting enemy unita athmpting to flank 
your lwd centre, or for making flank charp of their 
own. Part of the fay of 1iclding a Wanion of Chaos 
army is finding the rlgbt mm of elite UDita and support 
unka to best engage and defeat the foe. 
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The Wilrrlors of Chaos army list maki:s av.ailahlc all 
manner of bizarre and powerful momters: gibbering 
Chaos Spawn, icgenendng 'n:olls, growling 
Hellcannom, Ogre allies and towering Dragon Ogres. 
Though every one of these monslJOus units packs a hell 
of a punch, It is best to use them In support of your 
own Core units - monsters can rarely count on rank 
bonuses, banners and the Ukc, and have to rely on 
good old-fashioned catr12ge instead. 

LORDS AMONGST MEN 
The ttue stars of the Chaos army are WI characters, 
heroes so strong of mind that they can bind the 
an.atchlc elements of a Chaos army to their will. The 
most visceral and e:s.dtlng part of fielding a Wurl.ors of 
Chaos army is the moment when your heroes go toe-to­
toe with those of the enemy In .single combat. 1b 
enhance such glorious duels we have Introduced the 
Bye of the Goda table, an in-game reward for 
Champions of Chaos that kill their opponems in a 
challenge. These conflicts are arguably the moo 
dramatic part of playing w.uhammer, so make sure you 
come out on top. We're included plenty of magic items 
and Gitis of Chaos to impl"O'R! your chances of auccess. 

FOLLOW THE UJRE OF CHAOS 
The beat guideline, of courae, ls peraonal taste. Some 
players may tlnd that they naturally graitate towarda 
fielding units with the mark of a particular Chaos God. 
Perhaps they prefer the brute fon:e of a Kb.ornate army 
arer feadess Slaaneshl warriors . .Ma.lbe you would 
rather the resilience of Nurgle, or the arcane ftreworb 
ofTzeentch. This is all well and good, for though 
sticking to a particular patton god might cut down your 
tactical options, It makes for a gloriously united fon:e 
on the baulefteld. 

Some p~ may preftt using a f.ast-moving. hatd­
bitting amiJry army, bristling with Chaos Knights, 
Marauder Horsemen, Wadiounds and Chariots. Others 
might prefer a monstrous menagerie of weird and 
wonderful aeaturea, or a great honle of Marauders led 
by maniacal 80l'CC1'el'S and hulking war leaders. 
Whatever your Jnd!natlon, don't be afnid to let 
impulse guide you - tbia ls Chaos, after allt 



--------------------------------Amll:scflbeG«lo- 81 



LORDS OF CHAOS 

·~._,of Ilic 1184 ~ 
Al:d>aoa II die E......i.c-of die a.-Gocla, he ..llo will am: .i., bmri about die doom ol mm. 

1 - .~~-a 
.,,. i.11 ··-

I'- - .. '''"~ .. -' - ~:_ ~ 

............... '" 
A~ mm! lmml Ch.am¥cm ofa...., 1Rllfrfk 
~~Well &om die foet .be bat ldlkd. 



't' M & Plat c6tfi.e Cliaae~ 
Gahauch WU OG.ce a noble Slat~ before Cf>e ""UW"'I "°"""" 
of Otaot laai. Ila honlljlaa mD. 



LORDS OF CHAOS 

A lanl of N"'1lle oc D nnlc Maum.. 



A cmmpoa olillS!m-hlL A aumpom of Sl•nnh 

I ill 'tl? ,-Ii- - - . 

I ·:> ~ 
._ · - ·~~- -



CHAOS SORCERERS 
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The Colours of Chaos 
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THE DARK TONGUE 
In the hidden and secret realms of the north, men clad in robes of darkness 
mutter the vile syllables known as the Dark 'Ibngue. The most gifted of shamans 
and sorcerers use it to summon and bind the forces that exist beyond the veil. 

The Duk 'lbngue ls a ritual language and the only 
manner in which the Jll1Stedes of Chaos can truly be 
czprcssc:d. It ls the language of Daemons and Chaos 
acatw:cs whlch have the power of speech. Daemon 
names and the secret daemonic names of the most 
elevated Cha.o1 Champions can only be spoken in the 
Dark 'Ibngue, and the !ICl'VaD13 of Chaol leam to speak 
and write it fur the conjuration of Chaos entities and to 
bargain with Daemons when they are summoned. 

The tribes that live under the shadow of Chaos have 
their own languages and dialects, just lib: the nations 
of the Old World. Many of these languages incorporate 
elements of the Dark 'Ibngue, particularly in holy .rituals 
and important ceremonies. When bastudlscd In this 
fashion, the Dark Tongue losc1 much of ltll potency. 
but still the knowledge that these bad>arlc peoplc.s have 
is sufficient to make their sacrifices dangerous affairs. 

The core of the Dark 1bngue is a collection of root 
words, hea'rily endowed with meaning. Few human 

cultists will ever learn them all. but as a servant's 
comm.and of the language macases, so too docs 
his command of the forces of Chaos thcmsetn:s. 

The Dark 1bngue in the written .form ls a series of 
phonetic runes, each letter .form n:p.l'CSClltlng a 
vocalised sound. Al a written language, the Dad:: 
1bngue has far leu powerful properties than when 
spoken, hence the pracd&e of many magic users writing 
their spells into tomes and grimoires. It is only when 
these words are spoken out loud that they take on their 
full dimension and their power ls restored. This also 
makr:s uan.sladon cWDc:ult, because no two wizards will 
use cnctly the same runes to rep.resent the same word 
1ounds - attempting to read another sorcerer's ten and 
ml&pronoundq a ritual or spell can have hideous and 
usually &ta! consequences. Chaos runes writhe with a 
power of their own, and to look upon them at length 
can bring nausea, sickness and madness. It is because 
of this that many banners of Cham bear such runes, 
to dismay and confuse the enemy. 

0 
THE RUNES OF CHAOS 
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THE DREAD ART 
cmoe is the root of all map: 1n the WUbammer world. 
The myatlc wiDda that blow from the Northern 'WaRa 
proride the power for Wizards and Sorcerel'I of all 
races to cbannd into spells. Chaos Sorccrcrs use this 
power in llS rawest Conn, drawing 11 straight from the 
Realm of Chaol where the Winds of Magic spill into the 
world. The magic they channel ii powerful but 
dangerous to wield, more so than any other kind, as it 
JrreYOCably changes all those who deal with Ila 
conuptins C11Cna:. Only tbo11e with true willpower and 
lltrcn8th of J1W1JOIC can become accomplished with 
Chaos map:, for such conw:t brinp about not only 
physical mutation, but mo af&:cta the aanity of the 
wizard, causing hyst.eria, paranoia, delusions and self. 
destructive megalomania. 

In the time before the oomlng of the Btves and Dwadi, 
the Old Onea ruled the globe. Their powers of magic 
w:rgcd on the godlike, and with it they shaped the 
continents and creaml the df1li:rcnt i:ace1. But when 
catastrophe muck and the spatial pt.es at the poles of 
the world collapeed, the llO\JroC of their power WU rent 
open and raw Cb.aol spilled into the 'WOl'Id. 

All magic ullCl"I mUlt tap into this source of m:aglal 
energy for their power, but the Sorccrcrs of Cb:aos can 
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U11C Jt in iG raw Conn, blndtng it to their will with 
daemonic pacl3 and unholy~ to their powcrl'ul 
sOOa· Chaos~ is hlgbly de~ drawing upon 
the Winds of Death and Shadows more than any other. 
Those truly gifted in. the magical ans, those whose 
patton powers have bestowed gifts of lmowlelfBc and 
strength upon them, can further mould the Winds of 
Magic in more clabmate fuhkml. 

The Sorccren of NUJ"Bk: UK magic to penat and 
corNpt oatw:c, l.nflicttng hideous magical diseues 
which cannot be cured They can twist the bodies of 
their opponenta and cause delirium in their Coca, 
chucldlng as each nC'W' pestilence takes hold. More 
subtle are the pl.'2Clitloners of the Lore of Slaanem. 
Suggestion, mind-:aherlng illwions :and spells of 
domination are their weapons, for Slaanesh delights in 
turoing friend against fdeod in the name of CECllll. 

.Most pawcrful and bred of all are the dread Sorcerers 
of'rzeentr.b. 1beae wurlor-wizardl are muter 
apdlcaatas, fur all the knowledge ln the world is tbein 
to be had should they please their master. 1'%eentr.b 
Sort:crers can channel the raw coloura of magic, 
nnleuhing mutating flames, moulding body and mind 
into str.anac new Corms and ripping :apart the enemy 
with bWa of iridescenl power. 

USING CHAOS MAGIC 
Jn this llCClion, we look ar Cham 1pelk:aa11:111, bow they 
arc uaed Jn the pme, and the irpella anilable to them. 
The fi:>llowiDg spell lma arc treat.ed CDCtly' the 11ame as 
tho9e publiabed in the Warbammer ndebook un1e. 
otherwise swed, and only wmrds whose rub say they 
may use these spell lores may gener.ate spells from them. 

The term 'Sorcerer' is used to drscribe \VJDrds who 
follow the Chaos Goda. Sorcercra arc unumal in that 
they Wl:al" Chaos armour and u11e magic shields or 
magic armour just like other Champions of Chaos. 1bia 
can make them furmtdable close combat opponentll as 
"M:ll u maaters of the Magic phue - a oomb1naUon that 
is rare indeed in the armla of les8er mortals. 

Sorcerers may chooee their spells from the Lores noted 
in their :army list entry. 

Sorcerers with a Mark of ChaOI always generate spells 
from the Lon: appropriale to that mark; fur cnmple, a 
Son:cicr with the Mark of 'hecnu:h gcm:rall:I 1pells 
from the Lon: of 1'%eentdl. 

"C»ft JBalllD i.- C»f, • iL 1U41110 • .A )QI' 
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THE LORE OF NURGLE 
1b randomly generate a spell from the Lore of Nurgle, roll a dice aod consult 
the chart below. If you roll the same spell twice, roll again. Any Sorcerer can 
swap one spell for Magnlflcent Buboes if you wish. 

D6 Spell Dilllculty 

1 Magnificent Buboes 5+ 
2 Fleshy Abundance 7+ 
3 Plague Squall 8+ 
4 Cloying Quagmire 9+ 
5 Curse of the Leper 10+ 
6 Rot, Glorious Rot 12+ 

MAGNIFICENT BUBOES 
Cut on'+ 
1h am. p#dl6 °""of Im-'-~ UJUb agrfldow 
.weep of 1'" band, batow1 upon blm one of Nurgle's 
prtAttnt affUct#ons-" clfllr;b of d~ buboes 

""" bolls. 
Pick a IJnglc enemy model within line of sight of the 
cuter. If that model ii wUhin 24", It um a wound 
with oo armour saft:S allowal. 

FLESHY ABUNDANCE 
CUton 7+ 
1h SorMw ~ly gifts thou loyal to blm with 
a growth spurt of tbe most~ ltlnd. From StAm 

tbe ~ wound, l"MI wobblmg mm11uh of grey­
ll'W" fat .plU out to sMl the lmort. 
Chooee a friendly unit, ~ if clOle combat. If that unit 
la within 18" of the cuter, it baa the Bqcru:rate ability 
until the beginning of the oat friendly Magic pba.sc:. 

PIAGUE SQUAll 
Cuton8+ 
Sln.gblg "~of opeNtlc proportions to Fatber 
Nurgll, II» SOl'alW' auue1 II» sltla to split optm U/tJe 
tbe swol#n Hlly of a corpn, raining" gloriof6s "'°'""' of boUUt,r ftllb ""'1 rottblg 6lootl f1POn bi6 foes. 
Chooee a target unit cacdy as Jf ')'O\l were 8ring a 
stone thrower (&ucsstna ranae from the caster hlmsdl) 
and roll for IK:ada'. Ona: the location ol the bit ii 
detemJ.ined, plaa the larae tanplm: with the central 
hole 09a' that point. If a Milfire la rolled then imtead 
place the larae template ow:r the calta lllmlc1fl E1ay 
unit touched by the template taka 3D6 Strength 1 bits, 
with oo armour aave allowal. Thla an affect friendly 
umm and units in ex>mbtit. Un!D with the Mark of 
Nmgle an: unaffcaed, U they .Bncl it rather refreshing! 

CWYING QUAGMIRE 
Cut on 9+ 
1h ~"'""" """"""' ""° tbe .,a, aamng tbe 
ground lo putrefy Into a~ gnu/Jing~. 
Thfll 1pcll can be cut upon an enemy unit In line of 
sight. If that unit ii within 24" then C\'CrY model In the 
unit IDUlt pass an Initiatne tell, and thme that Jail the 
tc1t must then take an armour save. If a model passes 
iu armour sac, iu wef&bt will drag It down Into the 
rotting slurry - ranare that model from play. Thla 
spell bas oo cfl'ect on units wftb the Fly. Amphibious 
or Btbercal spccW rules. 

CURSE OF THE LEPER 
Cast on 10+, Remain• in Play 
1h cait..- ilwtcbu " mocld1lg bow toU/tlt'tU bis 
~ "'1ll INy gasp m horror"' tl#ir ./itfgers 
"""ltnrbs w#Mr """drop off. 
Pick an enemy unit. 1bia an be a unit in clo8e combat. 
If the unit ii within 18" of the cuter, pW:e a coloured 
or otherwiae diltinctt9e dice nat to the unit with the 
'1' side facing upwards. At. the tvwnntng of C\'CrY 
friendly Magic phue, tum the clicc so that the number 
is one higher than last tum. The number on the dice ii 
subaaam from the Strength and 'lbughrlCl8 al the target 
unit whilst the spell is in play. If the Strco.gtb or 
1bugbness of a model in the aJUictcd unit reaches 
zero, then that model collapees inro a pile of rotting 
flesh and is removed &om play cntirdy. Thla can mean 
a whole unit is desboyed in a single tum! 

ROT, GWRIOUS ROT 
Caston 12+ 
\llruleJtt p1'lp# #rfl/>I ~II# enth ~kl as 
II# Sorctm1r joyfally recounts ""of the ""-'- he ""' 
,,..,. h'-nd"""' """,,. swor9 ""-'to JVwBk 
Bach enaoy unit within 18" of the cuter talla D6 SD6 
bits widi no armour 1ava ~ (roll acparately for 
CKb unit). Thla 1pcll an C'f'Cll a&c:t enemy unitl 
cngased in c:loee combat. 
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THE LORE OF TZEENTCH 
1b randomly generate a spell from the Lore of T2ecotch, roll a dice and consult 
the chart below. If }'OU roll the same spell twice, roll again. Any Sorcerer can 
swap one spell for Flickering Fire of Tzeentch if you wish.. 

D6 Spell DifBculty 

1 Flickering Fire of Tttentch 4+ 
2 Baleful 'ftansmogriflcation 7+ 
3 Pandaemonium 8+ 
4 Treason of Tzeentch 9+ 
5 Call to Glory 12+ 
6 Infernal Gateway 15+ 

FUCKHRING FIRE OF TZEENTCH 
CutOJJ.4+ 
1h ctUtw twl6t1 In. bands In "'6 air and "'6 bodies of 
bis -- "'9 nulMnly c:onmm«l wltb c:onucating 
flamB• tbtrt t.aw tlwm wrac:lted wttb nc:IHming and 
uncontrollabk mutatkm. 
Thil ii a magic mJaile with a range of 1811

1 cau1ing 
D6+1 him at a Stren,gth ofD6+1. Him &om the 
FlJckcrJng Fire of T.mcntch arc flaming atw:lm. 

BALEFUL TRANSMOGRIFICATION 
Cast OJl 7+ 
7!M afftJctetl tudt'I llJollU of $wprlst1 tllt'n to barits, 
mom and brc:ry1 as tbU andMlf cur1e taltes bold, 
l'f'anS,/omdfflf the "'*Ii Into lowly Htuts OIW the l/)aU 
of a faw ~ HCOrUll and Httderln&.,,.,. II# 
mo.t powerfal Oj)JJ<)Mnt. tnto wrtltCbetl ~ 
Pick an enemy unit. lf it Is within 24" of the caster, that 
unit mun QR a Leadership tat. If it &.u. the tat, it 
lu1l"ua a number of wounds equal to the amount by 
which it failed the tl:llt, with no armour 1im:1 allowed. 

-
PANDAEMONIUM 
CUt 00 8+, Jlemaln• ln Play 
n. co.#r bl/lki. the~ tinny wUh a mrll>k 
con/wk1'f, """ ""*" tbq ~ " t. m the 
llldntsllf«11Jf.. ~ of Dt1t1mon6. 
Whilst du. spell la in play, enemy uniD may not beoefk 
from the Lc:aderahip of their army'• characters. Thil can 
afmct uniD in combat. Fw:thermorc:, all enemy 
spcllcuten will Milc:alt on any roll of a double, instead 
of the roll of a double 1. 
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TREASON OF TZEENTCH 
Cast on 9+ 
A lllhlt. ~ tn the minds of the tmemy 
hlmjJorarlly ~ warriors to c:bo¥ tbcm' 
alleglanu and attadl tlwlr comr tdn. 
12izet one 1111CD1Pr' enemy unit that ii not Immune 
to Psychology. If that unit ii within 24•, all the modc:la 
in the unit lmmediatdy maklc one attack agaiolt the 
unit itaelf .Roll to bit, to 'WOWld and QR sa?CS u 
oormal, counted u an ongoing combat. The cuter may 
choose which of the unit's~ II used for tbcsc 
attacks, though the band weapon and shield laving 
throw bonus does not apply. Note that characters and 
mounts cannot be afmcted by this spell. After this 
treasonous attack hu been resolved, the unit may baYC 
to take a Panic test due to casuah:lcs tnfttcted if it flees 
it will be towards the neaa:st table edge. 

CALL TO GLORY 
Cast 00. 12+, Bcmalna ln. Play 
1h calWr voictJI a pomst tn1loartlon, gnl"flrinB wUh a 
rod of gilded iron towa1'rl a mnp/41 warrior and 
lmJ1lorl"B n-ntcb to Unbu'1 blm wlfb greatneu. 
Choose a frlcndly rank and file io&ru:ry model on foot, 
even If that model la in c1oee combat. If that model is 
within 18", fmmedlatrly rem.cm: him &om the game and 
replace him with an B&lted Hero model. Whilst this 
spell is in play that model ii an B&lted Hero, armed 
with Cbms armour, a swonl and a lhicld, who ii worth 
100 Vktoty Poinl:s if he ls killed. 

INFERNAL GATEWAY 
Cast oa. tS+ 
1h CMUlr' ~a porfdl tnto "'6 dr#IJ balm of 
Cb006 m ""1 _,, lnw, " whir/pool of~ 
.,, phmps Iba# twtriy tnto ""' "'1""1rworltl. 
Pick an enemy unit. If that umt la within 24" of the 
cua:r, it taka ZD6 him at a Strength of 206. If an 11 or 
12 la rollc:d for dell:nDioiDg the spell's Strength 'ftlue, 
l'CIDCJ\IC the target umt (and accompanying clw:ach:n) 
&om play u Jt la wllillm:d into the Beahn of Chaos. 



THE LORE OF SLAANESH 
1b randomly generate a spell from the Lore of Slaanesh, roll a dice and consult 
the chart below. If ')'OU roll the same spell twice, roll again. Any Sorcerer can 
swap one spell for Lash of Slaanesh if you wish. 

D6 Spell OOllcu1ty 

1 Lash of Slaanesh 5+ 
2 Hellshriek 7+ 
3 Hysterical Frenzy 8+ 
4 Titillating Delusions 8+ 
5 Aura of Acquiescence 9+ 

IASH OF SLAANESH 
Cast ott 5+ 

6 Ecstatic Seizures 

A long ~II. wlnp of~ tmlPl•from the 
t:Mlf1r' and•""'- Into iM msmy, ~ tbem 
convulnnB 1n "' ~. 
1bJa la a magic milleile with a nl>F of Z4" that ca1111CS 
D6 S3 hits. A unit that .wren caaualtiel from this spell 
may not march mcm: In llll nczt .Mo\l'Cment phase. 

HELLSHRIEK 
Cast oa. 7+ 
Th SOl'alW' summon1 a cbonu of dUzbolU: screams 
that tof"t1ll'W tiff mtJ wttb " qmpbony of pain. 
All eoemy unils within 1811 must take a Panic test. 

HYSTERICAL FRENZ¥ 
Cast ott 8+, Remain• .in Play 
1h camrr'• -W.,. ~by a Wdll8 of 
~.motion, clawhfB at each otbsr-ma 
mimlre of ~"llJJa'n and blUsfal ril/Jtunl. 
Choo1e a siDgle unit (fi'l.eod or fue) that la not immune 
to psycllology. Thll may be a unit In close combat. 
If that unit la within u•, the unit becomes subject to 
Frenzy. In addition, whilst the unit la ~cted by this 
spell. lt luffen D6 Strength 3 hits at the atatt of each 
~tum. 

TITILLATING DELUSIONS 
Cast on 8+, Rcrnaint ln Play 
1h casur crwu.1 an '1""1on of tiff """"'Y'• ~ 
MW9 anti dMt&/a tl hfore Ihm l1J#" cb«lp trlnMt. 
1bJa spd1 may be cut oo an uncngl8Cd enemy unit 
that la not immune to IJll7Chology. If that utdt ia within 
24", mark a point oo the tabJetop and within the un.it't 
line of N&bt. At the beginning of the 'Rematnlog M<na' 
part of their Mmancnt pbate, the afiix:ted unit must 
mcm: as dlnx:tJy and quickly u possible towaldl that 
poJnt, th<>U8h It will chaqc and fight any enemy unit 
that .1iea In the path of itt line of adftna:. Once the 
nomtoared point II reached, the spell ends. 

12+ 

AURA OF ACQUIESCENCE 
Cast ott 9+ 
1h spell'• totptl auM" cbarlsmatlc ~ 
60 strong tbat BIUll7tW6 ~forced tnlo nlllmlulon, 
not daring ID rtllMJ a WftljKm ,.,ma '1H1m. 
Pick • friendly unit, e9CO if In cloee combat 
(this can be the caatl:l" bimlclt). If that unit la within 18" 
of the cuter, it la treated u cw1ing Fear until the nest 
friendly Magl.c phale. If any model In the unit already 
camca Fear, the unit now caWICll 1ttror imtead. 
Purthcnnore, enemy models in base contact with the 
tarFt unit must pus a Leadership tell to allocate their 
atw:b against it. 

ECSTATIC SEIZURES 
Caston 12+ 
1h CMUJr drlw6 an ~ untl 1nlo such a 1ta1e of 
unpandkW ec.tMy that tlwy collapn i'1alrirlg on d# 
ground, -- to riMI ~ 
Pick an enemy unit. If the unit la within 24" of the 
caatec, evay model In the unit must take a 'lbughoess 
tat. If they fall the 1bugbnel1 tat they take a wound 
with no saving throws of any kind allowaf. 
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pr £4 .. IR LOllD TAIB Dll.ldll' Df .AU.. MAlll!ll. C1l1 
> ....... •BAND IJG BMr Dl!Ell8. AVA'§) C»f 'DB 

JlllU) °' ~ nB n.amuc 'X1I am°' 1IBll 
CXWIORIBO JltlllWI mJllCD 'DB • "' 'DBll 1'11'18" 
~WWWDBMDID. 'DR' Hl"VB '8~ 
'IHl uar 'VBIDtll C111 t1llB recaar, MID IAmDllalD 
'lH!lll HMAMl'I\' ro ..-vs !HB MB FOWD or ne 
WAm!ll or a.t.alUil, xm, AIWllllG • OOllRIF11Dlf 
AMCll; nit DllDd!ll'I'.· 
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GIFTS OF THE GODS 
A. Champkml of ClJ.am llaughter their way acro11 the 
battidldda of the world, their inf:amy and um attracta 
the atmitiou of the Cham Gods. This .Is both a bleaaing 
and a curse. A ChampJon high in the esteem of bis 
patron Gods may find bis limbs filled with daemonic 
vigour, bis skin mmtantly aftame with magical ftre, or a 
ftill of poisonous t.cndriJs pushing out from the skin of 
his neck. Uo1brrunately. many mutadons pleasing to the 
Chaos Gods arc: anathema to thole: they arc: thrust 
upon. A &voured warrior ill as likdy to have his mind 
.reduced to that of a ra'ValO\la beast as he ls to glow 
with an aura of diabolic majesty. 

MARKS OF CHAOS 
Should a Wurior of Chaos be favoured by a pa.rticular 
patron above all others, he may ftnd the 1f&ll of his god 
emblazoned prominently upon bis body. frequently 
upon bis brow. Some Marb take a JDrm ev'CI\ more 
c:ztteme, such as horns that curl .lru:o the god's mark, or 
a glowing lli8il that banp like a halo ahem: them. It ia 
common to ftnd whole tqlimc:nll with the same Mark 
ow:ching to WV undcf the banner of theJr patron. 

The polnis a»ts for each Mark dlfrcr <kpcndlng on the 
rcdplcot. A modd may not have more than one Mark. 

The Mark of Tzecntch 
no-""" Mr. tlWNflnHIW Marlt of 1Wmtcb 
bow a """"""captldty to ~ ""'&ic and a 
~ llMt mob/a Ihm to~ re«Uty'• course. 
The Mark ofl'zeentch has the following diem: 

• It bestows a 6+ ward Saft: upon the bearer. If the 
model baa a ward PVC from anothct source then that 
ward save la instead increased by 1. So. for inst2nce, 
a Daemon Prince ofTucent.ch would have his 5+ 
ward nvc 1ncrcued to a 4+ ward save. 

• A Wiz.ard with the Mark of Tzcentc:h baa + 1 on bis 
attempts to cut spells. 

The Mark of Nurgle 
7be Morlt of Nurgk oft~ """"fem ru a clwster of 
wat'tl Of' bubon. Its ,,_,.,.. t1N acamipan'-d by 
clouds of /lln and a mUum4 of puti/enu. 
Any enemy unJt tafFdng a model with the Mark of 
Nurgle Is at -1 to bit for mooting auacks and -1 'ftapoo 
Skill when In bue coot:aa with the bearer. 

The Mark of Khome 
7be Maril of lCbonw conslantly drip. wltb tbe blood of 
,,,,, •lahl, ~ '" ,,...,. and drl""W ,,,,,,,. illlo 
a vlokltl ,.. 
A model with tbc Mark of Xhome ls subject 10 Prcnzy. 

The Mark of Slaancsh 
7be Al-* of SlaaMUJ -"old- its bMnrs until even 
tl# mmt dtwtdj'tll 6'glla ftU tbnn wttb g/H. 
A model with the Mark of Slaancah ill Immune to Fear. 
1m'or and PuW:. 
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GIFfS OF CHAOS 
Chao. charactenl may be tr1w:n G!tU of Chaos. Becuue 
most 'Wuriota of Chaos wonbip the enth'e pantheon of 
the Dark Gods, It la not unusual for a warrior 10 bear 
the blessings of more than one of bis patronl, or even 
to have taken bis power from a defeated foe - for 
eumple, a lftrrlor moured by Slaanesb might .find his 
sinews alive with the blf'Mioga of Khomc after a 
pardaJ1arly W:iOWI lllaughter. 

Bach gift may only be cho11m once per army- the 
Clw» Gods aren't fond of repeatl.og themadn:sl Note 
tlW Gilb are not magic item&, and are there&ne 
u.naffccted by spell& or any other attack. that damap or 
neutralises magic items (the Law of Gold spell from the 
Lore of Metal, for eample). 

MANTLE OF CHAOS 7S Points 
7be mr around• ftwound °""bolls and~ 
wttb row map;al ~- An'ollM, bola and_,. 
cannon balls alm«l toword6 btm are slowed 
drtUlfcally or IL!WIJ ~at tbe km~ into 
soeandtW~ cryl1fB out m praln of~ 
Whenever the character Is tuBCted by a ranged 
shooting attack, roll a 03 and subtract that number 
from the Strcngtb of the attack - roll once for each 
fidng unit. If the utack's Strcngtb la reduced to O or 
lea, the ahob are ignored altogctbcr. 

TENDRILS OF TZEENTCH 60 PoJnts 
A.frond of map;al ~,. • .prout6 from tbe fe'llOfR'fHl 
or14 /tJts ~from a "'°""""'corp., probp,g and 
~.Wind. of Ill. to,,,_~·· whim. 
The char.acter may re-roll a single power or dispel dice 
per player tum. Tb.la may potentially prevent a Miscast, 
cause Irresistible Force, or cause a dispel attempt to 
pus or fail autnmadcaUy. 

DIST.ENDABLE 'MAW 40 Points 
7be ftwoutwd °"" can dU/oc.ate bU moutb lilts tbat of 
a moire, metc:blntl it ltnpoalb/y """"and formlnB a 
roiling portal into tk Rlrllm of Cbaoi wltbm bU 
yawning gtdkt. WW iwUM tbon k Clltc:ha in bfl 

ftmB«I maw, fOt' tbq /tied an .untlty of tormsnr. 
Instead of making bis usual attacb, the character can 
choose to maJie a spedal atw:k lplnlt a lingle man­
slzcd Infantry model If the attack bits. the enemy 
model must pass an Initiative rr.t. If this test Is fillli:d, 
the 'ricdm la ~ wbolel He la rcmmcd from the 
game with no •l'in8 tbrowll ~-

WORD OF AGONY 40 PoJnts 
SMum.sh hru glft«l tl# frwot-d orw wllb tl# ability 
IO .pea/t OM of fbe lt'W """"" Of a.!l'O"J'- 1J'hn 
wbtsper«l to a Jo-, tl# redp#nl ftttM lnm#I/ UMIClled 

"""' cripplbf& pt;dn. 
Once per game, at the beginning of the Close Combat 
phase, the bearer of the 'Wbrd of .Afplfy can chooee a 
model In bue oontact. That model takes D6 S4 bit11 
with DO armour aaYC9 llllowcd. 



DIABOUC SPLENDOUR 35 Points 
An aura of opprnlion u f'tldlaled by t1# fawtltWl one, 
a cradlllf'« COf'Offa of antlpalby that can rwlllu a 
braw man'1 wUJ to tbat of a c:rawn cbUJ. 
Any PuUc, Fear or Terror tem caused by the c:baracter 
(or the unit he is with) 11\lfRr an additional -1 modifier. 

STREAM OF CORRUPTION 20 Points 
?JN favoutwl mN con lf1mlJ fortb a,_, tornmt of 
dtnatt """ ,.,.,,.,., ftltb. 
Once per pmt:, the bearer can make a S3 bn:ath 
weapon attack with a -1 armour 1im: modUicr. 

TlDRD HYE OF TZEENTCH 25 Points 
Sorcaa1 only 
A third eye opem In tbefavout'fld MUI'sjorebead. WlHm 
Us go/dl1n gaze falU upon enemy spellcastlJrs, tbeW 
let:nlts """ laid bare. 
Jn each friendly Mtglc phase, the bearer may choose an 
enemy 1pellcuter within his line of siBbt. The bearer ls 
counted as koowina all the spells known by that enemy 
spellcuter for the duration of this phue, pnmded 
thOle spells do not IUIDIDOD additional models or heal 
wounds 1ufi"rred earlier In the game. Remains In Play 
spclla arc treated u normal. If the Son:erer mea this 
abili1y, he may not aat any of hil own spells this turn. 

SOPORll'IC MUSK 20 Points 
?JN jatJOWed mN ~a INNldy and _,.,,.al scent 
tbat msnara tM mind and slows tl# lttnbs. 
When a unit flees from a charaacr with this gift or the 
unit he is with, the fleeing uoit rolls an CZlrll D6 and 
discards the highest dice roll. 

BLOODCURDLING ROAR 20 Points 
7h flWOUIWI """ scrwmu tbe nanN of bis god wldl 
such eanpHltlng vol.,,,,. that tboH oJJtPOrin6 liim find 
thftr bralnl ~and tlwlr lhougbu befwld1aL 
Duriq bia Shooting plwc, the chander may cbOOIC 
an~ unit in his line of algbt. 1f it la within 12", 
that unit t:a£a 2D6 Sl hJtl (no armour aves allowed). 

CO~OINED HOMUNCULUS 20 Points 
Sorcerers only 
?JN favol-d °"" ""' " tiny bomunal1ru sprouting 
from bis body, a vlk nmulaavm tbat lqueals tbe 
~ ffet'9ts of Cbao6 on command. 
Oncc per tum, the charaacr may choose to add D3 to 
his cutlng roll after ananpdng to cut a spell This 
e:&tta dice cannot cw1e a MJscast or Irreslltlble .Fon:e. 
He must then test for Stupidity nat turn. 

FUKYOFTHEBLOODGOD 20Polnu 
7h flWOUIWI one brlsll# with elemsntal wradl, and 
tbe purity of bis ~ tkaderu nuwk In bis vicinity. 
The character may not carry any magic items, but has 
Magic Resimnce (2) and a 4+ Wml Sim: against 
wounds camed by lpclla. 

ACID ICHOR 15 Points 
?JN favoured m..'1 blood u trrm$fomted into bolHf'« 
acUlk #cbor. 11lo# wbo wound""" find~ 
sp1ad.ed by btsstng, ~liquid. 
Wbcnc:9cr the c:baracter loeca a 'M>und in dDIC combat 
(after Saftl1 etc), the model that wounded him takes an 
automadc S4 bit for each wound in1licted after all other 
attacks are made. 
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ARTEFACTS OF 
THE DARK GODS 

On the following pages are additional magic items for 'Warriors of Chaos armies. 
A character may also choose items from the Common magic items list as noted 
in their army list entry. Note that it is perfectly acceptable for a character to 
have several items or abilities associated with different Chaos Powers. 

COMMON MAGIC ITEMS 

SWORD OF STIUDNG 30 Poiatll 
Weapon; + 1 to bit 

SWORD OF BATl1.E 25 Poiatll 
Weapon; + 1 Amell: 

SWORD OF llOGBT 20 Poiatll 
Weapon; + 1 Strength 

BITING BJ.ADE 5 Poiatll 
Weapon; -1 armour san: 

ENCHANTBD SlllllLD 15 Poiatll 
Arm.our; 5+ umour save 

TALISMAN OF PRO'l'EC'l10N 15 Poiatll 
11all11Dan., 6+ Wl.rd uvc 

DISPEL 8CllOLL 25 Poiatll 
Oncuae only 
Arcane; Automatically dispd an enemy spell 

POWER. STONE 20 Poiatll 
One use only 
Arcane, +2 dice to cast a spcll 

STAFF OF SOBCBJl.Y 35 Poiatll 
Al:anc; + 1 to diapcl 

WAR. BANNER 25 Poiatll 
Banner, + 1 combat n:aolution 

MAGIC WEAPONS 
CHAOS DAEMONSWORD 75 PoJnts 
11JU most tkfMlly of blaMs U II prison for tM ftlma 

of 111 powerfal Dl#mon. 11Jol4&b dJls noonl u an 
"""1facl of,,,,,_, pow.r, ,,,. n-mon widnn # u 
11tMChroeu ""'"""' """ wa11urra ..,,,.., n. }ailor m 
"'- blbslr of an ~· 
A cbarader with the Dacmoosword adds D3 1D bis 
Sttcngtb and ha an CIU'a D6 Adadis, to a malmum of 10 
(roll sqmmdy for these ftlucs at the 51art of cacll round). 
~ Cfa)" roll of a 1 ID hl.t In clOllC combat Is 
~ llph»t me bearer 1nateld mtbe enemy. 
.PunbcmJorc, tbe dmaclr:r can m:vcr m-roll a tt>IUt roll 
of a '1' in cbie combat 
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HEU.FIRE SWORD 75 Points 
11JU blad11 wai rllilMfrom a ""8/t1, #llrlrlgfl/llM tbal 
wa.s ~ mto rru#flrlalform arid quertdwd In 
tbtJ blood of a fh-dftnn. 111 .fferce Hal u reka#d 
upon Its ulcdms as each blow is stnu:lt. 
PlamJ.ng amcks. Each unsaved wound caused by the 
Hellftre Sword causes DOt one but 03+ 1 wounds. 

SWORD OF CHANGE 65 Pohds 
7h Sword of Cbanp IMs th powtn' to reduce tbo# It 
placss Into mindlsa, .flallbrB rncnuuU of Jl'1Sb. 
Conkn + 1 Streqth. lWcry time an enemy cbaracter or 
ll10Ntu tab:s an Ullll&vcd 1VOUl1d &om the Sword of 
Change it muat talae a Tuughness test. If the test II 
failed, the vtcttm bcromcs a repulsi~ Spawn-thing. All 
enemy models in bue contact with the vicdm tab: a S4 
hit as the Spawn-<hlng flails wildly In Its death throes 
(um.avcd wounda will count towards combat 
.rcaolutloo). The victtm II then l'CIDD9ed fiom play. 

CHAOS RUNESWORD 50 Points 
?hnr wll """"- wsr11 forpd from bladr gromrU 
by the Dwarf llMPl#mltb Grrl&nl holth8art, a .cm 
~of llHI CbtK>s Gotll. 
The wielder gains + 1 "fi:apon Skill, + 1 Strength and 
+I.Attack. 

BERSERKER. SWORD 50 Points 
ModcJa OD foot only 
7h /JerMJ,,_. Sword IHu II# •UfJllCfJ of a Bloodtblmer 
of ICbome bound wUbln. It ftlu lbo# wbo carry u w#b 
a fury tbal t. d°"'1d by tltt1 ftrw of ""'1Bmly. 
The Bene.rlrer Sword coofens a oumbcr of eir:tra Atlacb 
equal to the number of enemy models in base contact. 

AETHERSWORD SO Points 
1be AatbwsuJord JUdNn llNl ftlllrls bfltwHn a 
bundnd dlnwn.stons nJfWY S«:Ollll. Be the -y's 
flllJb In steel, Ubl/mar or gromrll, ~ u no #Mid 
tbal can bait dJls blaM's wratb. 
The Acthmnronl ipoml Armour aves. 

RAPIER OF ECSTASY 45 Points 
71* tbln, ~"""'-.~with~ of 
~ tWl-NppM motld# tllul «/pd"""' • .,.. 
tfttb of lnnot:tmls. It can IMstow crlppliltfl blia wllb 
tbe sll&fJmt scratdl. 
Each time the Rapier of Ecacuy infilcts an unsaved 
wouod on a moclc1. that model muat pus a Strength 
test or be .rcmon:d fiom the game. 



THE FATHER OF BI.ADES 40 Points 
It Is NmUJUl'ed that this ancient and ftltb-encrusted 
blade was tbtJ fWst sword ever lo be forged. It snms to 
baV6 an uncanny power owr other wetlj>ons. 
Any 'to bit' rolls din::cted against the beater that reault 
in the roll of a '1' imtad hit the attacking model. 

AXEOFKHORNE 4SPoinu 
TbU hlood-.fr.wge.d a:re u a sign of Kbome'.s favour, and 
~sewn beads .so tbat yet more .sJtul1s mJgbt 
be laUl at Kbome's feet. 
This ue c:onfe.rs + 1 Strength and the Killing Blow 
spedal rule upon the bcaicr. 

FILTH MACE 3S Points 
Tbls heavy-beaded mau-, oozlrw wltb necrotk slime, 
hears an end1anlment that .:an enmfilN souls. Tbe 
~of tbe tortured spirits within are deafening 
and horrlfytng in W[UdJ meastl#"8. 

All attacks with the Filth M2ce count as Poisoned 
Attacks. In addition, once the bearer hu killed an 
enemy model in close combat, he causes 'Itrror for the 
.rest of the game. 

RENDING SWORD 30 Points 
A.sit Is SWfRW. tl#s ~ blade1 growls and 
snarls like a bfJast df18Pt1ri#e for tbtJ taste of raw flesb. 
A cllarac:ter with the Rending Sword may re-roll failed 
'to wound' rolls. 

WHIP OF SUBVERSION 2S Points 
The ~of S"""6mon Is a maldrw strap of sp""1d 
h1atbtiw soalred In tbe spittle of a bwrdred she­
~- It can tum a dJampion Imo a tra#OT' or a 
prle#us Into a~ wltb but a sblg# cams. 
If an enemy character or mon.st.er ukes an unsaved 
wound from the Whip of Subversion and that model 
has not yet made Its attacks for that round, then the 
Chaos player may force It to allocau: Its attacks upon 
other models from WI own side. '\VOwuls caused count 
towards the OWDiDg model's combat 1'CSOl.ution. 

GLAIVE OF PUTREFACTION 2S Points 
H«Wy wltb tH Wfllgbt of a«Jn8, this rusted but 
poweefuJ weapon ages IU PN:Y at an ~Ible rate, 
uanttnB tbe ltlss of centurlu to attytblng touched by 
Us Ume-/Jladwne4 blade. 
Any model that suffers an unsa'9Cd wound from this 
wcapotl has its Strength and 'lbugbneu reduced to 2 at 
the end of that combat pbuc. ThJs pcoalt.y is e~ 
for the .rest of the game. 

MAGIC ARMOUR 
SKINHIDDEN PLATE 60 Points 
Owr time tl1ls armour bas stmk beneath tbe .sltdn of 
tbtJ weann; giving blm a "1rrihly d#.slo'l1ed appeat'ancf.I 
but dramtnlcally lncrCfased rmlumu. 
Chaos armour. The Skinhidden Plate collfers + 1 
1bughness upon the wcaret. 

CHAOS RUNESHIELD SO Points 
1bis sbi61d was created by bltlw Chaos Dwarf 
~as a "'1jencl1 against tlxl rvnw.>eapons of 
the sons of Grungnl. 
Shield. Negates the power of any magic or runic 
weapons carried by models In base contact - treat them 
as otdlrwy non-magical weapons of their type. 

ARMOUR. OF DAMNATION 4S Poims 
11ns ornate suit of Chaos armour sblmmlJrs wUb tbtJ 
eldrlkb ~of "'6 Cbaos Wastes, distorting the 
WfJaJW's outllm1 and clouding Its foes' minds. 
Chaos armour. Any model striking the wearer In close 
combat must re-roll successful rolls to hit. 

THE CRIMSON ARMOUR. 
OF DARGAN 40 PoiaCS 
1be rlcb crimson tn'1tal of tbls armour flares into a 
strmn of blootJ.<:olouttd light when Us Ulf!arer wills II, 
da:.rzllng t#Jose wbo woulJ strike bim a monal blow. 
Chaos armour. The wearer Is Immune to JClllJng Blow. 
Furthermore, wounds suffered by the character ea.a nevu 
be convated into multiple wounds - diey do • alDgfe 
wound u normal. 

ARMOUR. OF MOKRSLIEB 3S Poinu 
TbU artefact Wt.IS not forged but bewn from rodt; rock 
that was once part of the Chaos moon Mornlieb. 
Chaos armour. Confers a 4+ ward save against non­
maglcal attacb. 

THE BRONZE ARMOUR 
OF ZHRAKX lS Points 
Zbtridli was tbtJ scourp of IN Empint In Its ftnmdling 
days.. Wiien Zbtridli was ftnally laid low bis all­
endosittB annmw was found to be empty but for an 
~ nencb of brimstone. 
Chaos armour. The bearer Is Immune to Psychology 
and also immune to Killing Blow and Polaoned Anadm, 
wbicll must roll to wound as usual. However, the 
bearer may Deva' confer his Leaderahip to othe.rs. 
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TIIE BBGUll.ING GEM 50 Points /JadJ"'"' of"'" inlrlc:a"1ly al1Wd ~ 1bows 
-· of 0 d~ I/la. 7!Jore who IO ""6d1 I# 
glimp#tl~~ 
All cocmy models in base contact with the bearer of 
the Beguiling Gem must uke Leadenbip tcsb at the 
beginning of each close combat round. If it is &iled, 
theoy may not make any attacb that round, and any 
attacks directed against that spcciflc model (not the 
wlll: that model I.I in) will hlt aummadrally. 

CROWN OF 
EVBRIA.S11NG CONQUEST 50 Points 
7be warrior"• belnm 16 crafted irslo a magrriji#nt 
crown of spllen and bonu that radtau ~'IB 
dark power. 
The bearer gains the Regenerate ability. 

TIIE BI.ACK TONGUE 50 Points 
Cut from tlHI had of .lu!llold H.OWass, wben coat«I in 
tbe -·· blood lbll wUIHJrwl tonguB com.1 to life, 
babbling in tbe ~ of n-mon. and dmupting tbe 
$/)'11/auHng of- tbe """'/XJl#eful ..... 
One U1C oaly. The Black 'lbngue an be uaed to 
automadcally coavert an unsucccsaful spcllcasting roll 
.Into a Miscast. The ownin8 character then takes a 
wound that may not be saved by any means. 

BLASPHEMOUS AMULET 25 Points 
7be BJaspbemotu Amul.t SlltTOflnds the _,..,. wttb a _,,,mg nimbus of ""'lflc that warp. and mutatfl6 
,,_. c'°"'1 by. 
At the &tart of evay friendly Magic phase, any enemy 
models in hue contact with the bearer (mcluding 
monstrous .lll0Un1') must pass a TuughneM test or lose 
one wound with no armour szvcs allowed. 

COLLAR OF KHORNE 25 Points 
7h CIHlmpton bas b«a.d a Pksb Hound of l.Cbome m 
unarmed comlH&t MUI won tbe rl/IJt to wear tbe 
beast'• rune-etcb«I collar around bis own neck 
The model with the Collar of Khome has Magic 
Re&latance (2) and a 6+ waro sare. 

GOIDEN EYE OF TZEENTCH 2S Points 
1Ws ~ IRlismlm cons1str qf" ftlfBrw of wlrt:b-balt' 
cradlmfI ti»~ ._,..of a Lord of~ It ii sattJ 
to glw. ,,_,.,." mctb- tbllt- btm of 
llmNllsfrom ~ 
The model bu a 4+ wud 1avc ap1nst all normal and 
mqiail ml•llrw, 1b!a does not apply to hJa mount. 

NECR011C PllYlACl'ERY 10 Points 
Oripullly c:rJlftal by JC#)atb p~ bbrrul/: tbe 
Necrotk ~ ~ olJ c... and jJOl.ltJtl#. 
The model carrying the pbytactcry is immune to 
.Polloofld Attacb, whkb must roll to "°'100 u normal. 
He is abo immune to 1he cfreas of spells &om the 
lores of Death and Nurgle. Ludy, the bearer 
autornadally paws all characteriatic te.m (czcept 
Lcadenhip tellll). 
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ARCANE ITEMS 
SKULL OF KATAM 50 Points 
7be polisb«l Mull of the ""'1rnonolopt K4tam 
COIVta1dly ~"""' worrU of pow.r mto tbe 
""""' of tho# ....,,.,,,,_ 
The bearer and any othet' Wizards within 3" 
(frtend or foe) add + 1 to their cuting rolls. 

INFERNAL PUPPET ~5 Points 
DandnB on tbe 1ffndi of M6fJle 10. a -*'twtte upon 
ta strlnp, Ibis e/drltdl bomuneu/111 tkaws upon UJ1ld 
magic and cbannM tt to bis maim'• wbtm. 
A Sorcerer with an Iobnal Puppet may opt to modify 
any rolls on the Mi!cut table made by any Wizard on 
the battle:field by up to D3. Foi: instance, an enemy 
Wizard miJcuts, and the Puppet's owner rolls a 2 on 
his D3, allowing the Chaos playcr to add or subtr.act up 
to 2 &om the milcut result the enemy Wlz.ard rolled. 

BLOOD OF TZEENTCH :JO Points 
7be Sorcerer bolds a pblal of ltquld baleflre, wbtcb 
when ta6td t.nds bis Min an lrlduamt glow and bis 
worrU tbtl cbl""1 of~ command. 
A model with the Blood of T.r.ce.ntcb. may re-roll one 
casting dice per turn, prori.dcd it WU not originally a 
roll ofa. l . 

POWER FAMILIAll 25 Points 
7be FamUlar tlCts as a Utty ~for tbe incOlutanl 
zepbyrs llNlt poww ta "'41Nf''s ipells. 
The familiar adds ODC power dice to ibl owner's pool 
during each friendly Ma&lc phase. 

WARRIOR FAMILIAR 20 Points 
A ~fast lArtTtor ltltnl/UN, ojtln taking tbtl form 
qf a dimtnutlw Chaos Wiltrlm' or Hny monster, 
tillXOlllJ1tlnles Ur ma.Mr and ft&6h ID protea bim.. 
At the lxginnlng of each Cloec C.ombat round, befon: 
b1cnn are muck, the fiamWar lnflictl one S5 hlI oo a 
•IDP: model In buc: anmct with the Sorcerer, chosen 
by the owning playa'. 

SPELL FAMILIAR IS Points 
A IJ¥/l~ ,,,.,,_,.,,, a t.p#J on tu rnasm-'s 
bebaJ/. COIUtlilllt/y rflb«aStllif /of' Its bW" monwnt until 
tt Is calt.d upon to lbtml ltl an:MW ~ 
The familiar'• owner knoWll one more spell than II 
oonm1 for hJa k:9d. Note that lhJs does oot lnacue hJa 
ma,gic level. 



ENCHANTED ITEMS 
ROD OF TORMENT 45 Points 
Tbls Pitted mm rod bums wUb malefic eml11fY· 

When po1nWJ"' the foe It c:an MUSfl t:rippl#w pain. 
Bound Spell, power~ 3. The Rod of'Ibrment holds 
a magic missile that has a range of 1811 and causes 2D6 
Strength 3 hits. 

BLOODSKUIJ. PENDANT 4S Points 
ModctlJ on foot oaly. 
11'e #JM"" wears at'Oflftd bis tUJdl a tiny brass slilull 
ftlled wltb the blood of a Daemon Prince of J<bonuJ. 
When the Bloodskull's rontents .,.., tmted, tbe betmrr 
becomes a mMlstrom of vloknce. 
hutead of making his normal attacks for that round. 
the wielder of the Bloodskull Pendant may choose t.o 
Wlict a SS hit on every enemy model in base contact. 
These hits hare the Kllllng Blow special rule. 

BOOK OF SECRETS 2S Points 
May DOt be tllJa:a. by models wilh.1hc Mark of Dmue. 
The Booll of Secrets conlalns many darll truths, hut aU 
too often tbe p1*:e of such lmowledge Is life itself. 
The bearer knows a random spell from !he Lore of Fire, 
Shadow or Death (playu's choice) and generates a 
single extra power dice, !hough he does not generate 
extra dispel dice. If lhe bearer ever miscasts, roll 
106+1 instead of2D6 on the Miscast table. 

HELM OF MANY EYES 2S Points 
Tbls ornate full-face belm bas no ~s, but u 
COVf1t'fJd with mtAglcal tlJ"'S that, It Is said, can setJ Into 
tbe souls and minds of tmm. 

The ~ has the Always Strikes First rule. Hom:vcr, 
due to the random and conftiaing images that confront 
him, the clwuter i& subject to Stupidity. 

PENDANT OF SI.AANESH 20 Points 
Tbls pendant burrows deep tnlo tbe owner's chest and 
nestks next to bis heart, Invigorating bfm wltb 
sublime enef1'>' wlHmevtJr be /His pain. 
For each uns;m:d wmmd !he character suffers he pilLI 
+ 1 .Attack for the rest of !he battle. 

DEATH'S HEAD 20 Points 
One use only 
11Je cbampkm of Chaos carries a sJtuJ1 ftlkd with 
Nurg/e's most vlt'Ulent J>OXllS and S«li«l with blood­
laced waz that explodes wben thrown at the enemy. 
The Death's Head is a thrown weapon with a range of 
12". The Death's Head alw:a;ys hits on a .2+. Any unit hit 
by the Dealh's Head must take D61bughncss tests, 
distributed as fur shooting. For each failed test the 
model(•) that failed dw test will tab: a wound wilh no 
armour savt!S ~. 

FAVOUR OF THE GODS S Points 
11Je bearer carries an obsidian pewJmu that tna1'lu 
bbn as tndy chosen by the Darlt Gods. 
After rolling on the Bye of the Gods table !he bearer 
may add or subtnct one from his roll. This may not 
~ 1he roll of a aatural. 2. 

MAGIC BANNERS 
BANNER OF THE GODS 125 Points 
Fotpd tn tb1J red-lit deptbs of Zbarr N~ tbe 
llimmn" of tbe Gods huluces dread In the mwrny and 
unsba/ffabk ~ tn the """"'1s of Chaos. 
The model bearing the Banner of lhe Gods causes 
1.Ctror. All friendly units within 6' of the banner 
become Stubborn. 

DOOM TOTEM 7S Points 
A colhJctton of ragged slltns strung"""' a framework 
of 'JkJllbom!, the Doom 1b"'1n e:cudn a }Jotfmt ~ 
that demora/1#1 and appals all wbo look upon It. 
All enemy units with line of sight to the Doom Totem 
are at-1 Leadership. 

BANNER OF WRATH 4S Points 
11Je Banner of Wrath is SUITOllttded bys~ 
Daemons that lasb out at the enemies of Chaos wltb 
bolts of dat1' lightning. 
Bound Spell, power 1cvcl. 4. This banner contains a 
bound magic m!&sile with range 24", caus.lng D6 
Strength 4 hits. 

BLASTED STANDARD 40 Points 
7lle B/asuld Standard bum$ wllb ~ magkal 
j1amu that e:i:plotie outward to amsume or dltjllN!t 
any miuile that comes near II. 
The unit with the Blasted Standard has a S+ ward save 
against all at:tadm made in the Shooting phase. 

BANNER OF RAGE 35 Points 
Sewn from strings of~"" gore, Ibis banner 
radial# a bloodlust so st'lon{f tbat tbose 1wru:tt#b # are 
goaded Into a state of permanent"*· 
1he unit with 1hJs banner has 1he Frenzy &pedal rule. They 
will never lose their Fremy, CYCll If bean:n In dose combat. 

FESTERING SHROUD 2S Points 
11tis putrll:l, rotting standard constantly seeps with 
a horrendous grUlll of pus and mucus, lnfecNng all 
around"""' tkbi/Uatingplaguu. 
Any model that does not have the Mark of Nuqle and 
is Jn contact with the bawler bearer at the start of the 
friendly Magic phase must pass a Tuugbne111 test or 
sufl'u a wound with no armour sa'VCS allD'M:d. 

RAPTUROUS STANDARD 20 Points 
Tbls batrtun' ls ,fashioned from the ./fert.Htl slnn of a 
tktztm bylfAtJrlt:aJ maniat:s. It drives those beMalb it into 
a eupborlc stale that ewn the fear of dealb cannot mar. 
Any time a unit wilh the Rapturous Standani takl:s a 
Break test that Jn.eludes a double or the roll of a 1, 
that roll is counted as an 'lnlane Courage' result. 

Artefacts of the Dark Gods llS 



THE WARRIORS OF 
CHAOS ARMY LIST 

This army list en•bln you to turn your WmrJon 
of Cbw mhllaturc1 eoJltttfon into an army ready 
I.Dr • Jabktop battle. The army lillt ii dlrided into 
four 9CCtioas: Cbanlctal (fnclndiag Lan1a and 
:ecn-), Core UDita, Spcdal U.DiD and Bue UafD. 

CHOOSING AN ARMY 
.R~ miniature in the W.Uhammcr ranae baa a points 
oollt that rdlects how effecti•e it is on the battlefield. 
.For oamplc, a simple Marauder costs just 4 points, 
while one of the alm.lghty Chao& Lruds who lead the 
Marauders to battle costs 210 points! 

Both players cboolle armies to the same agreed points 
total. 1'bu can spend le11 and will probably 6nd it 
UD.poulble to we up ew:ry last point. Moet :Z,000 point 
anoies, for CD1Dple, will be more like 1,998 
or 1,999 points. 

1b form. your m.lnl.aturcs into an army, look up the 
rclev.ant army list entry fur the first troop type. ThJs 
tells JOU the points cx.t ID add each Unit of models to 
JOW' army and any opdom or upgrades the unit may 
ba't'e. Then select your ncn ullit, calculate ira poinm 
and SO OD unlil JOU reach the agreed points mW. 
In addldoo to the points wlue, there are a few other 
rules that gon:ro -wb1ch units JOU can Include in your 
army, as deQiled under Choolllng ~ and 
Choosing 'D:oopl. 

ARMY LIST ENTRIES 
P:ro8k:s. The charactedstlc profiles for the model(s) 
in each unit arc pmftded u a reminder. Where several 
profiles are required, these arc also pen eft:R if they 
are optional. 

unit SIR. Bach troop entry specifies the minimum 8b!:e 
for each unit, which Is the smallClt number of models 
needed to form that unit. In some cues units also ha-fC 
a muim.um sl.1.e. 

'tl'apou and Armour. Bach entty 1lm the standani 
weapom and armour fur that ullit type. 1he cost of 
thelc licms ii Included in the buic polnta wlue. 
Addidoml or optional weapom and armour met em:a 
and are w•ucd in the Opdom llC:ICtion oCthe unit entry. 

Malle beml.. Some~ in the a.ace army u.t arc 
armed with tped8c magic i.cms; tilCIC arc lUtled here. 
They must always be taken and these characters may oot 
pick any aMfdonal upgndes unless speciftcally listed. 

Special lbda. Many troops hDe specJal rules that arc 
fully dCICl'fbed earlier in this book. The names of these 
rules arc listed u a ramndcr. 

Optioaa. Many entties lilt dlffcrcnt weapon, armour 
and equipment options, along with any additioml 
points cost fur giving them to the unit. This Includes 
.magic items and other upgradea for characters. It may 
also Include the opdon to upgrade a ullit member to 
a champion, standard bearer or musk:lan. 

Chooidng Characten 
Characters are divided into two categories: lords and 
Heroes. The ma:simum number of characters an army 
can include is shown on the chart below. Of these., 
only a cettain number can be lords. 

Am..,..,._ \llilac Illas. 1bcld Illas. l.olda Ila....,.,. 
Leu m.n 2,000 ' 0 5 
2,000ormon: 4 1 4 
3,000or- 6 2 6 
4,000or- 11 " 8 
Each +1,000 +2 +l +2 

An anny must always Include at I.cut one character 
to act as the pcral. If you include more than one 
cbamaer, then the one with the hlgbcat Leadenbip 
value is the gcnenL When one or more characu:rs hDe 
the same (and hi&hcirt) Leadership, choose one to be 
the general at the •tart of the battle, and ma.la: IUl'C that 
your opponent kn<nn which characa:r you choose. 

.Many Chaos cbancten Cllll be equipped with magic 
items from the Artdaas of the Duk Gods section 
beginning on page 11.2. These item1 range from 
pawerf'u1 mag!nd weapom to barmen and other arcane 
ltcms. They may also be able to take Marks and Gifts of 
Chaos, detailed on page 110. Where characten have 
these optiona, they arc included in their profile. 

Cb.008Jng noo.,. 
The number of each type of unit al.lowed depends 
on the army's points wluc. 

Am.., l'lliab llllac c.- 9pcdlll ~ 
1.- m.n 2,000 2+ ().5 ().1 

2,000or- 5+ °"' 0-2 

5,000or- H 0-5 ().5 

4,000«- '+ 0-6 °"' Bach + 1,000 +1 ..... +G-1 +0-1 

like many characlaa, some Chaos units can be 
equipped with magic lram from the Arte&m of the 
D.uk Gods aecdon (normally banncn, although some 
Wlk c:hampJooa can c::ury other items). When: units 
.bave thU opdon, It ii inch1ded in their proBk:. 



LORDS 
ARCHAON, THE EVERCHOSEN 

.M WS BS S T W I A I.d 
4 9 5 5 5 4 1 5 ro 
840551339 

You may only tnclude one Arcbaon In your army. 

685 PoJnts 

l!qufpmcnt: 
• Armour of Morbr 
• Slayer of Kings 
• Crown of Domination 
• Eye of Sheerlan 

'h t ·t· j t ... 0 f '4 ' 

GAi.RAUCH, THE GREAT DRAKE 

I ~ M lPSBS S T W I A I.d 
666666669 

You may only Include one Golmucb In your army. 

616 Points 

Magic: 
• G.alrauch ls a Level 4 

Wizard who uses the 
Lore of Tzeentch. 

PRINCE SIGVALD THE MAGNIFICENT 425 PoJnts 

M WS BS S T W I A I.d 
4 83,438,10 

You may only Include one Stgvald tn your army. 

Jlqoipmcat: 
• Shield 
• Auric Armour 
• Sliverswh 

,.,, ·t· .. t& s r ;1 <' 

KHOLEK SUNEATER 

MWSBS ST WI AI.cl 
883868179 

You may onJy Include one Kholek In your army. 

605 Points 

Eqofpment: 
• Starcrusher 
• Armour of the Storm 

Pagc68 

Spcdal Rulc:e: 
• The Eye of the Gods 
• Chosen of the Gods 
• The Swords of Chaos 
•The Steed of the 

Apocalypse 

Special Rules: 
• Will of Ch20S 
• 1.b'ror 
• Fly 
• Large 1larget 
• Scaly Skin (3+) 
• Dragon Sorcerer 
• Breath AttadDJ 
• Spirit of G.alrauch 
• Mark ol Tzeentch 

Special Rules: 
• Eye of the Gods 
•Stubborn 
• Favoured Son 
• Supreme Vanity 
• Mark of Slaancsh 

Spcdal Rola: 
• Large 'IUget 

Page72 
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• Immune to Psychology 
• Scaly Skin (4+) 
• 1.b'ror 
•Storm Rage 
• Ancient Pride 
• Herald of the 'n:mpcst 

Lordi 117 



LORDS 
VAi.KiA THE BLOODY 

I ~ MWSB!J STY I Ald 
-4 93553869 

Vll.ITCH mE CURSELING 

I VWUD 

Mqk: 

JI YSB!J STY I A Id 
4 51543538 

• Villu:b II a ~ 4 Sorcerer who Im.ow& all sb: spells 
from the Lore of beentch. 

CHAOSWRD 

I Chaoslord 

J!quipment: 
• Hand~apon 
• Chaos armour 

118 Lonb 

JI 'WSBS ST WI A Id 
483553759 

Spedal Rola: 
• The Will of Chaoe 
• Hye of the Gods 

410 Pomts 

J!quipmrftt· 
• Daemonshidd 
• The Spear Slaupofr 
• The Scarlet Armout 

395 Pomts 

Equipment· 
• Two hand ~apom 
• Chaos Armour 
·~ofChaos 

210 Pomts 

Optimu: 

1bpoD5 
(one cho1ce only): 
Great weapon ....... . 12pti 
.Additional 
hand weapon .. .. ... ... 8pt1 
Plail .......... .. .... . .... .. . Bptl 
Halberd .... . ..... . .... .. . Bptl 

Armo1lrt 
Shield ................... IOpti 

Madi. al 0..0.i 
.Malk al. Klxx'De ..... 15/lh 
.Malk of Nurxlc ...... 20/>IJ 
.Malk af.becntch ... IOpti 
.Malk al. S!aaocsb .... .5ptl 

Mqicltcma: 
Any. up to a 
total of ................ IOOpti 

l'lgc 73 

8pedal Bola; 

• The wm of Chao9 
• Bye of the Gods 
• Fly 
• Fear 
• Conson of Khome 
• Inspiring PrcllCllCC 
• Gaze of Xhome 

l'lgc 77 

8pcdill Rules: 
• The WW of Chao11 
• Hye of the Godll 
• Mighty Sorccret 
• Mark of bcenu:h 

Gifts of CbaOll: 
Any, up m a IDtal ol .. 5(}J:Jb 

Mount: 
Chaos Dragon ...... ~ 
Chaos Steed 
(barded) ............. . 24pu 

Mantlcolc ........... . 200pt6 
Daemonic Moum .. . 50pts 
Chariot. ..... .......... IOOpts 
Dile ofbeentch• .. 20pts 
Jugcmaut of Kb.ome• 
... ............ ........... .. 5<Jpl$ 
Palanquin of Nurgle9 

···· ··· ····· · ············· ··~ 
Stcul oC SJaanesb• .. 25/Jts 



LORDS 
SORCERER LORD 

Magic: 

M...,855 TW I Ar.d 
• s 3 • • 3 s 3 8 

A Sorcerer Lord ii a Levcl. 3 Wizard. He may choose bis 
spells from the I.ore• of Death, Fire, Shadow, ~ 
or, If be baa a Mark of Chaol, IDUlt chOOIC from the 
Lore appropriate to that mark. 

Equipment; 
• Hand weapon 
• Chaos armour 

Spedal Kula: 
• The Will of Chaoa 
" Hye of the Gods 

DAEMON PRINCE 

Magic: 

M...,BSS T 1V I Ar.d 
880554758 

A Daemon Prina: who doc. not Un: the Mark of 
Khorne can be upgraded to be a Wtzatd, lor +40 
pointa per level, to a m.aimum of 4 levels. He may 
choose bis spells from the Lores of Deuh, Pirc, 
Shadow, Heavens or, If be baa a Mark of Chaos, must 
choose from the Lore appropriate to that Mark. 

Spcdal Boles: 
• 'ICrror • The Will of Chao1 
• Fly • Unit Strength 3 
• Stubborn • Scion of Cbaos 

235 PoJnts 

~: 

Upgrade to a 
Level 4 Wizard ... ..... . 35pll 

Mark of Cbaoe: 
Mark of Nurglc . ...... . 20ptr 
Mark of1'z.l:c:ntch .. .. . 20ptr 
Mark of SJaanesh .. ... .. 5pll 

Mqicltema: 
Any, up to a total oUOOpti 

Gifts of Chaos: 

Page 51 

Mount: 
Chaos Dragon . ... ... . 360pu 
Chaos Steed 
(barded) .. ..... . ........ . 24pts 
Mandoore ............. . 200pts 
D•nnonic Mount .... . 50pls 
Charlot ... ............... IOOpts 
Dile ofTzeentcb• .... 20pts 
Palanquin of Nurgle* 
...... ....................... .50pts 

Steed ofSlaanesb• ... 25pts 

Any; up ID a 10tal of . .50pn •Must have appropriate 
Mark of Chaoe. 

300 Points 

Optiom: 

Mark of Cham: 
Mark of Khorne .. ...... .. .... ............ ..... .. ... .. .... .. .... .. IOpls 
Mark of NUl'Jlf.e ........ ...... ...... ........... ...... ...... ...... .30pls 
Mark ofTz.l:c:ntch ...... ...... ....................... ...... ... ... . 15.Pts 
Mark of SJaanesh ..... .. .... .. .... ...... ...... ..... .... .. .... .. .. . 5pts 

Gifts of Chaos: 
Any; up to a tow of ..... ...... ...... ...... .................... IOOpts 

Lordi 119 



HEROES 
FESTUS 11IE LEECHLORD 

I ~ 

Mqlc: 

M 'WSBS ST WI A Ld 
442442228 

• Fcstus II a Level 2 Sorcerer who uacs the 
Lore of Nwgk:. 

185 Points 

4 ... f "''' 

11IE TROLL KING mROGG 

I Thna 

M 'WSBI ST 'WI A Ld 
652654258 

WULFRIK 11IE WANDERER 

I ~ MWSB!l 9 TY I AI.d 
483542748 

CHAOS SORCERER 

M'WIBS ST WI Atd 
453442528 

175 Points 

Spcdal Boles: 
• The Will of Chaos 
• Eye of the Goda 
• Fear 
• Copious Vomit 

:; ;t<o 

185 Points 

J!qaipmcDt: 
• Hand-pon 
• Chaos umour 
.. Shield 
• Seafang 

8S Points 

Optiom: 

8pcdal ltula: 
• The Will of Chaos 
• Bye of the GodJ 
• Regenerate 
• Harblngicr of Pcslilence 
• Dark Bllpcriments 
• Mark of Nurgle 

Page79 

• Mutant Re&cneration 
• Lord ofthe 

Momtrou1Hordc 

8pcdal Ru]a; 

• The Will of Chaos 
• Bye of the GodJ 
• Gift of Tungucs 
• Hunter of Men 

Page 51 

Upgnde to a Gff'b of Cham: 

Mqlc: 
A Sora:rer la a Level 1 WJ2ard. He lll8Y cboolc hla 
11pdls from the Lore• of Death, Pirc or, if he bu a Mark 
of Chaoe, mult cbooee from the lol'c appropriate to 
that mark. 

Ecptpment: Special Jlules: 
• Hand weapon • The Will of Chaos 
• Chaos armour • Bye of the GodJ 

120 Hcroc11 

Level 2 Wizard ........ .35ptl Any, up to a total of .. 25pts 

MnofC.-1 
Mark of Nw'P: .. .. ... . 20pti 
Mark ofT2entdl .... . 20ph 
Mark of Slaaocah. ...... . 5J>ll 

Mqkltems: 
Any, up to a total of ... ~ 

Moum: 
Chaos Steed (baRicd) 
........................ ...... . 16/JU 
Daemonic Mount .... .50pl$ 
Charlot ..... ............. l(}()plll 
Dl9c ol bccntcb• .... . 20pts 
PmnqWn oiNurp:• .. 5{.ps 
Steed of Slaanesb• .. . 25pts 



HEROES 
EXALTED HERO 

M WS BS S T W I A l.d 
473S42648 

P.qufpmeat: Specbl Rules: 
• Hand .....eapon • The Will of Chaos 
• Chaos arm.our • Eye of the Gods 

Army BaUle Stmdanl: 
One E:al~ Hero in the army may c:any a Battle 
Standard fur + 2S pi!. 1'he Bzalted Hero c:an,ing the 
Battle Standard can have any magic banner (no points 
limit) but if he carrlC$ a magic banner he cannot carry 
any other magic items. 

CHAOS MOUNTS 
lK W5 BS s T w I 

CllMlt Sieecl 8 3 0 4 3 1 3 

IMem.onie Mount 8 4 0 s s 1 3 

l>.ll!lc of T.leentth 1 3 0 3 3 1 4 

MlmdClOft 6 s 0 s s 4 s 
Juaaemmt 7 s 0 s 4 1 2 

Steed of m-ab. 10 3 0 3 3 1 s 
PalaaqWn 4 3 0 3 3 1 3 

a..o. l>l'alJOll• 6 6 0 ' 6 6 3 

A I.cl 
1 s 
2 8 

1 7 

4 s 
2 7 

1 7 

6 7 

6 8 

110 PoJnts 

Weapons 
(one choice only): 
Great weapon ........... . 8pt$ 
Additional 
hand weapon ............ 4pts 
Flall .......................... 4pts 
Halberd. .................... 4pts 

Armour: 
Shield ....................... Spts 

Mad. of Chaos: 
M2rk of Kbome ...... .. 15pt$ 
Mark of Nurgl.e ....... . 20pts 
M2rk ofTzeentch ..... IOpts 
M2rk of Slaanesh ....... . 5pts 

Mqk:Itcms: 
Any, up to a total of..50pts 

Spedlll Ru1a 

Fear. 

Fear, Flaming Am.cka, Fly. 

PagcSO 

Gifts of Chaos: 
Any, up to a total of..25pts 

Mount: 
Chaos Stei::d. 
(barded) ............... ... 16pts 
Daemonic Mount .. ... 50pts 
Chariot .................. IOOpts 
Disc of'heentch• .. ... 20pts 
Juggernaut of Khome• 
............................... 50pu 
Palanquin ofNw:gle•j()pts 
Steed ofSlaanesh* ... 25pts 

•Must have appropriate 
Mark of Chaos 

Page'4-SS 

Fly. Xllliog Blow, Luge 'Jlusiet, 1errat, UncomrolW:>le. 

Feat, Magic Rel:llWlce (1). 8f2SI Behemoch.. 

Fear, Po:lsoo.ed Amcb, P.ut Ca-nlry. 

Pear, Po:lsoo.ed. Amcb. 

Fly. Large 1l&rpt, Thno:r, Sa1y Skin (3+), Bread!. 'Weapoas. 

• A NOTB ON INCWDING DRAGONS IN YOUR WARRIORS 011 CHAOS ARMY 
Chaos Dragon& are csceptionally rare and horriflc creatw:es, bound to the will of only the most powerful 
Champions of Chaos. Each Chaos Dragon In your army uses up one of your Hero choices. For example, 
a 3,000 point army could include a Chaos Lord on Chaos Dragon and up to four more characters (one of 
which may be a Lord). 

Heroes 121 



CORE 
CHAOS WARRIORS 

Uatt Size: 
10+ 

Equipmea1: 
• Hand~pon 
• Chaos armour 

MWSBSS TW I .&.Id 
453441528 
453441538 

Spcdml llulca: 
• The Will of Chaos 

CHAOS MARAUDERS 

Uatt Sbe: 
10+ 

Equipmea1: 
• Hand~pon 

MWSBSS TWI A.Id 
443331417 
443331427 

Spcdml Kula: 
• The Will of Chaos 

1.5 ~ts/modcl 

~; 

The unit may have a Mark of Chaos: 
Mark of Khome .................... ...................... ........ .30pts 
Mark of Nurgl.e ... ..... .................. ..... .... ................ .30pts 
Mark ofTz.ecntch .... ...... ............ ..... .................... . 20pts 
Mark of Sl.aanelh ..... .................. ......................... . 10pts 

Additioaal l!quipmalt: 
The unit muat be equipped with at 1eut one of the 
following optl.ona: 
Shields ............. . ................. lpt/rtrodtll 
Additional hand weapoll& ................ lpt/rtrodtll 
Great weapons ...... . .. . .............. 2ptS/mDl:Ul 
}[afbcrds ••••••.••.•••.••.•••••.••.••• . lpt/nlOdel 
Upgrade one Warrior to a Musician .........• ..• 6pts 
Upgrade one Warrior to a Champion ........... 12pts 
Upgrade one Warrior to a Standard Beaicr ...... 12pts 
He may bare a mqic. ltandanl worth up to ..... 50pts 

The unit may havc a Mark of Chaos: 
Mark of Khome ....... " " .. " .... " .... " ... " .... " " .. " .... " .30pts 
Mark of Nw:gle ................................................... .30pts 
Mark ofTz.ecntch .... " .... "" .. " " .. " ... " .... " .... " .... ".20pts 
Mark of Sl.aanelh .................................. .............. . 10pts 

Additioaal l!quipmcnt: 
Shields ........................................................ lpthnotkl 
.Flails ....... ................. ...... ...... ....................... lpthnodel 
Great ~m .......... ..... ...... ....... ............ ..... lpthnodel 
Light armour ............. ..... ...... ....... ................. lpthnodel 

Upgrade one Marauder to a Muaician ..................... 4pu 
Upgrade one Marauder to a Standard Bearer .......... . Bpi$ 
Upgrade one Marauder to a Marauder Chieftain ..... . Bpi$ 

o v; f s 

CHAOS WARBOUNDS 

I ~ MWSBSS T 1t' I A.Id 
740331315 

Not. that WorlJoamd units do not count towords tbe 
mmtmum COnr cbolcG of lbe army. 

122 Con: 

Uatt Sbe: Special lb.Ila: 
S+ • The Will of Chaos 

Optlana: 
POJsooM AIW:b .... ....................... .... " "" .. . 3Jmlmodel 
Scaly Skin (6+) ..................................... ...... lpthnodel 



CORE 
MARAUDER HORSEMEN 

ll"WIBSS TW'I ALd 
Manudcr 4433314 1 7 
Manudcr CbJcfta!n 4 4 3 3 3 1 4 2 7 

'Warhor8c 8303313 1 5 

Ualt Size:: Spec:illl Bula: 
5+ • The Will of Chao• 

• Fut Cavalry 
Equipment; • Honielords 
• Handwnpon 

13 Pom.ts/model 

The unit may have a Mark of Chaos: 
Mark oflhomc .... .. .. .... .. .... ... ... . .... .. .... ..... .......... 30pts 
Mark ofNwglc ......................... . ..... . ................... .jOpts 
Mark ofT7.cc:ntth ..................... . ......................... . 20pls 
Mark of Slaanelh ..... . .... .. .... .. .... . ................ ......... . 10pts 

Addldoaal Equipm.:nt: 
Shields ................ ......... ............ ........ ... ........ lpt/rtrodel 
Light armmu4 ...... ........ ...... ........ .... .............. lpt/mol#I 
Flalls .... ................. ...... ........... .................... 2~1 
Spean ................. ..... ..... ...... ........................ lpt~l 
Throwing spears (as javdiru) . ....................... lpt/tll«kl 
Throwing UCI .............. . ..... . ..................... .. 2pts/mode/ 
Upgrade one Manucler to a Musldan ..................... 6pts 
Upgrade one Manucler to a Marauder Chieftain ... . 12pts 
U.l)Fade one Marauder to a Standard Bearer ......... 12pts 

•Note tlW if a unit baa both IJabt armour and shlelds 
then it ceases to be Fut Cafthy. 

SPECIAL 
CHOSEN 

Unit She: 
S+ 

Equipment: 
• Hand weapon 
• Cham armour 

M WSBS ST WI A Ld 
463441528 
4 63441538 

Spec:illl Bula: 
• The Will of Chaos 
• Chosen of the 

Duk Gods 

18 Pom.ts,lmodel 

Optiom: 

The unit may have a Mark of Chaos: 

Page 47 

Mark oflhorne ........... ....................................... .30pts 
Mark ofNurgle ........ ............................................ 30pts 
Mark ofTzeentth ................................................ 20pls 
Mark of Slaanesh ................................................. lOpts 

Addldoaal Equipml:!lt: 
The unit must be cqufpped with at least one of the 
.following options: 
Sh1e1dl ................................. ······ ······ ...... ..... l~l 
Additional hand ~pons. .............. .......... ..... l~l 
Great weapons .................................. ......... . 2pU/wrodel 
H'.alberd!I ... .............................................. ..... 1~ 

Upgr2dc one Chosen to a Musician .. ... ... ... ... .. .... .. lOpts 
Upgruic one Chosen to a ChOICD Champion ... .. ... 20pts 
may ha'ft: a magic iWn worth up to . ........... . ..... . ... 25pts 

Upgrade one CliOICD to a Standard Bcarcr ............ 20ptll 
may ha'ft: a magic lltandanl ~ up to ................ 50pts 

Con: 123 



SPECIAL 
FORSAKEN 

Uatt Size: 
5+ 

llW!B8 ST WI AJ.d 
6 4 0 4 4 1 4 03+1 8 

CHAOS CHARIOT 

Uatt SJR: 
1 

J!qldpmeat: 
• H.aJbcrds 
• Scyilia 

Spcda1 llDlc:s: 
• The Will of Chaos 
• Charlot 

OGRES 

Uatt SJR: 
3+ 

J!qldpmeat: 
• Hancl~poo 
• lla."f armour 

124 Spcdal 

MWSBSS TW I AJ.d 
- - s s 4 -

- 534- 528 
8 3 - 4 - 3 1 -

Drawn hr-
• 'IWo barded Chaos 
S~ (-1 M09'CIDC!lt) 

M'WSBSS TW I AJ.d 
632443237 
632443247 

Special Ruta: 
• The Will of Chaos 
•Fear 

18 Pohlts/model 

Sped-1 Ruta: 
• Thc Will of Chaos 

Of fl <o 

120 Points 

Optio.m: 

• Frenzy 
• Bcnerk R2glc 

The Chariot may have a Mark of Chaos: 
Mark ofKboroe ....... . .... ..... ... .... . ..... . ..... . ............. .30pts 
Mark ofNurglc .... ... ... ... ..... ... ... ... ... ... .... .. ............ .30pts 
Mark ofTzeentcll .. .... .. .......... .. .... .. ... .. .... .... .. ...... . 20pts 
Mark of SJ.aanellh .. ...... ........... ...... ...... ........... .... .. . 10pts 

• If a chamcter u gttwn a Charlot 4t a 111ount, tbat 
ciui1'tlCtllr dtsplaces one of tbe Ct'llWnl4tPI automallcally. 
A Charlot cbOStm '" tbu manner dMS not count as a 
Special cbolal. 

• A duiracter wUb a Charlot may not bave a dljferml 
Maril from bts CbGrlot . 

• The Gbarlol bas a total"""°"' sai.18 of 3+. 

l'lge 61 

Optkma: 

The unit may have a Mark of Chaos: 
Mark of lborne .... .............................................. .JOpts 
Mark ofNurglc .. ... ..... .. .... .. .... ...... .. ..... ................. 30pts 
Mark ofTzeentcll .... .. ... ... .. ... ... ... ... ... ......... ......... . 20pts 
Mark ofstaanesh . ... .. .... .... .. .. .... .. ... .. .......... .......... 10pts 

Additkmal Bqaipment; 
Chaos armour ... .. .... . ..... .... .. . ..... . .... .... .. . ..... . 5pWmotkl 
.Additional hand ~poo. ... .... ... . · ···· ··· ··· ·· ··· ··~' 
Grcat-weapon1 .... .. .... .. .......... .. ... .... .. .. .... .. . l~l 
u~ ooe Op"e to a Musfdan ................... .... .. . 10pu 
U,PFllde ooc: Op"e to a Standard Bearer ................ 2*1s 
u~ ooe <>src to a Mucant ()pc .................. ···2*" 



SPECIAL 
DRAGON OGRES 

UDlt Size: 
3+ 

Equipment; 
• Hand l'lnpon 
• Light armour 

TROLLS 

I non 

UDlt Size: 
3+ 

M 'WSBS ST '\VI A l.d 
742,44238 
742544248 

Spcdal Bulcs: 
• The WW of Chaos 
•Scaly Skin (5+) 
•Fear 
•Storm Rage 

M WSBS S T '\V I A l.d 
631543134 

CHAOS KNIGHTS 

Xni8bt 
Champion 
Chao.I Steed 

UDlt Sh:e: 
S+ 

llqulpment; 

M WSBS ST WI A l.d 
453441528 
453441538 
830431315 

Sped.al llula: 
• The Will of Chaos 
•Fear 

• EllJIOrcclled weapons 
• Chaos armour 
• Shield 
• Baidcd Chaos Steed 

6S Points 

Optlc>Jw: 

Addition.al Equlpmeat: 

Page 62 

Additional hand weapon ............................ . Bptstmotkl 
Great weapons ........................................ . 12ptslntodel 
Upgrade one Dragon Ogre to a Champion ....... .... 20pts 

4 v ' " 

4S Points 

l!qufpmcnt: 
• Blade!, spikes, 

and very bad breath 
(hand weapon) 

40 Points 

Pagc60 

Spcdal Kules: 
• The Will of Chaos 
• Mutant Regeneration 
•Fear 
•Stupidity 
• 1\'oll Vomit 

Pagc48 

Option.a: ~~~~~~~~~~~~~~ 

The unit may ha'\le a Mark of Chaos: 
Mark ofKbome ................................................... JOpts 
Mark of Nurglc ................................................... .30pts 
Mark oft'lr.eentt:h ............................................... . 20pts 
Mark ofSlaanesh ................................................. 10pt$ 

Addldon.al Equipment: 
Upgrade en.sorcelled weapons to lances ...... SptS/nu:.lthl 
Upgrade one Knight to a Musidan ........................ 10pts 
Upgrade one Knigbt to a Knight Champion ........ ... 20pts 
Upgrade one Knight to a Standard Bcaier ............ . 20pts 
May carry a magic standard worth up to ............... .50pts 

Special 125 



RARE 
CHAOS SPAWN 

I 0-.Spawn 

Unit Sbc: 
1 

K WSBS ST WI A Ld 
21>6 3 0 4 ' 3 2 D6•110 

Spec:W Rah:s: 
•Pear 
• Unbrcabblc 
• Lurching Horror 
• Fbillng Appendages 

SCYLA ANFINGRIMM 

I ~ M'WSBS ST WI Al.d 
306 4 0 5 5 4 3 D6+Z 10 

.5.5 ~ts hac'7 

The Spawn may have a Mark of Chaos: 
Mark of 1'home (con&:n + 1 Sttcngth) ................ 20pts 
Mark of Nwgle ............. ..... .................. ..... ......... .30pts 
Mark of Tz.r:cotcb ................................. ..... .......... lOpts 
Mark of Slaancsb (Alwayl lttikcs first) ... ............. .. 20pts 

105 Points 

EqaipmM!t· 
• Bra11 Collar of Xhomc 

hgc16 

8pedal Rules: 
• Chaos Spawn 

(see ~. but may 
not bave a Mark) 

• Hcro'a Fate 

iflj fSf O 

CHAOS WARSllRINE 

I-
Unit SJzc: 
1 

EqoJpmcot: 
• Hand weapona 

HELLCANNON 

IKYSBS ST WI Al.d 
453464558 

Special 1lulcs: 
• The "WDl of Chaos 
• 4+ wuda"n: 
• Gtver of Glory 

llWIBSS TY I ALd 
343341219 
643565154 

130 Points 

~: 

The w.arshrtnc may have a Mark of Chaos: 
.Mark oflhomc .................................... .............. .30pts 
.Mark of Nurgle ... ................................................ .30pts 
.Mark offieentch .... ................. . ....................... ... 20pts 
.Mark ofSlaancllb ................................................. lOpts 

No~ that a w.arshrtnc hu an armour~ of 4+. 

205 Points 

EqaipmM!t= 
(Chao• Dwam): 
• Hand weapon 
• Heay armour 
The Hd1caooon hu a 
4+ armour Ul'C. 

SpcdalBala 
(Chaos Dwu:tll): 
• Uobrcabble (u lOIJ8 

u Hcllcannoo is alm:) 

!pedal Bala 
(lldlcanooo): 
• n:rror 
• Lqc '&rilet 
• Uobrcabblc 
• Rampaac 
• Doomftrc 
• Bound Daemon 
• Unit Stxngth 5 

hgc66 



RARE 
DRAGON OGRE SHAGGOTII 

Unit Size: 
1 

Equipment: 
• Hand weapon 
• light annour 

M 'W5 BS S T 'W I A Ld 
763656459 

Specbl Rules: 
• 'Jerror 
• Laigc 'llu:get 
• Immune to Psydiology 
•Scaly Skin (5+) 
• Storm Rage 

265 PoJnts Pagc63 

Additional Equip:mC'Jit; 
Additional hand ~ll .................................. .. 10pts 
Great weapon ................................................... 20pu 

s r ; s , 

GIANT 

Unit Size: 
1 

Equipment: 
• Big rock, club or 

dead anfmaJ. 

lll lPS BS S T 'W I A Ld 
6 3 3 6 5 6 3 spedlllO 

Spedal Rules: 
• lmmune to Psydiology 
• Large 1lu:get 
• 'lbTor 
• Fall Over 
• Longsbanks 
• Srubbom 
• Giant Sped.al .A1t2cb 

FALLEN GIANT TEMPLATE 

1b make your Fallen Giant Tumplate; 

• First photocopy this page and stick it to 
a piece of thin cud (cereal packets are Ideal). 

22S Points 

~-: ~~~~~~~~~~ 

The Giant may have a Mark of Chaos: 
Mark of Khorne (Causes 57 instead of S6 hits) ..... .30pts 
Mark of Nurgte ............................................... .... 40pts 
Mark ofTzeentch ............................................ .... 20pts 
Mark of Slaanesh {confers Always strikes first) ...... 40pU 

• Then, carefully cut around the dotted 
line with a sharp pair of sd8soJ:s or a craft knife. 

----------
- - ... 

.... ________ _ 

' ' 
' ' , , 

Rare 127 



REFERENCE 
CHAIACTEIS M WS BS S T W I A U Pap 

An:bao.o 4 9 ' ' ' 4 7 ' 10 68 
DmJlbar 840551339 68 

Chaoslmd 4 8 3 5 5 3 7 5 9 52 

aw. Son:aet 4 S 3 4 4 2 S 2 8 Sl 

DaemonPrlnce 8 8 O 5 S 4 7 S 8 S3 

Bultedffao 4 7 3 5 4 2 6 4 8 50 

Festu& 442442228 78 
Galnuch 666666669 70 

EboJek 883868179 75 

Prtnce SJpald 4 8 3 5 4 3 8 5 10 72 

Soto::rulotd 4 S 3 4 4 3 S 3 8 Sl 

11aog 6526S42S8 79 

v..wa 493553869 73 
Witch 451543538 77 

~ 4 8 3 ' 4 2 7 4 8 74 

CORE UNITS M WS BS S T W I A U Pip 
CwlsMarauder 4 4 3 3 3 1 4 1 7 44 
ManudG'Cb• ....... 4 4 3 3 3 1 4 2 7 44 
w.rhonc: 830331315 45 
awisw.amor 4 S 3 4 4 1 S 2 8 46 
Warrior Ownplon4 5 3 4 4 1 S 3 8 46 
CwlsWarhouada 7 4 0 3 3 1 3 1 5 59 

MOUNTS M WS BS S T W I A U Pap 
CbaOII>rqon 6 6 0 6 ' 6 3 6 8 55 
CbaosSU:ed 8 3 0 4 3 1 3 1 5 54 
Daemonic Mount 8 4 0 5 5 1 3 2 8 54 

MWSBS S T W I 
1 3 0 3 3 1 4 
7 s 0 s 4 1 2 
6 s 0 s 5 4 5 
4 3 0 3 3 1 3 

A 14 Pa9e 
1 7 SS 
2 7 S4 

4 ' 55 
6 7 55 

S1eedofSlaanesh 10 3 o 3 3 1 5 1 7 54 

M WSBS S T W I A Ld. 
ChaoeEaJPt 4 5 3 4 4 1 5 2 8 
Knlahl Cb#npiC)ft 4 5 3 4 4 1 5 3 8 
QlaosSlecd 8 3 0 4 3 1 3 1 s 

Charlot - s s 4 -
'1Va.aionl • s 3 4 - - s 2 8 

ChamStcecb 8 3 - 4 - - 3 1 -
Choec:n 463441528 
Cboeen a..mpton 4 6 3 4 4 1 5 3 8 

Dngon()gn! 7 4 2 s 4 4 2 3 8 
Dr.vn~O!po. 7 4 2 s 4 4 2 4 8 

Pase 
48 
48 
48 
49 
49 
49 
47 
47 
62 
62 

6 4 0 4 4 l 4 D3+1 8 56 
6 3 2 4 4 3 2 3 7 fil 
6 3 2 4 4 3 2 4 7 fil 
6 3 1 s 4 3 1 3 4 ~ 

RAU M WS BS S T W I A Ld. P1ac 
Chaoe Sp- 206 3 0 4 S 3 2 D6+1 10 S7 

Chaos Warsh.rine 4 S 3 4 6 4 S S 8 58 

Giant 6 3 3 6 5 6 3Sp.10 64 
Hellcannon 643565154 66 
CbaosDwam 3 4 3 3 4 l 2 l 9 66 
ScrJaAnftngrtmm 3D6 4 0 5 S 4 3 06•:2 10 76 

Shagorh 763656459 63 
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