DETACHMENT ABILITIES

A LEGIONES DAEMONICA Detachment is one that only includes
models with the LEGIONES DAEMONICA keyword (exc luding
models with the AGENT OF CHAOS or UNALIGNED keywords)

. LEGIONES DAEMONICA Detachments gain the Daemonic Allies
Daemonic Legions and Daemonic Relics abilities

. sae fosedisding
« Troops units (excluding SWARM units) in LEGIONES DAEMONICA
D hments gain the Objective Secured ability (see the
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er 40,000 Core Book)
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DAEMONIC LEGIONS

erarchies exist in the daemonic legions,

ch entity to its place with an immutable
lity weirdly at odds with the anarchy of the warp.
« Ifvour army only contains LEGIONES DAEMONICA Detachments,
and includes any GREATER DAEMON units, one of these must be
yvour WARLORD, unless your army also includes BE'LAKOR.
For each GREATER DAEMON unit included in a Detachment, you

&y
[

hat Detachment without that HERALD unit taking up a

a
fiela Role slot.

DAEMONIC RELICS

laemons of the warp go to war carrying all manner of deadly
ric artefacts, creations of pure chaos, aiding their owners
g terror and destruction wherever they tread.
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DAEMONIC ALLIES

When the mortal servants of the Dark Gods march
to war, the most favoured may find daemonic entities

accompanying them.

The following rules apply if you wish to include any
LEGIONES DAEMONICA units in a CHAOS army in which not
every unit has the LEGIONES DAEMONICA keyword.

Daemonic Pact

If your army includes one LEGIONES DAEMONICA

Detachment, and the combined Power Ratings of all units
in that Detachment make up no more than 25% of your
army’s Power Level, then until the end of the battle, every
unit in that Detachment gains the AGENT OF CHAOS keyword.
If a BE’LAKOR unit is included in that Detachment, this

ability has no effect.

The inclusion of LEGIONES DAEMONICA AGENT OF CHAGS
KHORNE units in your army does not prevent WORLD
EATERS units in your army from using any rules

that require every model in your army to have the

same keyword.
The inclusion of LEGIONES DAEMONICA AGENT OF

CHAOS TZEENTCH units in your army does not prevent
THOUSAND SONS units in your army from using any
rules that require every model in your army to have the
same keyword.
The inclusion of LEGIONES DAEMGNICA AGENT OF CHAQS
NURGLE units in your army does not prevent DEATH
GUARD units in your army from using any rules
that require every model in your army to have the
same keyword.
The inclusion of LEGIONES DAEMONICA AGENT OF CHADS
SLAANESH units in your army does not prevent EMPERQR
CHILDREN units in your army from using any rules
that require every model in your army to have the

same keyword.
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‘We draw our wards and our protective sigils. We light our votive
candles, burn our blessed incense and offer up our most fervent
prayers, Yet in the end, what true defence can there be against
the deeper darkness of our own damned souls? Ever we must
hope that the Emperor protects, for the stark truth is we cannot

protect ourselves.’
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* ALLEGIANCE KEYWORDS

fC " The following are Allegiance keywords:

KHORNE
TZEENTCH
« NURGLE
SLAANESH

If a unit instead has the <ALLEGIANCE> Faction keyword, then
when you add that unit to your army, you must select one of the
Jlisted Allegiance keywords above and replace the <ALLEGIANCES
- Keyword in all instances on that Datasheet with the selected
Allegiance keyword.

Example: If you include a Daemon Prince in your army, and

Yyou decide it is @ Daemon Prince of Khorne, its <ALLEGIANCE>
keyword becomes KHORNE and its Prince of Chaos ability reads,
While a friendly Lec1oNES DAEMONICA KHORNE CORE unit is within

6" of this model, each time a model in that unit makes an attack,
re-roll a hit roll of 1.

MALEFIC WEAPONS

Many daemons fashion forms for themselves that exhibit strange
and esoteric weapons, with which they give vent to their spiteful
natures. While most fight with blade or claws, often they can

also lash out with spiked tails, envenomed pseudopods or other
bizarre appendages. Daemons may also ride to battle atop other
daemonic creatures that make attacks with weapons of their own,
or may be attended by daemonic minions who swipe at those who
draw near their masters.

Many Chaos Daemons weapons are malefic weapons. Such a
- weapon will have an ability that reads ‘Malefic’ and then a value,
~ such as 2 or 4. Each time the bearer fights, it makes a number
. of additional attacks with that weapon equal to that value, and
‘no more than that number of attacks can be made with that
e ﬁn@on while resolving that fight. If a model is equipped with
] than one malefic weapon, it can make additional attacks
each one it is equipped with.

otherwise specified, malefic weapons are never affected
fects or abilities that allow models to make additional
, or abilities that would add to, subtract from, or improve
haracteristics in any way.

ed with a blade of blood and its
e Malfic 4 abi
1acKs éq
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ATASHEEI ADILITIED

* Most of the datasheets in this book have an Allegiance keyword.

ABILITIES

A unit’s datasheet will list all the abilities it has. Certain
abilities that are common to many units are only reference
on the datasheets rather than described in full. These are
described below.

DAEMONIC

This unit has the following abilities: Daemonic InVUlnerabﬂity;-
Manifestation; Daemonic Terror; Warp Storm. ;

Daemonic Invulnerability

Daemons are madness given form. Their very bodies are fashi
Jrom the stuff of the warp, and are difficult to destroy through
conventional means. By far the surest way to banish them, short of
ritual witchery, is to fight them at close quarters where a warriors
conviction and faith may strike as surely as their blade.

Instead of a normal Save characteristic as described in the
Warhammer 40,000 Core Book, each LEGIONES DAEMONICA
datasheet has a Daemonic Save characteristic (abbreviated to
DSv on that datasheet’s profile line). This characteristic has two
values. The first characteristic is used when a melee attack is
allocated to that model, while the second characteristic is used
when a ranged attack is allocated to that model. In either case,
this saving throw cannot be modified in any way.

Manifestation

Daemonic legions tear through the fabric of realspace, malevolent
entities flickering into being like phantasms from a nightmare.
Worse still, as terror and panic take hold of their victims, so their

mortal souls become ever easier prey for the entities pouring
through from the warp.

During deployment, you can set up this unit in the warp instead
of setting it up on the battlefield. If you do so, then in the
Reinforcements step of one of your Movement phases you can
set up this unit anywhere on the battlefield that is more than 9"
away from any enemy models, or more than 6" away from any
enemy models and wholly within 6" of a friendly WARP Lacus
model that was on the battlefield at the start of your turn. If

that WARP Locus model has an Allegiance keyword (see left),

the unit being set up can only use this ability if it has the same
Allegiance keyword.

If every unit from your army has the LEGIONES DAEMONICA
keyword, then in the Reinforcements step of one of your

Movement phases you can instead set up:
the battlefield with one of the following r

’ f olly within your depla




paemonic Terror (Aura)
To encounter a creature of the warp is to face a being utterly
anathema to the fundamental laws of reality. Even ;II(' most

otionless warrior feels an unnatural primal terror while in

presence.

While an enemy unit is within 6" of this unit, subtract 1 from

at enemy units Leadership characteristic and subtract 1 from
any Combat Attrition tests taken for that enemy unit

nto realspace, maelstroms of warp energ)

, w3 > 1 setf o

wake. Manifest emotion and unbridled
hey touch, reshaping the

ms ana tormenting mortal beings
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bility can be used to apply Warp Storm effects to eligible
e .y see pages 58-59.

1t is the great fortune of most who dwell
within the Imperium that they possess
not the imagination to picture even a
fragment of the horrors that lurk within
the warp. Should those same horrors

be unleashed upon them, however, this
shield of ignorance collapses all too
swiftly and, in its demise, often destroys
the mind it once protected. Truly it is
fiobler to purge all such unfortunates for
the good of all, than to force them to live
on in enlightened insanity

Inquisitor Fabiranice Var Koldenvaal

ruminations on E cterminatus




‘ ‘rfimit from your army has the LEGIONES DAEMONICA

ord (excluding models with the AGENT 0F CHAOS or

LIGNED keywords), at the start of each battle round, you can
‘make a Warp Storm roll. To do so, roll eight D6. For each 4+,

- gain 1 Warp Storm point (WSP).

No matter the source, you can only gain Warp Storm points
. from such a rule if every unit from your army has the LEGIONES

DAEMONICA keyword (excluding models with the AGENT 0F CHAOS
Or UNALIGNED keywords).

Warp Storm points can be spent during that battle round on
&« the Warp Storm effects listed below and opposite, and each will
specity when it can be used. These include a series of effects
= themed around each of the four Dark Gods, which can be used
* ifyour army contains a detachment

Dark God.

L5

dedicated to the appropriate

WARF oOIlURM EFFELTO

‘Warp Storm points can also be gained via other rules or abilities,

Each effect has an associated Warp Storm points cost, If
not have enough Warp Storm points for a specific Warp Storm.
effect, you cannot use it. Unless otherwise specified, you can usé
the same Warp Storm effect multiple times over the coyrge of
the battle, but you cannot use the same Warp Storm effect more
than once per battle round. Any spent Warp Storm points are
deducted from your total.

you dg

If an effect instructs you to return any destroyed models toa
unit, a returned model cannot be set up within Engagement

Range of any enemy units unless those enemy units are already
within Engagement Range of its unit.

At the end of each battle round, unless otherwise specified,
unspent Warp Storm points are lost. Some abilities will allow
you to retain Warp Storm points. Each ability will specify how
many Warp Storm points can be retained. Retained Warp Storm
points are not lost at the end of the battle round,

UNDIVIDED

DARK INVIGORATION

Use this effect at the start of the Morale phase. One model in each
LEGIONES DAEMONICA unit from yourarmy can regain up to D3 lost
wounds. If every model in that unit has a Wounds characteristic of 1,
thatunit can instead be replenished. When a unit is replenished, you
can return D3 destroyed models to that unit with their full wounds
remaining. Each returned model no longer counts as having been

£ destroyed for the purposes of Morale tests this turn. Each unit can
- -only be replenished once perturn.

PRIMEVAL TERROR

Use this effect at the start of a turn. Until the end of the turn, while
X : an enemy unit is within range of the Daemonic Terror ability (pg 57)
of one or more units from your army, subtract 1 from the Leadership
characteristic of models in that unit.

: MUSIC OF THE WARP

Use this effect at the start of your turn. Until the end of the turn, add
6" 10 the range of the Daemonic Terror ability (pg 57) for INSTRUMENT
+ wnits from your army [to a maximum of 12").

_ JOUS MISDIRECTIC WSP
B MALICIOUS MISDIRECTION o)
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' Use this effect at the start of the Reinforcements step of your
’ 's Movement phase. Until the end of that step, enemy

sic Reserve units can only be set up as if it were the second

L ODPOo

MAGNIFIED GLORY

Use this effect at the start of any turn. Until the end of the tum, add

3"to the range of aura abilities of LEGIONES DAEMONICA units from
your army.

OTHERWORLDLY TREAD

Use this effect at the start of your Movement phase or at the start of
your Charge phase. Until the end of the phase, LEGIONES DAEMONICA

units from your army can ignore any or all modifiers to their Move
characteristic, Advance rolls and charge rolls.

DESCENDING SHADOW

2
®

WSP

Use this effect at the start of youropponent’s Shooting phase. Until
the end of the phase, each time a ranged attack is made againsta

LEGIONES DAEMONICA unit from yourarmy, if the attacker is maore than
12"away, subtract 1 from that attack’s hit roll.

Use this effect at the start of you Opponent’s Psychic phase. Until the
end of the phase, LEGIONES DAEMONI

CA units from your army have
the following ability:

Insidious Whispers (Aura): While an enemy PSYKER unitis within
12" of this unit, each time a Psychic test is taken for that PSYKER unit,

itsuffers Perils of the Warp on any dice roll that ingludes a double,
instead of only a double 1 of double 6.




Ifyour army includes any LEGIoNEs DaemoNIcA
! R 8
(excluding Auxiliary Support, supel\heavg Auxmw‘:f:mm
Network Detachments) in which every unit has the Kuo::.“:l:am“
eyword,

you have access to the following Khorne Warp §
spend Warp Storm points to use them, P Storm effects, ang can

FURY OF KHORNE

Use this effect at the start of the Fi
phase, add 1 to the Attacks charac
KNORNE models from your army.

ght. phase. Until the end of the
teristic of LEGIONES DAEMONICA

BURNING TERROR

Use this effect at the start of your Shootin
each enemy unit within 24" of any LEGIONES D
units from your army and that is not wholl
feature. On a 6, that unit suffers D3 mortal

g phase. Roll one DG for

AEMONICA KHORNE
4 Within an Area Terrain
wounds,

OVERWHELMING RAGE

Use this effect at the startof your opponent’s Movement phase. Until
the end of the phase, each time an enemy unit [excluding AIRCRAFT
units) within Engagement Range of any LEGIONES DAEMONICA
KHORNE units from your army is selected to Fall Back, roll one D6: on a
4+, thatunit cannot Fall Back.

TZEENTCH

fyourarmy includes any LEGIONES DAEMONICA Detachments

excluding Auxiliary Support, Super-heavy Auxiliary or Fortification
Network Detachments) in which every unit has the TZEENTCH
keyword, you have access to the following Tzeentch Warp Storm
effects, and can spend Warp Storm points to use them.

DFELUGE OF FIRE

Use this effect at the start of your Shooting phase. Until the end
of the phase, improve the Ballistic Skill characteristic of LEGIONES

DAEMONICA TZEENTCH models from yourarmy by 1.

SORCEROUS WINDS

Jse this effect at the start of your Psychic phase. Until the end gline
phase, each time a Psychic test is taken fora LEsquEs DAEMONICA
TZEENTCH unit from your army, add 1 to that Psychic test.

RAMPANT MUTATION

Use this effect in the Fight phase. Until the end of the p
time 2 LEGIONES DAEMONICA TZEENTCH model from you
a melee attack, an unmodified wound roll of 6 Inflicts 1 mo
on the target in addition to any normal damage (each onem‘
only suffer a maximum of 3 mortal wounds as a !"UIt,D{E!’
per phase), PR LAY

hase, each
rarmy makes
rtal wound
y unit can
s effect

Y LEGIONES DAEMONICA Detachme
port, Super-heavy Auxiliary or Fortific:
Network Detachments) in which every unit has the NURGLE kegy

You have access to the following Nurgle Warp Storm effects, and
spend Warp Storm points to use them

Ifyour armyincludes an
[excludtng Auxiliary Sup

SWARMING INSECTS

Use this effect at the start of the Fight phase, Until the end of the
phase, each time a LEGIONES DAEMONICA NURGLE madel from your .
army makes a melee attack, add 1 to that attack’s hit roll

Use this effect at the start of the Fight phase. Until the end of the
phase, each time a LEGIONES DAEMONICA NURGLE model from your
army makes a melee attack against an enemy VEHICLE unit, improve
the Armour Penetration characteristic of that attack by 1.

Use this effect at the start of your Shooting phase. Roll one D6 for
each enemy unit within 12" of one or more LEGIONES DAEMONICA
NURGLE units from your army. On a 6, that unit suffers D3

mortal wounds.

SLAANESH

If yourarmy includes any LEGIONES DAEMONICA Detachments &
(excluding Auxiliary Support, Super-heavy Auxiliary or Fortification :
Network Detachments) in which every unit has the SLAANESH .
keyword, you have access to the following Slaanesh Warp Storm -
effects, and can spend Warp Storm paints to use them.

MESMERISING DANCE

Use this effect at the start of the Fight phase. Until the end of the
phase, each LEGIONES DAEMONICA SLAANESH unit fram your army
that is within Engagement Range of any enemy units can fight first
that phase.

Use this effect in your Movement or Charge phase. Until the end of the
turn, each time an Advance roll or Charge roll is made for a LEGIONES
DAEMONICA SLAANESH unit from your army, add 1 to the result.

Use this effect at the start of your oppanent’s turn, Until the end of ,
the turn, while an enemy unitis within 12" of one or more LEGIONES

DAEMONICA SLAANESH units from your army, each lin.\e that e
unit starts to perform an action, roll 205. lf the result is greater
that enemy unit's Leadership characteristic, that action fails pnd :

gnemy unit suffers D3 mortal wounds.
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Out through brazen
and cailing fire,

In this section you will find the following rules:

EXALTED BLOODTHIRSTERS (PG 62)
Bloodthirsters can be upgraded with potent new
abilities. The rules for how you can upgrade these
models and the abilities they bestow are described in
this section.

KHORNE STRATAGEMS (PG 63)

Khorne armies have access to unique battlefield
strategies and tactics that they can utilise to best their
foes in any theatre of war; these are represented by
the Stratagems in this section, and you can spend
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Command points to use them in your games. You can
find out more about Stratagems and Command points
in the Warhammer 40,000 Core Book.

KHORNE WARLORD TRAITS (PG 64) :
Khorne WarLORD models can have one of the traits
presented in this section, These help to better reflect
their individual combat and commandtgty}c’ g

the battlefield. - 3 ‘iﬁ w7

oy
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ITHE BOOK OF BLOOD

gates they march, across endless frelds of daughter. Searing brass they bear,
and the hatred that beats in every living heart. Cloven hooves crack Hadkened
sbulls underfoot as they stalk Sforth beneath a rain of boiling Hood, and mountains of hodies they
raise for the Lord of Battles. 1 l

RELICS OF KHORNE (PG 65)

Khorne’s greatest champions can be equipped with
powerful artefacts called Relics of Khorne; these Relics
and the rules they bestow are described in this section.

KHORNE DATASHEETS (PG 66-73)

This section is essential to all Chaos Daemons players
who wish to include KHORNE units in their army,
regardless of preferred play style, containing as it does
the datasheets for LEGIONES DAEMONICA KHORNE units.
Each datasheet describes, amongst other things, the
profiles of its models, the wargear they can be equipped
with and the abilities they have. You can find out more
about datasheets in the Warhammer 40,000 Core Book.
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There are those amongst the Bloodthirsters of Khorne wlu? serve
as the Blood GodX personal guard, his champions, executioners
and generals. Such lords of slaughter exhibit might and unholy
bless?nqs beyond even those of other Bloodthirsters, and embody
the anarcsl warrior archetypes of the ages. Ka'Bandha is such a
l’L‘fl;\‘. he who battled the angelic Primarch Sanguinius during
the S‘icgc of the Emperor’s Palace, and who almost destroyed

the assembled might of the Ultramarines Chapter so many

millennia later.

If your army includes any LEGIONES DAEMONICA Detachments
(excluding Auxiliary Support, Super-heavy Auxiliary or
Fortification Network Detachments), then when you muster
YOUr army, you can upgrade any BLOODTHIRSTER models from
your army to be exalted.

When a model is upgraded to be exalted it gains an Exalted
ability. You can select one of the Exalted abilities (see right) for
that model. That model’s Power Rating is increased accordingly,
as shown in the table below. If you are playing a matched play
game, or a game that uses a points limit, then the points value
of that unit is also increased by the amount shown in the same
table. Make a note on your army roster each time you upgrade a
unit using these rules, specifying the ability it has gained.

Named characters (e.g. SKARBRAND, page 66) cannot be given
Exalted abilities. Each model can only be upgraded to have
Exalted abilities once. An army (or a Crusade force) cannot
include the same Exalted ability more than once.

A Crusade force cannot start with any models having Exalted
abilities — to include one in a Crusade force, you must use the
Exalted Daemon Requisition (pg 132).

EXALTED ABILITY POWER POINTS
Master of the Blood Tide +1 +20
Rage Unchained 72 +35

EXALTED ABILITIES

INDOMITABLE ONSLAUGHT

Hate and bloodlust bind this daemon’s corporeal form
together with such furious vehemence that its victims
struggle to banish the rampaging monster with even the 1704
powerful weapons.

This model cannot lose more than 8 wounds in the same
phase. Any wounds that would be lost after that point are
not lost.

MASTER OF THE BLOOD TIDE

The bloody tides of battle fill this daemonic warrior with
surging might, every fresh charge and countercharge sending
infernal vitality coursing through its limbs and lending
renewed ferocity to its blows.

Each time this model fights, if it made a charge move,
was charged, or performed a Heroic Intervention this
turn, then until that fight is resolved, add I to this model’s
Strength and Attacks characteristics.

RAGE UNCHAINED

No matter the hurts done to it, this blood-spattered
abomination continues to slaughter its foes without seeming
even to register the desperate blows of.

This model is considered to have double the number of

wounds remaining for the purposes of determining what its
characteristics are.
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If your army includes any LEGIONES DAEMONICA KHoR
Fortification Network Detachments), you have acce

FRENETIC BLOODLUST
Legions of Khorne - Battle Tactic Stratagem

Ravening packs of Bloodletters spill across the battle
out the foe, eager to spill their blood, y

field seeking

Use this Stratagem at the start of the Fight phase. Select one
BLOODLETTERS CORE unit from your army.

« If that unit is not within Engagement Range of any enemy
units, make a Normal Move of up to 6" with that unit, It must
end this move closer to the closest visible enemy unit.

« If that unit is within Engagement Range of any enemy units,
make a pile-in move with that unit.

If this unit makes a Normal Move, this Stratagem costs 2CP;
otherwise, it costs 1CP.

GLORIOUS DECAPITATION
Legions of Khorne — Epic Deed Stratagem

2CP

No sight does more to drive the legions of the Blood God into a
killing frenzy than the head of an enemy champion lopped off in
a fountain of gore, and another worthy skull added to the charnel
mountain upon which Khorne’s brass throne is set.

Use this Stratagem when an enemy CHARACTER model is
destroyed by a melee attack made by a LEGIONES DAEMONICA
KHORNE CHARACTER model from your army. Until the end of the
battle, that KHORNE CHARACTER model has the following ability:

Slayer of Champions (Aura): While a friendly LEGIONES
DAEMONICA KHORNE unit is within 6" of this model, each time a
model in that unit makes an attack, an unmodified wound roll
of 6 inflicts 1 mortal wound on the target in addition to any
normal damage. A unit can only suffer a maximum of 6 mortal

wounds per phase as a result of this ability.

You can only use this Stratagem once.

RELICS OF THE BRASS CITADEL 1CP

Legions of Khorne - Requisition Stratagem

The infernal armouries of Khorne’s daemon legions overflow with
macabre artefacts of unbridled slaughter.

Use this Stratagem before the battle, when you are mustering
your army. Select one LEGIONES DAEMONICA KHORNE CHARABT(E:;] '
model from your army and give them one ’Rellc of Khorne . is
must be a Relic they can have). Fach Relic in your army m:al
be unique, and you cannot use this Stratagem to give a mode
two Relics. You can only use this Stratagem once, unless you
are playing a Strike Force battle (in which case,
Stratagem twice) or an Onslaug
use this Stratagem three times). .

RATA

NE units (excludin
88 to these Stratage

you can use this
ht battle (in which case, you can

)
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# units in Auxiliary Support, Super-heavy Auxiliary or
ms, and can spend CPs to use them,

CONTEMPT FOR SORCERY
Legions of Khorne - Strategic Ploy Stratagem

The loathing for witchery that radiates from the daemons of
Khore can unmake even the mightiest of conjurations.

Use this Stratagem in your opponent’s Psychic phase, after a
Psychic test is passed for an enemy Psyker unit and after any
Deny the Witch attempt is made, If that enemy PsYKER unit is
within 24" of any LEGIONES DAEMONICA KHORNE units from your
army, roll one D6, adding 1 to the result if that enemy PSYKER is "j
within 12" of any FLesH HouNDS units from your army: on a 4+, s
that psychic power is denied.

BRASS STAMPEDE
Legions of Khorne - Strategic Ploy Stratagem

1CP

The daemonic cavalry and chariots of the daemons of Khorne
slam into the enemy lines like a brass-shod avalanche of death.

Use this Stratagem after a LEGIONES DAEMONICA KHORNE CAVALRY
or LEGIONES DAEMONICA KHORNE VEHICLE unit from your

army finishes a charge move. Select one enemy unit within
Engagement Range of that unit and roll one D6 for each model
in the charging unit, adding 3 to the result if the charging unit is
a VEHICLE unit:

« On a 6-8, that enemy unit suffers D3 mortal wounds.
« On a9, that enemy unit suffers D3+3 mortal wounds. o

BANNER OF BLOOD
Legions of Khorne - Wargear Stratagem

The dark icons carried above Khorne’s daemonic hosts spur these
who march below them forward with greater fury.

Use this Stratagem when a LEGIONES DAEMONICA KHORNE lcon
unit from your army is selected to charge. Until the end of the
phase, each time you make a charge roll for that unit, roll one
additional D6 and discard the lowest result.



Fourth, should the inclination take you to read the words of this grimoive hackwards, or indeed ts intone alond any of

your own.
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ghth nor ninth, lest something take your vice from you and make it not
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the text scribed herein, resist this urge with all the f/!'r’tg«///f you have, Read neither every iixth word, nor seventh, nor

ORNE WARLORD TKAITS

[fa LEGIONES DAEMONICA KHORNE CHARACTER model from your army gains a Warlord Trajt, you can
use the Khorne Warlord Traits table below to determine which Warlord Trait they have, Yoy o
cither roll one D6 to randomly generate one, or you can select one,

If a KHORNE HERALD model gains a Warlord Trait, they can only have the Aspect of Death, Brazen

Hide or Devastating Blow Warlord Traits. You can either roll one D3 to randomly generate one, or

you can select one.

1. ASPECT OF DEATH (AURA)

Such is the palpable aura of dread this daemon
emanates that its enemies may die of sheer terror.

While an enemy unit is within 6" of
this WARLORD:

« Subtract 1 from the Leadership characteristic
of models in that unit.

« Each time a Combat Attrition test is taken
for that unit, subtract 1 from that Combat
Attrition test.

2. BRAZEN HIDE

This daemons warpflesh is infused with rune-
wrought brass that shatters blades and turns
aside even the most powerful enemy blows.

Each time this WARLORD would lose a wound,
roll one Dé6: on a 5+, that wound is not lost.

3. DEVASTATING BLOW

So monstrous is the strength behind this warlord’s
blows and so unstoppable their hatred that they
can lay victims low with but a single strike.

Each time this WARLORD makes a melee attack,
rules that ignore wounds cannot be used.

4. GLORY OF BATTLE

The more foes that surround this daemon, the
faster and more eagerly it fights,

o Add 1 to this WARLORD’S
Attacks characteristic,

+ While this WARLORD is within 3" of 6 or
more enemy models, add 1 to this WARLORD’s
Attacks characteristic.

» While this WARLORD is within 3" of 11 or
more enemy models, add 1 to this WARLORD's
Attacks characteristic.

5. IMMENSE POWER

The molten fury of the Lord of Battle rages
within this daemon, and its body is swollen with
unholy might.

Each time this WARLORD makes a melee attack,
add 1 to that attack’s wound roll.

6. RAGE INCARNATE
The fury with which this daemon hurls itself at

the enemy serves as a beacon of wrath to its like-
minded minions.

* Add 1 to Advance and charge rolls made for
this WARLORD.

+ Each time a friendly LEg1oNES DAEMONICA
KHORNE CORE unit declares a charge against
an enemy unit within Engagement Range of
this WARLORD, add 1 to the charge roll made
for that unit.

NAMED CHARACTERS AND WARLORD TRAITS

If one of the following characters gains a Warlord Trait, th

shown below:;

Named Character
Skarbrand

Skulltaker

Karanak

Warlord Trait
Rage Incarnate
Devastating Blow
Aspect of Death

ey must have the relevant one




If a LEGIONES DAEMONICA K“““l‘m m A ‘ ,
characters and VERICLE models cmnot?;“ Model gaing a Relic,

Note that some Relics replace one of the

points values, still pay the cost of the wargear that is beis items of Wargear. Where this is the case,

army roster

ARMOUR OF SCORN

Though this armour was forged in the Brass Citadel it
Blood Gods contempt that gave it life. Aeons after l‘t’s C,Was &
this same burning scorn that shields its wearer in bamemﬁo”' ftis

KHORNE MONSTER model only.

. Each time an attack with a Damage characteristic of 1is
allocated to the bearer, add 1 to any saving throw made
against that attack.

« Each time the bearer would lose a wound as a result of a

mortal wound in the Psychic phase, roll one D6: on a 4+, that
wound is not lost.

THE CRIMSON CROWN

It is said that this crown was created from a single drop of Khorne’s
blood. A measure of the Blood Gods endless wrath is bound within
the crown, and its effect upon his daemonic servants is palpable.
Fuelled by the artefacts fell presence, Khorne’ daemons are driven
to ever greater heights of savagery and slaughter.

At the end of each battle round, if the bearer destroyed any
enemy models during that battle round, you can retain up to 2
unspent Warp Storm points (pg 58).

RUNE OF BRASS

Eiched into the daemon’s armour — or embedded into its flesh —

the Rune of Brass retains the infernal heat of its creation. The glare
of its still-molten form is agomy to witches, for it conjures the all-
consuming blaze of the pyre, and twists their powers against them.

The bearer has the following ability:

Rune of Brass (Aura): While an enemy PSYKER unit is within
12" of the bearer:

. Each time a Psychic test is taken for that unit, it suffers P erilsf
of the Warp on any dice roll that includes a double, instead o

only 2 double 1 or double 6. : e
. Each time that unit suffers Perils of the Warp; it suffers

mortal wounds instead of D3.

BLOOD-DRINKER TALISMAN o
‘eized from the blasted surface of a croné world, s s;nt 1 nic
vemstone resides within the warp-win ought bagh DﬂtI: aeim(;he
master. There it pulses with malign murderlust, dﬂ;: mggll’;n the
blood that sprays its host’s flesh during battle and fia annon wfthin
stolen life force to reknit the corporeal form of the daen

which it resides,

Each time the bearer fights, after resolving Its h' I':m‘
D6 for each enemy model that was d€s @ :
On a 5+, the bearer regains 1 10
fegain more than 6 lost I

given any of (he Tollumy:: ;f:ﬂf.!w them one of the following Relics of Khorne.

ARGATH, THE KING OF BLADES

When a daemon is bound within a weapon by its infernal master,
it rarely submits willingly to this terrible incarceration. The same
cannot be said for Argath. A lifetime of slaughter and zealous
dedication saw this butcher granted daemonhood. Such was his
devotion to Khorne that instead of accepting immortality as a

Daemon Prince, he instead chose to take the form of a deadly .
blade so that he could spill the lifeblood of Khorne's greatest ~:}A f :
enemies. Their hand guided by Argath's spirit, this weapon's ‘%,;"
wielder becomes nigh on unstoppable. Countless are the rival -

champions and mortal heroes that have fallen to his power. e
Select one melee weapon the bearer is equipped with.

* Add 1 to the Damage characteristic of that weapon.

o Each time the bearer makes a melee attack with that weapon, :
you can ignore any or all modifiers to that attacks hit roll and
any or all modifiers to that attack’s wound roll.

« That weapon is now considered to be a Relic for all
rules purposes. &

SKULLREAVER v
This monstrous axe forms the prison for a Bloodthirster defeated
in a duel against a rival champion of Khorne. The rage of the
trammelled daemon causes the blade’s infernal runes to blaze with
the heat of a captive star, and keeps its edge so supernaturally
sharp that a single blow from Skullreaver can lop the head from
the mightiest foe or decapitate an entire rank of lesser victims.

S

i
oy

Model equipped with axe of Khorne only. This Relic replaces an
axe of Khorne and has the following profile:

WEAPON RANGE TYPE S . B0
Skullreaver Each time an attack is made with this weapen,
select one of the profiles below to make that
attack with.
- Mighty strike Melee  Melee +4 -4 D&
Melee  Melee User -3 1

- Sweeping blow
Abilities: Each time an attack is made against a VEHICLE or MONSTER
unit with this weapon’s mighty strike profile, that attack has a Strength
characteristic of x2 and a Damage characteristic of D3+3. Each time an
attack is made with this weapon's sweeping blow profile, make 2 hit ralls

instead of 1.



SNARDNAIVLY

Some of this model's charact

No. Name

SKARBRAND model.

eristics change as it suffers damage, as shown below:

1 Skarbrand 12+ wounds remaining)
Skarbrand (6-11 wounds remaining)
Skarbrand (1-5 wounds remaining)

Skarbrand is equipped with: bellow of endless fu

Each time an attack is made with this weapon, select one oﬂhcm :

Slaughter and Carnage attack with
- Mighty strike Melee
- Sweeping blow Melee

MiiaWS  BSs. S

8" 2+ 2+ 8
i 3+ 24 8
6" 4+ 2+ 8 8

ry; Slaughter and Carnage. Your army can only include one

WEAPON RANGE TYPE S AP D ABILITIES
Each time an attack is made with this
Bellow of endless fury 1e" Assault 206 5 1 1 weapon, that attack automatically hits the

target.

Each time an attack it
Melee X2 -4 D3+3 weapon profile, ir

cannot be made agai

Each time an attack is
Melee User -2 2

weapon profile, ma
of 1.

ABILITIES
Daemonic (pg 56)

Never pausing, never
relenting, Skarbrand
storms across realspace
hacking apart every
luckless foe that stands
in its path. Worse, all
who find themselves in
the daemon'’s presence
are seized by its feral

Witchbane: This unit cannot be targeted or affected by psychic powers.

Rage Embodied (Aura): While a unit is within 6" of this model:

* Add 1 to the Attacks characteristic of models in that unit.

« Each time a Morale test is taken for that unit, it is automatically passed.

* Each time that unit s selected to Fall Back, the controlling player rolls 3D6. If the total is greater than that unit’s
Leadership characteristic, that unit cannot Fall Back.

murderlust, 2 madness that
sees elegant strategies
collapse into orgies of

primal savagery. SKARBRAND

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, KHORNE
KEYWORDS: MONSTER, CHARACTER, DAEMON, GREATER DAEMON, WARP Locus, BLOODTHIRSTER,

KHORNE’S FALLEN FAVOURED

Mortals say of Skarbrand that no daemon ever

served Khomne more faithfully, nor shed blood more
enthusiastically. Yet legend has it that though the Greater
Daemon rose high in the Blood God'’s favour, it became
wild and prideful of its conguests and left itself open to
manipulation. The Changer of the Ways, they say, was the
one to note this weakness and to exploit itwith subtle
whispers until one day Skarbrand’s fury overflowed.
Taking up its axes, the mighty daemon struck a blow at

Khorne himself.

The legends speak of Khorne's rage at this betrayal as a
thing fit to burn out the stars in the heavens. Some even
claim this as literal truth, preaching that every star ever to
burst in furious supernova since that day has done so as
an echo of the Blood God's wrath, Khorne is said to have

gripped his wayward servant about the throat, choking
nothing remained within Skarbrand but mindless rage, then
to have hurled the Bloodthirster across the heavens as a
blazing meteor.

«

What arose from the impact crater of Skarbrand'’s final fall
was a ruined and wrathful thing whose wings were reduced
to gristle-gore tatters, and whose monstrous visage was as
much flayed skull as daemonic flesh. Yet the rage that had
driven the exile to strike at its master remained and burned
hotter than ever. This, the storytellers claim. accounts for the
madness said to fall upon friend and foe alike at Skarbrand's
coming. Even the meekest coward becomes a murderous
berserker in the exile's presence, and the bloodshed that
ripples out from the daemon in waves has caused gory
apocalipses that have consumed eountless worlds.




e R R h’,bf,%“ !
LOODTHIRSTER
e of this model’s characteristics change as it suffers damage, as shown below:

No. Name M WS BS §

1 Bloodthirster (114 wounds remaining) 12" 5

(4 'L !

Bloodthirster (B-10wounds remaining)  10° 8 24 g

loodthirster (1-5 wound | ' :
i /E,__‘..T,‘.m | ,‘“ unds remaining) 8 A, 24 ! ! N/A a 10 f /44
A Bloodthirster is equipped with: hellfire breath; great axe of Khorne
WEAPON RANGE TYPE S AP D ABILITIES
Each time an attack is made with this
weapon, excess damage it inflicts is not
Bloodflai 12 Assault 1 4 3p3 'ostinstead, keep allocating excess
dam age to another model in the target unit
until either all the exceas dar Age has heer
allocated or the t arget unit is destroyed
, Each time an attack is made with this
"
L&m« 12 Assault D6 5 2 1 weapon, that attack automatically hits the
E target,
Lash of Khorne 12 Assault 6 Uset 1 2
;wa Each time an attack is made with this weapon, select one of the profiles below to make that
attack with,
- Mighty strike Melee  Melee +4 -4 o] {R e
: Each time an attack is made with this
- Sweeping blow Melee  Melee User -3 1 weapon profile, make 2 hit rolls instead
f of 1.
; - P Each time an attack is made with this weapon, select one of the profiles below to make that
s % attack with.
Mighty strike Melee  Melee x2 -4 D3+3 -
Each time an attack is made with this
Sweeping blow Melee  Melee User -3 2 weapon profile, make 2 hit rolls instead

of 1.

Bloodthirsters are supreme
reat axe of Khorne can be replaced with 1 axe of Khorne and one of the following: 1 bloodflail; 1 lash warriors, feracious

horne embodiments of the

Blood God's rage and
murderlust. Commanders
and champions of the

56) Relentless Carnage: At the end of the Fight phase, select Khornate daemon

legions, Bloadthirsters

are possessed of supreme
martial skill. They wield
baroque weapons of
appalling power, and
slaughter all in their paths.

re
one enemy unit within Engagement Range of this model
and roll one D6 (subtracting 2 from the resultif that unit
is an INFANTRY CHARACTER unit): on a 2+, that unit suffers
D3 mortal wounds.

Daemon Lord of Khorne [Aura): While a friendly LEGIONES
Daemonics KHORNE CORE unit is within 6" of this model,
me 2 model in that unit makes an attack, re-roll a

ON KEYWORDS: CHAOS, LEGIONES DAEMONICA, KHORNE :
'WORDS: MONSTER, CHARACTER, FLY, DAEMON, GREATER DAEMON, BLOODTHIRSTER .
L B MR ot 1 2 -y




1 Skulltaker 6"
rmy can only include one SKULLTAKER model.

S AP D ABILITIES

Each time an attack is made with this

The Slayer Sword Melee  Melee User -3 3 weapon, invulnerable saving throws
cannot be made against that attack,

Daemonic (pg 56) Herald of Khorne (Aura): While a friendly LEGIONES
DAEMONICA KHORNE CORE unit is within 6" of this model,
each time a model in that unit makes an attack, you can

Skulltaker is equipped with: the Slayer Sword. Youra
RANGE TYPE

Skulls for Khorne:
« Each time this model makes a melee attack againstan

enemy CHARACTER unit, you can re-roll the hit roll and re-roll a wound roll of 1.

you can re-roll the wound roll. Lord of Decapitations: In your Command phase, select
. « Each time an enemy CHARACTER unitis destroyed by one friendly BLOODLETTERS CORE unit within 6” of this
. an attack made by this model, increase the range of model. Until the start of your next Command phase, each
r is Khorne's this model's Herald of Khorne and Lord of Decapitations time a model in that unit makes a melee attack, add 1 to
er. Wielding the abilities (see right) by 3" (to a maximum of 12"). that attack’s hit roll.
 Slayer Sword,
r's every blow FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, KHORNE
ther head from KEYWORDS: INFANTRY, CHARACTER, DAEMON, BLOODLETTERS, HERALD, SKULLTAKER

y's shoulders.

at the head

ohort of Blood

,d assemblage
ightiest

>tters — Skulltaker

n ever-greater tally
hy skulls for Khorne.

BLOODMASTER

No. Name M WSt BS. S T W
! Bloodmaster 6" 2+ 3+ 6 5

A Bloodmaster is equipped with: blade of blood.

WEAPON RANGE TYPE S AP D ABILITIES
Blade of blood Melee  Melee User -3 3

nmand phase, select one
thin 8" of this moael

ch tume 3

paemonic (pg 56) Bloodmaster: In your Cor
friendly BLOODLETTERS CORE unitwi :
Until the start of your next Command phase, @a o
model in that unit makes a melee attack, an unmac

4 5 th
hit roll of 6 automatically wounds t

Herald of Khorne (Aura): While a friendly LEGIONES
DAEMONICA KHORNE CORE unitis within 6" of this model,
eachtimea model in that unit makes an attack, you can g target

re-roll a wound roll of 1

FACTION KEYWORDS: CHADS, LEGIONES DAEMONICA, KHORNE ODMASTER
KEYWORDS: INFANTRY, CHARACTER, DAEMON, BLOODLETTERS, HERALD, BLO

isen victorious horq the
orrors of the skullpit,
Bloodmasters |ead
Khorne's Bloodletters

hosts in pattle. The

presence of these hulking
daemonic slaughterers
imbues their infernal T
followers with even {;r’(:d:l( (I
fury and might, even as )

ers t selves
gloodmasters hem o



Skullmaster

1

. . 2
A Skullmaster is equipped with: blade of blood; bladed k : - .
b orn. 0 —
WEAPON RANGE TYPE S AP
Blade of blood Melee  Meles T D ABILITIES
: ser 3 3
Malefic 4. Each time the by
4 earer fights,
orn Melee  Melee e ifit made a charge move this turn, then
1 until that fight is resolved, change the

Strength characteristic of this weapon
o4,

Daemonic (pg S6)

Sku :
llmaster: In your Command phase, select one friendly

Herald of Khorne (A < Whi

s KHDR[Neuéao],\\hule a friendly LEGIONES BLOODLETTERS CORE unit within 6" of this model. Until tk
S AL : o ) s mode Wil th
B el RE unitis within 68" of this model, start of your next Command phase, each r.m; arm r, || b
MR SUINX mo n \ \ asg, €ac 2 a model in
i atunit makes an attack, you can thatunit makes a melee attack, an unmodified n; fl r‘;F
re-1oil a Ouna 10 - (% } ! ? v 0 2 e
¢ automatically wounds the target Skull ¢ d
; ‘ ullmasters ride
: ——

iﬁlig%é\??,ORDS: CHAOS, LEGIONES DAEMONICA. KHORNE daemon steeds known

EYWO - CAVALRY. ) as Juggernauts. Mount

CHARACTER, DAEMON, BLOODLETTERS, HERALD, SKULLMASTER ”po"g?hese beasts of 3

living brass and molten
fury, Skullmasters lead
the Khornate cavalry
charge into the heart of
the enemy lines, hacking,
beheading, impaling and
crushing. Few are the foes
that can stand against this
devastating stampede.

RENDMASTER ON BLOOD THRONE 7 rower

BS S T w A Ld DSv
9 5 8 4+/4+

No. Name M WS

Rendmaster on Blood Throne 8" 2+ 3+ 6 7

th: attendants’ hellblades; blade of blood.

AP D ABILITIES
-3 2 Malefic 4

& Rendmaster on Blood Throne is equipped i

WEAPON RANGE TYPE S

Attendants’ hellblades Melee  Melee User

Blade of blood Melee  Melee lisers & =3 3l

r Command phase, selectone
unit within 9" of this model.

mmand phase, eachtimea

Daemonic (pg 56) Blood Throne: In you

; ; lee friendly BLOODLETTERS CORE
time thipmodsl makes » mel Until the start of your next Co
£8 0 MONITER UDL: at unit makes a melee attack, an unmodified
e target

Champion Slayer: Each
attack against an enemy CHARACT modelin th

ou can re-roll the wound roll hit roll of 6 automatically wounds th

While a friendly LEGIONES

Herald of Khorne [Aura):
his model,

DAEMONICA KHORNE CORE Unitis within 6" of t
each time a model in that unit makes an attack, you can
The greatest of Khorne's

re-roll 2 wound roll of 1
heralds are Rendmasters,

FAC 2 ‘ ONICA, KHORNE B ds are Rendr

“-”UN' KEWORDE SN LAGLONES DAEMB OODLETTERS HERALD, BLOOD THRONE, RENDMASTER who ride to battle atop

REYWORDS: VERICES: CHARACTER, DAMON, 5+ : monstrous Daemaon
Engines known as Blood

Thrones. Infernal lore
suggests these engines
are fashioned from slivers
of the Blood Qod's own
throne, and that wherever
they plough into the foe,
Khorne's legions fight
beneath his lowering gaze.

.t = Ll ; o
- aa &3 : 2



KARANAK

No. Name

MiEWS  BS S T W
127 2+ - 6 S

1 Karanak

Karanak is equipped with: soul-rending fangs. Your army can only include one KARANAK model.

| WEAPON RANGE TYPE S AP D ABILITIES

Melee

Melee

Soul-rending fangs

Prey of the Blood God: In your first Command phase,
select one enemy CHARACTER unit. Each time this
model makes an attack against that CHARACTER unit, a
successful wound roll inflicts 2 mortal wounds on the
target and the attack sequence ends.

Daemonic (pg 56)

Brass Collar of Bloody Vengeance: [n your opponent’s
Psychic phase, this model can attempt to deny two
psychic powers as if it were a PSYKER.

Pack Leader (Aura): While a friendly FLESH HOUNDS CORE
unit is within 6" of this model, each time a model in that

unit makes an attack, re-roll a wound roll of 1. If the target
is a PSYKER unit, you can re-roll the wound roll instead.

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, KHORNE
KEYWORDS: BEAST, DAEMON, CHARACTER, FLESH HOUNDS, KARANAK

k hunts those who
sult to Khorne.

g its prey across

d space, it is an
pable predator.
1k’s incorporeal
summon the Blood
»f Khorne to join it in
ase, a cavalcade of
bus daemons set on
>m and slaughter.

BLOODLETTERS 6 rower

No. Name M WS BS S T w A Ld DSv

9  Bloodletter 6% 3 5 4 1 2 6 Sk
1 Bloodreaper BrE s BT gt 5 4 1 Fdd
Every model is equipped with: hellblade.
WEAPON RANGE TYPE S AP D ABILITIES
Hellblade Melee Melee User -3 iy 76
OTHER WARGEAR ABILITIES
i While this unit contains any models equipped with a daemonic icon:
Daemonic icon * Ithas the IcoN keyword.

* Each time a Combat Attrition test is taken for this unit, you can ignore any or all modifiers.

While this unit contains any models equipped with an instrument of Chaos: ;
Instrument of Chaos * Ithas the INSTRUMENT keyword. e G E

* Add 1 to the Leadership characteristic of models in this unit.

WARGEAR OPTIONS

* One Bloodletter that is not equipped with a daemonic icon can be equipped with 1 instrument of Chaos.
* One Bloodletter that is not equipped with an instrument of Chaos can be equipped with 1 daemonic icon.

odletters are hate and

lence made manifest.
acking in berserk packs

in martial, marching Daemonic (pg 56)

ks, they hack apart their
tims with monstrous - FACTION KEYWORDS: CHAOS, LEGIONES DARMONICANKIRELE ‘
llblades. These weapons KEYWORDS: INFANTRY, DAEMON, CORE, BLOODLETTERS -
yw red-hot with the fury sl Al ILETTER o b
their wielders, and even

e slightest wound they

flict can see the victim ;
od drv in seconds. 4 ‘l‘

———————————




No. Name
2-5 Bloodcrusher
Bloodhunter wikie

|f this unit contains 4 or more models it has Power Rating 12. Every model is equipped with: bladed horn; |

hr;lﬁwladé »
WEAPON RANGE TYPE S AP D ABILITIES

Malefic 4, Each time the bearer fights

if it made a charge move this turn. then

Bladed horn Melee  Melee ) Piihbd frdindhd
until that fight is resolved, hange the
Strength characteristic of this weapor

to +¢

blad Melee  Melee User 3 A,

i e
OTHERWARGEAR  ABILITIES

Thile thic \
While this unit contains any models equipped with a daemonic icon

o

Daemonic icon * |thas the lcoN keyword
* Each time a Combat Attrition test is taken for this unit, you can ignore any or all modifiers

While this unit contains any models equipped with an instrument of Chaos:
Instrument of Chaos * Ithas the INSTRUMENT keyword.

* Add 1 to the Leadership characteristic of models in this unit. Unholy fusions of daemon
and machine, Juggernauts

WARGEAR OPTIONS of Khorne are unstoppable
beasts whose blood is
fire and whose every step
is thunder. When ridden
into battle by Bloodletters
they act as shock cavalry,
bearing down on their
Daemonic (p | victims like battering rams.
: : The destruction when
FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, KHORNE their charge hits home is

isher that is not equipped with a daemonic icon can be equipped with 1 instrument of Chaos

KEYWORDS: CAVALRY, DAEMON, BLOODLETTERS, CORE, BLOODCRUSHERS hideous to behold.
e




FLESH HOUNDS

4-9 Flesh Hound 3172 3+ - 5 4
1 Gore Hound 12 s - S5end

If this unit contains 6 or more models it has Power Rating 10. Every Flesh Hound is equipped with: gore-drenched fangs. The
Gore Hound is equipped with: burning roar; gore-drenched fangs.

WEAPON RANGE TYPE S AP D ABILITIES

Each time an attack is made with this

Burning roar 2 Assault D6 4 -1 1 weapon, that attack automatically hits
the target.
Gore-drenched fangs Melee  Melee User -2 150

Daemonic (pg 56) Savage Pounce: Each time a model in this unit makes an
attack with its gore-drenched fangs, if that model’s unit

Collar of Khorne: In your opponent’s Psychic phase, this
made a charge move or performed a Heroic Intervention

"o unit can attempt to deny one psychic power as if it were

. 2 a PSYKER. this turn, add 1 to that attack’s Damage characteristic.
unting hounds of
f"‘;‘fk_ the terror FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, KHORNE
tirelrprey across KEYWORDS: BEAST, DAEMON, CORE, FLESH HOUNDS

1lar gulfs. The brass
about their necks
ay even the most
sorceries of their
rate prey, before the
ng Flesh Hounds
themselves onto
ictims swinging
s talons and sinking
ong fangs deep.

SKULL CANNON 5 power
No. Name M WS BS S T W A Ld Dsv
1 Skull Cannon 8" 3+ 3+ 6 7’ 9 2 ; 4+/4+

biting maw.

A Skull Cannon is equipped with: skull cannon; attendants’ hellblades;

5 WEAPON ABILITIES

Blast. Each time an attack is made with

" -7 2 this weapon, the target does not receive
ol g Lo 0322 % the benefits of cover against that attack.
ic4
Attendants’ hellblades Melee Melee lsen iR NS a1 i Malefied .
Biting maw Melee  Melee User -1 2ian

T

Daemonic (pg 56]’(//,,

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, KHORNE
KEYWORDS: VEHICLE, DAEMON, BLOODLETTERS, SKULL CANNON
- — S— — ————— ———E

.

rotesque brazen war
engines that rumble
into battle with obscene
eagerness, skull Cannons
are fed the corpses of the

fallen to fuel their charnel

fury. When they fire,

these infernal weapons
spit blazing skull§ that
arc through the air llke.
meteors before exploding
with thunderous violence



SKULL ALTAR |

No. Name
a1 Skull Altar

A Skull Altar has no equipment.
ABILITIES

paemonic (pg 56)

Ritual Slaughter: While there is a model embarked

witchbane (Aura]: While a PSYKER unit is within 18"

within this TRANSPORT model, this TRANSPORT model can
of this model, subtract 2 from Psychic tests taken for

attempt the following action

atunit.
thatuni Ritual Slaughter (Action): At the end of your Movemnent

War Altar: While @ model is embarked within this phase, this model can start to perform this action, The

TRANSPORT model, this TRANSPORT model has the same action is completed at the end of your next Charge
wura abilities as the embarked model phase. Once completed, roll one D6 for each LEGIONES
DAEMONICA KHORNE unit from your arrmy within 12" of
this model and within Engagement Range of any enermny

units: for each 4+, gain 1 Warp Storm point

ity of 1 KHORNE INFANTRY HERALD model. Rumbling up from the

e tortured ground amidst
HAOS, LEGIONES DAEMONICA, KHORNE

geysers of gore and skulls,
. VEHICLE, TRANSPORT, WARP LOCUS, SKULL ALTAR these grotesque altars

mar the land wherever
the daemons of Khorne
advance. They are sites

of sacrifice, the blood
shed atop them causing
waves of wrathful unreality
to roll out across the
battlefield spreading hate
and destruction.
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THE BOOK OF CHANGE

t lf;n inﬁ'inkq changing flowing ene into another sorcery becomes flame hecomes diamond
a : s and 'd]W(I'VI they gibber and shrick and whisper and tell their truthful lies while again
the shifting flow of frery change becomes warp becomes reality and in madness in flux in

pandemonium they rule. ..

In this section you will find the following rules:

EXALTED LORDS OF CHANGE (PG 76)
Lords of Change can be upgraded with potent new
abilities. The rules for how you can upgrade these
models and the abilities they bestow are described in
this section.

TZEENTCH STRATAGEMS (PG 77)

Tzeentch armies have access to unique battlefield
strategies and tactics that they can utilise to best their
foes in any theatre of war; these are represented by
the Stratagems in this section, and you can spend
Command points to use them in your games. You can
find out more about Stratagems and Command points
in the Warhammer 40,000 Core Book.

PANDAEMONIAC DISCIPLINE (PG 78)

If your army includes any Tzeentch PSYKER units,

they can be given additional psychic powers from the
Pandaemoniac discipline. This represents the different
arcane lore and particular talents of each i_ndi'vidual :
psyker, You can find out more about psychic powers in
the Warhammer 40,000 Core Book.

TZEENTCH WARLORD TRAITS (PG 79]
Tzeentch WARLORD models can have one of the traits
presented in this section. These help to better reflect
their individual combat and command style on

the battlefield.
RELICS OF TZEENTCH (PG 80)

Tzeentch’s greatest champions can be equipped with
powerful artefacts called Relics of Tzeentch; these Relics
and the rules they bestow are described in this section

TZEENTCH DATASHEETS (PG 81-87]

This section is essential to all Chaos Daemons players
who wish to include TZEENTCH units in their army,
regardless of preferred play style, containing as it does
the datasheets for LEGIONES DAEMONICA TZEENTCH units.
Fach datasheet describes, among other things, the
profiles of its models, the wargear they can be equipped
with and the abilities they have. You can find out more
about datasheets in the Warhammer 40,000 Core Book.
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Highest amongst the Lords of Change are those entities u'h‘nsv/ ’
plotting, foresight and esoteric lore please 'I‘:m.'r‘ttch most g1 ml‘ )
Such malevolent manipulators weave webs of fate and l]('l'('l’“(’v”
that span soaring gulfs of time and space. They oversee the .wmll\'
blasting campaigns of Tzeentchs daemon legions, manipulate his
cult followers in realspace, and apply themselves to twisting both
the ;\'arp and reality to most greatly empower the Dark God they
serve. For such efforts, Tzeentch rewards his favoured daemons

with mind-bending blessings of empyric power.

If your army includes any LEGIONES DAEMONICA Detac himents
(excluding Auxiliary Support, Super-heavy Auxiliary ot
Fortification Network Detachments), then when you muster
your army, you can upgrade any LORD OF CHANGE models from
your army to be exalted. When a model is upgraded to be

exalted it gains Exalted abilities

You can select one of the Exalted abilities (see right) for that

model. That model’s Power Rating is increased accordingly,

as shown in the table below. If you are playing a matched play
game, or a game that uses a points limit, then the points value

is also increased by the amount shown in the same

e a note on your army roster each time you upgrade a
these rules, specifying the ability it has gained.

have Exalted abilities once. An army (or a Crusade force) cannot
inch he same Exalted ability more than once.

A Crusade force cannot start with any models having Exalted

abilities — to include one in a Crusade force, you must use the
Exalted Daemon Requisition (pg 132).
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EXALTED ABILITIES

ARCHITECT OF DECEPTION

No foe, be they mortal or daemonic, can trust their
perceptions around this most cunning of daemons. A veil of
sorcerous illusion wreathes it so densely that its enemies may
not discern the daemon’s true location even should they stand
in its very shadow.

Bach time a ranged attack is made against this model,
subtract 1 from that attack’s hit roll.

MASTER MUTATOR

'The merest touch of this daemon'’s magicks causes the fabric
of realspace to twist and distort. Screaming victims find their
bodies and wargear erupting into grotesque mutant growth
that soon reduces even the most stoic or magnificent warrior
to a mewling heap of fleshy ruination.

At the end of your Psychic phase, roll one D6 for each
enemy unit that suffered any mortal wounds as a result of a
psychic power manifested by this model this turn: on a 2+,
that unit suffers 1 mortal wound.

NEXUS OF FATE

Orbited by glowing runes that dance through the air like will-
o’-the-wisps, the fates of all its allies and foes play out before

the bottomless wells of this daemon’s unblinking eyes.

In your Command phase, if this model is on the battlefield,
roll one D6: on a 4+, you gain one Command point.




If your army includes any LEGIONES DAEMON]

3 ] CA TZEENTCH
Fortification Network Detachments), i)

you have access to these

MINIONS OF MAGIC
Legions of Tzeentch - Battle Tactic Stratagem

The mutating change-fires unleashed by the freakish daemons
of Tzeentch pour through or melt away ey
formidable armour.

1CP

'en the most

Use this Stratagem in your Shooting phase, when a Horrors
CORE unit is selected to shoot. Until the end of the phase, each
time a ranged attack is made by a model in that unit, on an
unmodified wound roll of 6, change the Armour Penetration
characteristic of that attack to -3.

BURNING WARPFIRE
Legions of Tzeentch - Battle Tactic Stratagem

1CP/2CP

Employing their rubbery flesh as a conduit for the raw energies of
the warp, these daemons spew the resultant torrent of warp-stuff
as wave upon wave of mutating flame.

Use this Stratagem in your Shooting phase, when a FLAMERS
unit is selected to shoot. Until the end of the phase, each time a
model in that unit makes an attack with flickering flames or the
pink fire profile of fire of Tzeentch that targets an enemy unit
that contains 11 or more models, when determining how many
attacks that model makes with that weapon, count results of less
than 9 as 9. If that FLAMERS unit contains 4 or more models, this
Stratagem costs 2CP; otherwise, it costs 1CP.

WARP JAWS 1CP

Legions of Tzeentch — Battle Tactic Stratagem

Many Tzeentchian daemons possess slavering maws that
drool corrosive warp-stuff quite capable of eating through or
transmogrifying the toughest corporeal armour,

Use this Stratagem in the Fight phase, when a SCREAMERS,
FATESKIMMER or BURNING CHARIOT unit from your army is selected
to fight. Until the end of the phase, each time an attack is m'ade
with a lamprey bite or Screamer bites by a model in that unit,
add 1 to that attack’s wound roll.

MAGICAL BOON
Legions of Tzeentch - Epic Deed Stratagem

Arcane knowledge and mystical power have ever been the domain
of Tzeentch and his minions.

hase. Select

Use this Stratagem at the start of your Psychic p
om your army.

one LEGIONES DAEMONICA TZEENTCH PSYKER yflit fr B
That unit can attempt to manifest one additional psychic pc

this turn.

LEENTCH STRATAGEMS

(excluding units in Auxiliary Su
Stratagems, and can spend CPp

RELICS OF THE IMPOSSIBLE FORTRESS 1CP

1CP AMBLASTED STANDARD 1CP,

pport, Super-heavy Auxiliary or :
s to use them, ’

Legions of Tzeentch Requisition Stratagem

Many are the arcane devices wielded by the servants of Tzeentch

Use this Stratagem before the battle, when you are mustering ; 2
your army. Select one LEGIONES DAEMONICA TZEENTCH CHARACTER ‘
model from yout army and give them one Relic of Tzeentch
(this must be a Relic they can have). Each Relic in your army
must be unique, and you cannot use this Stratagem to give a
model two Relics. You can only use this Stratagem once, unless
you are playing a Strike Force battle (in which case, you can use
this Stratagem twice) or an Onslaught battle (in which case, you
can use this Stratagem three times),

WARP PORTAL 1CP/2CP

Legions of Tzeentch - Strategic Ploy Stratagem

“3 u“l\fr&l‘ 3

3

This daemon prises open an unnatural shortcut through the warp:

Use this Stratagem in your Movement phase, when you select
a LEGIONES DAEMONICA TZEENTCH CHARACTER model from your
army to make a Normal Move. Instead of moving it as normal,
remove that unit from the battlefield and set it up anywhere on
the battlefield that is more than 9" from any enemy models. If
that CHARACTER model has the HERALD keyword, this Stratagem
costs 1CP, otherwise, it costs 2CP.

FLAMES OF MUTATION 1P

Legions of Tzeentch - Strategic Ploy Stratagem

Tzeentchian daemons advance wreathed in kaleidoscopic flame.

Use this Stratagem at the end of the Fight phase. Select one -
HORRORS unit from your army that had any medels destroyed

during this phase. Select one enemy unit within Engagement

Range of that unit, and roll one D6 for each model in that

HORRORS unit that was destroyed during this phase. For each e
6, that enemy unit suffers 1 mortal wound. A unit can only k
suffer a maximum of 6 mortal wounds per phase as a result of

this Stratagem.

Legions of Tzeentch - Wargear Stratagem

The daemons unleash transmutational energies from their icom.

Use this Stratagem at the start of your Psyc.hig phase. Select

one LEGIONES DAEMONICA TZEENTCH |cON unit from your amgr.
Until the end of the phase, each time you make an unn\odmg’d
Psychic test of 9 or more fora t};lg‘l_\dl)’ LEGION:‘S D‘l“?“":‘:\‘em' S
TZEENTCH PSYKER unit within 12" of that unit, t e ‘o\\t;a X y‘”,
unit within 24" of and visible to that selected unit sufters

mortal wound.

e
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PANDAEMONIAC DISCIPLINE

Before the battle, generate the psychic powers for PSYKER models in your army that know powers fr.om the Pandaemoniac discipline
© using the table below. You can either roll one D6 to generate each power randomly (re-rolling duplicate results), or YOu can select
- which powers the PSYKER model knows.

1. BOON OF CHANGE

As the daemon chants, its minions begin to twist and new forms
take shape as the will of Tzeentch demands.

Blessing: Boon of Change has a warp charge value of 6. If
manifested, select one friendly LEGIONES DAEMONICA TZEENTCH
unit within 18" of this Psyker and roll one D3. Until the start of
your next Psychic phase, that unit gains the relevant bonus from
the table below:

. Extra Limbs: Add 2" to the Move characteristic of models in
thatunit

2 Mystical Strength: Add 1 to the Strength characteristic of
‘models in thatunit.

5 Resilient Hide: Add 1 to the Toughness characteristic of

b models in that unit.

If the result of the Psychic test was 9 or more, you can select
which result applies instead of rolling a D3.

2. BOLT OF CHANGE

The daemon unleashes a bolt of warp energy that afflicts the foe
with sickening and uncontrollable mutations.

Witchfire: Bolt of Change has a warp charge value of 7. If
manifested, select one enemy unit within 18" of and visible to
this PSYKER, and roll nine Dé:

« For each 5+, that enemy unit suffers 1 mortal wound.

« For each model destroyed as a result of these mortal wounds,
that unit suffers 1 additional mortal wound (to a maximum
of 3). These additional mortal wounds cannot generate any
additional mortal wounds.

3. GAZE OF FATE

Using its powers of precognition to unravel the strands of destiny,
this daemon extracts secrets from the sea of souls and channels
them through its own potent form.

Blessing: Gaze of Fate has a warp charge value of 7, If
manifested, at the end of the battle round, if this PSYkeR is on
the battlefield, you can retain up to 2 unspent Warp Storm
points (pg 58).

4. TREASON OF TZEENTCH

The psyker reaches into the mind of its victim, subverting their will
and turning them upon their own allies.

Malediction: Treason of Tzeentch has a warp charge value of 7.
If manifested, select one enemy unit within 18" of and visible
to this PSYKER. Until the start of your next Psychic phase,

that enemy unit is not affected by the aura abilities of other
enemy units.

5. INFERNAL FLAMES

Cackling madly, the psyker’s minions are wreathed in pink and
blue flames that leap forth to consume their foes.

Blessing: Infernal Flames has a warp charge value of 7. If
manifested, select one friendly LEGIONES DAEMONICA TZEENTCH
CoRE unit within 18" of and visible to this PsYker. Until the
start of your next Psychic phase, each time a model in that unit
makes a ranged attack, add 1 to that attack’s wound roll.

6. INFERNAL GATEWAY

Opening a portal to the warp, this daemon creates a tear in the
fabric of the mortal plane that sucks foes into certain oblivion.

Witchfire: Infernal Gateway has a warp charge value of 8. If
manifested, the closest enemy unit within 18" of and visible to this
PSYKER and each other enemy unit within 3" of that enemy unit
suffers D3 mortal wounds. If the result of the Psychic test was 12
or more, each affected unit suffers 3 mortal wounds instead.

‘The Gibberling Prince speaks truth in every lie
The God of Puppets offers freedom VYlth every
tug of his strings. The Nine Blinded l:yes‘;scg: .
all in the nothing. That Which Knows All u"\'t~[:..;\-
knowledge in the void. The Weaver of k.u‘; s;a -
a twisted skein of ever-fraying ends. The \h"d:lr::»
of the Ways entraps all souls upon lh:i Wf ‘ﬁk“u“
believe they have chosen. All that ever you

of Almighty Tzeentch is that of hic
most ignorant.’

'h you are

The Chant of Untruths Ninety-ninth verse




TZEENTCH WARLORD TRAITS

If a LEGIONES DAEMONICA TZEENTCH CHARACTER
use the Tzeentch Warlord Traits table below

If a TZEENTCH HERALD model is your WARLORD, they can only have the Bo n of ¢

Form or Fractal Mind Warlord Traits. You ¢

can select one

1. BORN OF SORCERY
“;,\ﬁ--;r\‘ into the infinite power of the warp comes
as easily to this daemon as breathing air does to

mornriai

Add 1 to Psvchic tests taken for this WARLORD

2. INCORPOREAL FORM

1is daemons body flickers constantly in and out

reality, making it difficult for adversaries to
telling blow against it

Each time an attack is made against this

WARLORD, subtract 1 from that attack’s

wound roll

3. FRACTAL MIND

daemon’ consciousness is a many-faceted
ingle of infinite complexity that allows it to

de its perceptions and attention in a way that
d drive mortal minds to madness.

If this WARLORD attempts to perform a psychic
action in your Psychic phase, it can still attempt
fest one psychic power during that
phase without that psychic action failing.

NAMED CHAR ‘
If one of the following characters gains 4
shown below:

Named Character
Kairos Fateweaver
The Blue Scribes

The Changeling Warp Tether

warlord Trait
Tyrant of the Warp
[ncorporeal Form

mode f ¢ i {
el from your army gains a Warlord Trait, you can

to determine wl

: S : wh [

e BT SOWTECES, o vou ich Warlord Trait they have. You can
5 (

an select one

yorcerv. Ine ny“\nl’r-jl

an eithe
either roll one D3 to randomly generate one, or you

A WARP TETHER

This daemon embeds its essence into realspace

like a thorn, then exudes tendrils of enerey that

anchor its minions within corporeal reality

+ This WARLORD has the WARP Locus keywor:
« This WARLORD has the following ability

Warp Tether (Aura): While a friendly LEGiones
DAEMONICA TZEENTCH unit is within 12" of this
model, each time a Morale test is taken for that
unit, you can re-roll the result

5. LOREKEEPER OF TZEENTCH

Like some malevolent arachnid, this daemon
extends its web ever further, ensnaring mortal
wisdom and arcane lore and devouring it.

Each time this WARLORD successfully manifests
a psychic power from the Pandaemoniac
discipline (pg 78), add 6" to the range of that
psychic power. If that psychic power specifies
more than one range, only add 6" to the first
range specified.

6. TYRANT OF THE WARP

The sheer ensorcelled might of this daemons
presence in the warp is enough to dissuade rival
entities and predatory sentiences from attempting
to assail it on the metaphysical battleground.

+ This WARLORD never suffers Perils of
the Warp.

. Each time this WARLORD would lose a wound
as the result of a mortal wound, roll one Dé:
on a 5+, that wound is not lost.

ERS AND WARLORD TRAITS

Warlord Trait, they must have the relevant one
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army roster.

THE ENDLESS GRIMOIRE

Within the pages of this magical tome lie the secrets of every
cantrip, incantation and spell ever conceived. Though the bearer
of this grimoire has access to the infinite knowledge bound within,
they must battle the temptation simply to fall into the flickering
pages of the tome and drink in endless reams of knowledge

.until they lose all grasp or influence upon the events transpiring
..around them.

PSYKER model only. The bearer can attempt the following action:

Study Grimoire (Action): At the start of your Shooting
phase, the bearer can start to perform this action. This action
is completed at the start of your next Command phase. If
completed, select one psychic power from the Pandaemoniac
discipline (pg 78). Until the end of the battle, the bearer knows
that psychic power in addition to any others it knows.

THE IMPOSSIBLE ROBE

The wearer of this robe exists between several realities at once.
Thus can a daemonic commander potentially control Tzeentch’s
interests in multiple times and places simultaneously to further
multiple aspects of the Great Plan. This effect makes it hard
for foes to truly harm the wearer, who flickers between planes
of reality in an unpredictable fashion. However, the robe is
capricious, and has been known to rip its wearer out of reality
gltogether should they lose control of its powers.

Once per phase, when a saving throw is failed for the bearer, you
can use this ability. If you do so, the Damage characteristic of
that attack is changed to 0.

THE EVERSTAVE

This staff blazes with vibrant warpflame. As soon as its master
takes up the eldritch weapon, they too are wreathed in the same
daemonic fire. From within this magenta inferno, the Everstave’s
daemonic bearer hurls searing gouts of Tzeentch’s pink fire,
turning armour to ash and immolating or irrevocably mutating
the flesh beneath.

Psyker model only. Each time the bearer attempts to manifest a
Witchfire psychic power or Smite, on an unmodified Psychic test
of 9 or more, that psychic power cannot be denied,

‘2 LEGIONES DAEMONICA TZEENTCH CHARACTER model gains a Relic, you can give them one of the following Relics of Tzeentch, N
- characters and VEHICLE models cannot be given any of the following Relics.

_Note that some Relics replace one of the model’s existing items of wargear. Where this is the case, you must, if you are using
* points values, still pay the cost of the wargear that is being replaced. Write down any Relics of Tzeentch your models have on your

WARPFIRE BLADE

Existing in nine times nine dimensions, the Warpfire Blade
flickers with its bearer’s sorcerous power. Every iteration of the
blade strikes in differing forms and at varying angles - a plane
of sharpened will, an outstretched hand of friendship, a wave of
stellar fire - seeking a route through every sub-existence to sever
the soul of those it strikes.

Select one melee weapon the bearer is equipped with.

« Add 1 to the Damage characteristic of that weapon.

« Each time an attack is made with that weapon, an unmodified
wound roll of 6 inflicts 1 mortal wound on the target in
addition to any normal damage.

» That weapon is now considered to be a Relic for all
rules purposes.

SOULBANE

This incorporeal blade inflicts no harm upon its victim’s physical
body, instead carving its way through the stuff of their very

soul. So ephemeral and unreal is this strange weapon that it is
impossible to cross blades with Soulbane, for its ghostly edge

will pass straight through any guard. Those struck by Soulbane
collapse in agony, writhing and screaming as their lacerated
essences slowly bleed away into the immaterium.

Model equipped with rod of sorcery only. This Relic replaces a
rod of sorcery and has the following profile:

WEAPON RANGE TYPE S AP D
Soulbane 2 Assault3D3 6 -2 3
SOUL-EATER STAVE

Invisible to those without witch-sight, ethereal pseudopeds,
grasping talons and maws of non-matter surround this twisted
staff, ever alert to the cry of a soul newly torn from its body.
Riding the power channelled by the staff’s bearen, t}fey }.mfngrilv
devour every scrap of life essence they can catch !)q[c»re it is lost
to the maelstrom of the warp’s myriad predators. This unholy
feast serves to infu'se the stave’s daemon wielder with stolen ‘
vigour, which ﬂ(i)wsﬁ'om the weapon into its master through its
nightmarish web of tendrils and parasitic tethers.

PsYkeR model only. Each time an enemy model is def!rovf\? b:\il
mortal wound inflicted as a result of a psychic powes ll"l“‘:“;te“
by the bearer, roll one D6: on a 4+, the bearer ""5“"‘,° tl: in
wound. The bearer cannot regain more l?mn 6 lost wounds

each Psychi¢ phase as a result of this ability.




s model’s characterstics change as it suﬁnﬂnmaae
|l

as shown below:

y‘lame

Kairos Fateweaver

(12+ wounds remaining) 12" 34 '
g 34 6 ? 22 "
Kairos Fateweaver
(1-5 wounds remaining) 8" 54 3
< 34 f
) ’ N/A 3 10 Su/34

~ Kairos Fateweaver is equipped with WO
: Sta —_—

ﬁ‘ofTomorrow,Yourarmg can only include one KAIroS F — .

- ¥ ATEWEAVER model,

RANGE TYPE

Staff of Tomorrow Melee  Melee 2
% 42 3 203

Daemonic (pg 56)
One He
Daemon Lord of Tzeentch (Aura): While a fri Head Looks Back: Once pe battle, when your
B s D cvowca Tae : While a friendly opponent uses a Stratagem (excluding the ( :
E W ARRR 4 2m (excluding the C )
of this model, each ti NTCH CORE unit is within 6" Re-roll Stratagem, see the Warharmrr pgdf') m;’r"‘mrfl
] ’ meam i . ey . er 40, C
B s v oL odel in that unit makes an you can use this ability. If you do so, until tk : ":j"? s
25 Lol b s so, until the end of the
attle, the CP ° y .
cost your opponent must pay to use that Wielding the warp-forged
Staff of Tomorrow
, and

SUatagel agai Vis increased b(‘ p iy Y ]'h rh ty to red”
wit Ltne ab| Ity i

all that may come to pass
while knowing all that has
already transpired, Kairos
Fateweaver is amongst
the galaxy’s most canny
strategists. What th '
FACTI - : : o

1 : %Y;E(SEY;\/SSETSE'EIEAOS, LEGIONES DAEMONICA, TZEENTCH g
1 EYW E , CHARACTER, DAEMON, FLY, PSYKER, GREATER DAEMON, WARP Locus ?nn;ir:;r:na;oro =

! : han ma up for in

LorD OF CHANGE, KAIROS FATEWEAVER T
pure Tzeentchian cunning.

One rfead Loqks Forward: Each time a Psychic test is taken
for this model, add the current battle round number to
the result.

PSYKER

is ) i 3

. his odel can atte pt to ma estthree psgc \iC pOWe sin gou Sgc' ic p| ase, and atter Ip[tO der gt ree y hic power

in your op 's g i p ] p g lp : P v Pg

n ponent's Psychic phase. It knows S”N(e and all of the psychic powe i i Es 'C o ;
rs from the Pandaemoniac discipline 78).

. LORD OF CHANGE 15 coiry

Some of this model’s characteristics change as it suffers damage, as shown below:
No. Name M WS BS S T W

(11+ wounds remaining) 12" 3+ 3+ 6

Lord of Change

Lord of Change (1-5 wounds remaining) 8" 5+ 3+
4 Lord of Change is equipped with: staff of Tzeentch.
WEAPON RANGE TYPE S AP D ABILITIES
2

Rod of sorcery 12" AssaultD6 b 4
Balef 1 : ’ PN lee i

Staff of Tzeentch

WARGEAR OPTIONS

¢ This model can be equip eful sword; 1 ro

ped with one of the following: 1 bal d of sorcery.

These Greater Daemaons
nteh are infinitely

sychic testis taken for

Master of Magicks: Each timeaP
odel has 10 or more of Tzee

3 Daemonic (pg 56)
] . ’ this model, add 1 the result. If this m
Daemon Lord of Tzeentch (Aura): While @ friendly . ; ‘ ‘
LEGIONES D (¢ 1 within B" wounds remaining, add 2 to the result instead cunning sorcerers and
. AEMONICA TZEENTCH CORE unitis within & B alators. Thel
i of this model, each time a model in that unit makes an A lent gaze lays bare
1 #itack, re-roll a bt soll.ofd, the souls of their victims
and blasts the sanity
of even the staunchest

mortal, while their

ensorcelled weapons and
magicks violently
If into

and attempt to deny two psychic
rs from the Pandaemaoniac discipline

rs In your Psychic phase,

psychic powe
and three psychic powe

It knows Smite
unholy

Thi .
his model can attempt to manifest three
reshape reality itse

Powers in your opponent’s Psychic phase.

(pg 78)

2ol P

e et

P W TTN —— L M ONICA, TZEENTCH ever-mutating forms.
1 ~nn NECHANGE 4 :



own also as the

ickster of Tzeentch,

e Changeling can alter
s form at will to mimic

ortal beings from the
mallest insect to the

ost titanic monster. The
Jaemon’s favourite game
s to impersonate pivotal

ortal leaders or heroes,
and then to wreak untold
mischief by abusing their
power and position.

These daemons ride upon

Burning Chariots, arcane

constructs fashioned from

the energies of dread
omens and foretelling.

They hurtle along anarchic

and illogical trajectories

that defy all physical laws,
often surrounded by shoals

of predatory daemonic
entities empowered

and emboldened by the

N ence.

1 The Changeling

The Changeling is equipped with: Trickster's staff. Your army can only include one THE CHANGELING model,

RANGE TYPE S AP D ABILITIES
Each time the bearer is selected
to fight, you can select one melee
weapon an enemy INFANTRY mode|
Trickster's staff Melee  Melee User O 1

within Engagement Range of the bearer
is equipped with. Until that fight is
resolved, this weapon has the same
profile as the selected weapon.

Daemonic (pg 56) Herald of Tzeentch (Aura): While a friendly LEGIONES

DAEMONICA TZEENTCH CORE unit is within 6" of this model,
each time a model in that unit makes an attack, you can
re-roll a wound roll of 1.

Formless Horror: Each time this model is selected to
fight, you can select one enemy INFANTRY model within
Engagement Range of this model. Until that fight is
resolved, this model has the same Weapon Skill, Strength
and Attacks characteristics as the selected model.

This model can attempt to manifest one psychic power in your Psychic phase, and attempt to deny one psychic power
in your opponent’s Psychic phase. It knows Smite and one psychic power from the Pandaemoniac discipline (pg 78].

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, TZEENTCH
KEYWORDS: INFANTRY, CHARACTER, DAEMON, PSYKER, HERALD, HORRORS, THE CHANGELING

FATESKIMMER 7 POWER
No. Name M WS BS S T W A Ld DSv
1 Fateskimmer 14" 4+ T 3 6 9 2 8 5+/3+

A Fateskimmer is equipped with: ritual dagger; Screamer bites.

WEAPON RANGE TYPE S AP D ABILITIES
-4

Staff of change 18" Assault 3 +4 2
Ritual dagger Melee  Melee lsee 't e 3
3 2

Screamer bites Melee  Melee 6 - Malefic 6

C
OTHER WARGEAR ABILITIES

Retinue of Horrors Add 1 to Psychic tests taken for the bearer.

WARGEAR OPTIONS

« This model's ritual dagger can be replaced with 1 staff of change.

« This model can be equipped with 1 retinue of Horrors

! mand phase
Fateskimmer: [n Yourt omim
5 twithin & 0f
andly SCREAMERS Uil p o
Herald of Tzeentch (Aura): While a friendly LEGIONES friendly Reunit WD ® e .-
start of youli next Lol é s M e
» allag n i

paemonic (pg 56)
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Fluxmaster

1
A Fluxmaster is equipped with: Disc blades; ritual dagger

Staff of change

R-imal dagget o RS
R 1
WARGEAR OPTIONS ,

« This model can be equipped with 1 staff of change

paemonic (pg S6)
Fluxmaster: In your Command phase, select one friendly

1 : :eraliof Tz:ntch (Aura): Whi!p'a friendly LEGIONES HORRORS CORE unit within 6" of this model. Until the start
: gy es an attack, you can unit "‘ak'f?s a ranged attack, an unmoadified hit roll of 6 £l
¢ automatically wounds the target. Ofu;;z:snrter: :irfetfelt-;er'arlgs
g tch g wit

daemonic Discs as steec
They streak through

the air like scintillating
comets, trailing a wake
of altered reality behin

FACTION KEYW ;
ACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, TZEENTCH s e o e g
in the favour of Tzee

KEYWORDS:
DS: INFANTRY, CHARACTER, DAEMON, FLY, PSYKER, HERALD, HORRORS, FLUXMASTER

servants and all their
endeavours are render
especially succe I
and potent.

{ : ‘ s 9 v P
In your opp: ent’ i | | l l ‘ ‘ ‘
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THE BLUE SCRIBES 5 power

No. Name M WS BS S T W A Ld
The Blue Scribes 12" 4+ 4+ 3 4 5 2 8

5

w
t

The Blue Scribes are equipped with: disc blades; sharp quills. Your army can only include one THE BLUE SCRIBES model.

WEAPON RANGE TYPE S AP D ABILITIES
Malefic 1

Disc blades Melee  Melee 0 1

Sharp quills Melee Mﬁjﬁﬁ

‘M

Xirat'p's Sorcerous Barrage: At the start of your Psychic

Daemonic (pg 56)
phase, you can resolve each of the following effects once,

P'tarix’s Sorcerous Syphon (Aura): While an enemy
in any order:

PSYKER unit is within 12" of this model: 4

« Subtract 1 from Psychic tests taken for that unit. ¢ Roll two pB and selfec( one result. This model can

« Each time a Psychic test is failed for that unit, that automatically méhlf?&F the psychic power from the
pandaemoniac discipline (pg 78) that corresponds with

psychic power is syphoned, and until the end of the

o manifest that psychic that number.

power, Psychic actions are unaffected. « If this model successfully syphoned any psychic
powers in the previous enemy Psychic phase (see left),
it can automatically manifest the Smite psychic powe These qum,elsomc
g . daemans flit through
en manifested and space upon their
skimming Dis¢, seeki
scattered shards of t

battle, that unit cannot attemptt

[hese powers are considered to have be

with a roll equal to their warp charge value (do notmake a

and they cannot be denied

sorcerous wisdom of
Tzeentch. P'tarix leec

Pgychic test),

&ACHUN KEYWORDS: CHAOS, LEGIONES DAEMONICA, TZEENTCH away the secrets and
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,EYWQ,RDS' CAVALRY, CHARACTER, DAEMON, FLY, HORRORS, THE BLUE SC power of enemy SOrc
— even as Xirat'p unlea

storms of sorcerous
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CHANGECASTER

No. Name MoseWSE BS S T

1 Changecaster R G 3 4
A Changecaster is equipped with: ritual dagger.
WEAPON RANGE TYPE S AP D ABILITIES
Staff of change 18" Assault 3 +4 L
Riualdagger  Melee Melee .

WARGEAR OPTIONS

* This model's ritual dagger can be replaced with 1 staff of change.

Daemonic (pg 56) Changecaster: In your Command phase, select one
friendly HORRORS CORE unit within 6" of this model. Until
the start of your next Command phase, each time a model
in that unit makes a melee attack, an unmodified hit roll of
6 automatically wounds the target.

Herald of Tzeentch (Aura): While a friendly LEGIONES
DAEMONICA TZEENTCH CORE unit is within 6" of this model,
each time a model in that unit makes an attack, you can
re-roll a wound roll of 1.

PSYKER

This model can attempt to manifest two psychic powers in your Psychic phase, and attempt to deny one psychic power
in your opponent’s Psychic phase. It knows Smite and two psychic powers from the Pandaemoniac discipline [pg 78).

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, TZEENTCH
KEYWORDS: INFANTRY, CHARACTER, DAEMON, PSYKER, HERALD, HORRORS, CHANGECASTER

BLUE HORRORS

No. Name
10

Blue Horror
5 ﬁﬁm%ﬁ@mﬂmm S

Every model is equipped with: coruscating flames.

N RANGE TYPE S AP D ABILITIES
4

Coruscating flames 18" Assault 2 +1 1t

Dasmonic (pg 55) Split: Each time an enemy unit shoots or fights, .]f(.t:‘l
resolving those attacks, ifany Blue Horrors models in
this unit were destroyed as a result of those attacks but
this unit was not destroyed, make a Splitroll for .eqch
destroyed model. To make a Splitrall, roll une‘Uu :nrl. : ;
4+, that model splits and you can add 1 Brimstaone Horror

i ing s Frimst
model to this unit. When doing S0, thatk '.,,( sy
model cannot be setup within Engageme ‘ ,;‘. ,E:,L A
enemy units unless those enemy units are AEsy

Engagement Range of its unit

Capering Horrors:

# This unit cannot perform actions (see the Warhammer
40,000 Core Book].

# Thig unit can never gain the Objective Secured ability
(see the Warhammer 40,000 Core Book)

one Horroi

W any

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, TZEENTCH
KEYWORDS: INFANTRY, DAEMON, CORE, HORRORS, BLUE HORRORS




M WS BS
6" A4

Pink Horror
34

Blue Horror

¥

gvery model is equipped with: coruscating flames.
WEAPON RANGE TYPE S AP D ABILITIES

Coruscating flames 18" Assault 2

8 +1 1 1
OTHER WARGEAR ABILITIES

~ b i o ,
While this unit contains any models equipped with a daemonic icon
Daemonic icon * |t has the IcoN keyword.

« Each time a Combat Attrition test is taken for this unit, you can ignore any or all modifiers

icon can be equipped with 1 instrument of Chaos.

« One Pink Horror that is notequipped with a daemonic
nt of Chaos can be equipped with 1 daemonic icon.

« One Pink Horror that is not equipped with an instrume

_

Daemonic (pg 56)

g Horrors: While this unit only contains Blue Horror or Brimstone Horror models:

mer 40,000 Core Book).

he Warhammer 40,000 Core Book].

s, if any Pink Horror, Iridescent Horror or Blue
s unit was not destroyed, make a Split roll

Explodin
« This unit cannot perform actions (see the Warham
This unit loses the Objective Secured ability (see t
Split: Each time an enemy unit shoots or fights, after resolving those attack S€ C:
4orror models in this unit were destroyed as a result of those attacks but thi hl:”! oalls of
’ - e enemy

for each destroyed model. To make a Split roll, roll one D6:on a 4+, that model splits: tthe\ traném :

¢ 2 Pink Horror or Iridescent Horror model splits, you can add up to 2 Blue Horror models to this unit (this can increase imrﬁolate_ b:
h and does not change this unit's Power Rating]. Pink Horrors ca

Magic mad
these cavo

the size of this unitabove its Starting Strengt
« If 2 Blue Horror model splits, you can add 1 Brimstone Horror model to this unit. ' and caper e
cannot be setup within Engagement Range of any enemy units unsettling g
in the mom

is added to this unit, that model
ithin Engagement Range of its unit.
mortal form is

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, TZEENTCH and forced
into twa Blue Rorrc

VEYWORDS: INFANTRY, DAEMON, CORE, HORRORS, PINK HORRORS

« Each time a mode!
nless those enemy units are already w




FLAMERO

No. Name M WS BS
2-5 Flamer 12’ 4+ 3+
120 A i ¥

If this unit contains 4 or more models it has Power Rating 6. Every model is equipped with: flickering flames,

RANGE TYPE S AP D ABILITIES

Each time an attack is made with this

Flickering flames o3 Assault D6+3 User -2 1 weapon, that attack automatically hits
the target.

Daemonic (pg 56)

FACTION KEYWORDS: CHADS, LEGIONES DAEMONICA, TZEENTCH
KEYWORDS: INEANTRY, DAEMON, CORE, FLY, FLAMERS

Isive leaps. The
e that drools
eir many maws
with the raw
of change. When
h in roaring
it sends its
into agonies of
on, their forms
g again and again
collapsing into
ed ruin.

EXALTED FLAMER 4 rower

No. Name M WS BS S T W A Ld DSv
1 Exalted Flamer 10" 3+ 3+ 6 5 5 4 8 6+

An Exalted Flamer is equipped with: fire of Tzeentch.

WEAPON RANGE TYPE S AP D ABILITIES
Fire of Tzeentch Before selecting targets, select one of the profiles below to make attacks with.
- Blue fire 18" Assault 3 +3 -4 3

Each time an attack is made with
- Pink fire 24 Assault2D6  User -2 1 this weapon profile, thatattack

amank g 6! Blazing Warpfire (Aura): While a friendly FLAMERS unit
Manifestation of Destruction: This model can never have is within 6" of this madel, each time a madel in that unit
makes an attack with flickering flames, that attack has a

a Relic or a Warlord Trait
Strength characteristic of +1

pions of their FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, TZEENTCH

, Exalted Flamers KEYWORDS: INFANTRY, CHARACTER, DAEMON, FLAMERS, FLY, EXALTED FLAMER
packs of lesser ! ) ) )

ties to battle. Some

op upon the backs

urning Chariots,

>ashing focused jets

evastating blue fire,

ndiscriminate rains

earing pink fire that

gs and spreads like

ic given animus until

hing remains in its ;

ke but glowing ashes. : i




Screamer

3-6 R R T

|fthis unit contains 4 or more models it has Power Rating 8. Every model is eqUippéd wit —
|

h:lamprey the.
WEAPON RANGE TYPE S AP D ABILITIES

Lamprey bite Melee  Melee 2 3 >

ABILITIES

paemonic (pg 56)

Slas !
hing Dive: In your Movement phase, after this unit

Riders of the Immaterial Winds: Each time this unit makes a Normal Move ot Advances. if you did not set this
Advances, you can instead remove this unit from the unit up again using the Riders ”“h;’\ (mmatetial w,’,,'dp IS
battlefield and setitup again anywhere on the battlefield ability (see left), you can select one f?rmrrn;"nr.n s ljmn
thatis more than 8" away from any enemy models moved across as part of that move, Roll one D6 for ,,,a,h

model in this unit that moved across that enemy unit: on

a 4+, that enemy unit suffers 1 mortal wound

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, TZEENTCH
KEYWORDS: BEAST, DAEMON, CORE, FLY, SCREAMERS

These predatory daemons
strike like sudden and
inescapable change.

They emit unearthly
shrieks as they swoop
down upon their prey
upon scintillating tides

of sorcery, slicing victims
to ribbons with razor-
keen fins and latching

on with fanged jaws from
which corrosive empyric
energies flow.

BURNING CHARIOT 6 rower

No. Name M: WSE RBS - aSt e Jiec We A
1 Buming Chariot 14" 4+ 3+ 6 6 9 4 8 4+/4+

4 Burning Chariot is equipped with: fire of Tzeentch; Screamer bites.

WEAPON RANGE TYPE S AP D ABILITIES
Fire of Tzeentch Before selecting targets, select one of the profiles below to make attacks with.
- Blue fire 18" Assault 3 +3 -4 3
Each time an attack is made with
- Pink fire 2" Assault2D6  User -2 1 this weapon profile, that attack
automatically hits the target.
Screamer bites Melee  Melee 6 3 2 Maleficb

OTHER WARGEAR ABILITIES

This model has the following ability:

this model, subtract 1 from

rorrorinfestation Horror Infestation (Aura): While an enemy unit is within 12" of
Psychic tests taken for that unit.

WAR
S —— i Burning Chariots of
* This model can be equipped with 1 Horror infestation e e A W

the visions and nightmares

of mortals as blazing

omens of ill fortune.

Upon the battlefield

a model in that unit makes such warnings become
self-fulfilling prophecies,
the eldritch war engines
serving as the agents of

Daemonic (pg 56)

Blazing Warpfire (Aura): While a friendly FLAMERS
an attack with flickering flames, that attack has a Stren

unitis within 6" of this model, each time

gth characteristic of 4 1

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, TZEENTCH

» very devastation and
KEYW : LTED FLAMER, FLAMERS, BURNING CHARIOT the very devastation and
ORDS: VEHICLE, DAEMONLF,_,LY' RAAY : misery their coming is said

to warn of.
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THE BOOK OF CONTAGION

ant?‘ul .flze gruesome gifts they offer in their ghastly glee. Droning the count and droning
the pestilential swarms that bring despair to all. Thrice toll the bells, seven times thrice, for the
Plague Legions are come to sow the rotting of all things. ..

In this section you will find the following rules:

EXALTED GREAT UNCLEAN ONES (PG 90)
Great Unclean Ones can be upgraded with potent
new abilities. The rules for how you can upgrade these
models and the abilities they bestow are described in
this section.

NURGLE STRATAGEMS (PG 91)

Nurgle armies have access to unique battlefield
strategies and tactics that they can utilise to best their
foes in any theatre of war; these are represented by
the Stratagems in this section, and you can spend
Command points to use them in your games. You can
find out more about Stratagems and Command points
in the Warhammer 40,000 Core Book.

WARPROT DISCIPLINE (PG 92) ‘ 4
If your army includes any Nurgle PSYKER units, they can
be given additional psychic powers from the Warprotd
discipline, This represents the different arcane lox}: an
particular talents of each individual psykeerT f,anmr
find out more about psychic powers m%,%r hami

40,000 Core Book.

R

o vg?& Nt s

NURGLE WARLORD TRAITS (PG 93]

Nurgle WARLORD models can have one of the traits
presented in this section. These help to better reflect
their individual combat and command style on

the battlefield.
RELICS OF NURGLE (PG 94)

Nurgle’s greatest champions can be equipped with
powerful artefacts called Relics of Nurgle; these Relics
and the rules they bestow are described in this section.

NURGLE DATASHEETS (PG 95-103)

This section is essential to all Chaos Daemons players
who wish to include NURGLE units in their army,
regardless of preferred play style, containing as it does
the datasheets for LEGIONES DAEMONICA NURGLE units.
Each datasheet describes, among other things, the
profiles of its models, the wargear they can be equipped
with and the abilities they have. You can find out more
about datasheets in the Warhammer 40,000 Core Book

ALLLPF ANV 22N 09

OOLPe L Le LY LALAOTALAINNLIFZTWEY XU O LW RVYW XML PL

e
—

Yz




" EXALTED GREAT UNCLEAN ONES

Just as the power of disease waxes and wanes through outbreak
and remission, so does Nurgle’s favour see some of his Great
Unclean Ones swell almost to bursting with power, even as the
blessings of others seep away to naught. Those daemons highest
in the Grandfather’ regard boast a veritable cornucopia of
malignant abilities and malodorous mutations.

If your army includes any LEGIONES DAEMONICA Detachments
(excluding Auxiliary Support, Super-heavy Auxiliary or
Fortification Network Detachments), then when you muster
your army, you can upgrade any GREAT UNCLEAN ONE models
from your army to be exalted. When a model is upgraded to be
exalted it gains Exalted abilities.

You can select one of the Exalted abilities (see right) for that
model. That model’s Power Rating is increased accordingly,

as shown in the table below. If you are playing a matched play
game, or a game that uses a points limit, then the points value
of that unit is also increased by the amount shown in the same
table. Make a note on your army roster each time you upgrade a
unit using these rules, specifying the ability it has gained.

Named characters (e.g. ROTIGUS, page 95) cannot be given
Exalted abilities. Each model can only be upgraded to have
Exalted abilities once. An army (or a Crusade force) cannot
include the same Exalted ability more than once.

A Crusade force cannot start with any models having Exalted
abilities — to include one in a Crusade force, you must use the
Exalted Daemon Requisition (pg 132).

EXALTED ABILITY POWER

POINTS

Hideous Visage 4 +20

Resilient 2 +30

EXALTED ABILITIES

BOUNTIFUL GIFTS

Deep in this daemon’s unnatural innards is a captive warp
rent that leads to a near-infinite ocean of supernatural
foulness. The Great Unclean One holds this tide of filth
within itself, occasionally burping forth pure warp energy,
invigorating its fellows with the noisome stench.

At the end of each battle round, if this model is on the
battlefield, you can retain up to 2 unspent Warp Storm
points (pg 58).

HIDEOUS VISAGE

To look upon this creature is to see the fate of all flesh, rotting
and sloughing off the bone. Even the sternest warrior is
shaken by the inevitability of decay.

This model has the following ability:

Hideous Visage (Aura): While an enemy unit is within 6"
of this model, subtract 1 from the Leadership characteristic
of models in that unit and subtract 1 from Combat
Attrition tests taken for that unit.

REVOLTINGLY RESILIENT

Between the foul gases that belch from every rent in this
daemon’s diseased form, the swarms of biting plague-mites
that engulf its victims, and the slick of fever-sweat and
curdled pus that coats its hide, it is nigh on impessible for its
enemies to land a clean blow.

Each time a melee attack is made against this model,
subtract 1 from that attack’s Damage characteristic (to 2
minimum of 1).




If your army includes any LEGIONES DAEMONICA
Fortification Network Detachments), you have

REVOLTING CONSTITUTION
Legions of Nurgle - Battle Tactic Stratagem

> supernatural corrupti 3 .
The supern corruption of Plaguebear

rs’ physical forms is
such that even the most grievous wounds de . : S

) not trouble them.

Use this Stratagem when a PLAGUEREARERS unit from your arm
is selected as the target of an attack. Until the end of the phase )’
each time an attack is made against that unit, an unmodiﬁcd ‘
wound roll of 1-3 for that attack fails, irrespective of any abilities
that the weapon or the model making the attack may have, 1f :
that unit has a Power Rating of 12 or more,

A this Stratagem costs
2CP, otherwise, it costs 1CP.

CHORTLING MURRAIN
Legions of Nurgle - Epic Deed Stratagem

Sloppity Bilepipers are carriers of the deadly chortling murrain,
a disease that causes those who contract it to laugh themselves

to death.

Use this Stratagem in your Shooting phase. Select one enemy
unit within 6" of a SLOPPITY BILEPIPER model from your army
and roll one D6 for each model in that enemy unit. For each roll
that exceeds that model’s Toughness characteristic, that model’s
unit suffers 1 mortal wound. A unit can only suffer a maximum
of 6 mortal wounds per phase as a result of this Stratagem. You
can only use this Stratagem once.

PESTILENT INSPIRATION 1CR

Legions of Nurgle — Epic Deed Stratagem

From the germ of an idea may grow the most perfect plagues.

Use this Stratagem at the start of your Psychic phase. Select one
LEGIONES DAEMONICA NURGLE PSYKER model from your army.
Until the end of the phase, that model knows all of the psychic

powers from the Warprot discipline (pg 92).

RELICS OF THE GREAT GARDEN 1CP

Legions of Nurgle - Requisition Stralogem
Nurgle is said to be all-too-generous with his glopsome gifts

Use this Stratagem before the battle, when you are ::nus;i; l:;ii
your army. Select one LEGIONES DAEMONICA NU',‘GLEf Nm:‘ le (this
model from your army and give them one 'Rellc ; L:,g must
must be a Relic they can have). Each‘ Relic in youriarel ainodel
be unique, and you cannot use this Stratagem to giv § car
two Relics, You can only use this Stratagem once, un o Jlse i
are playing a Strike Force battle (in which case.zﬁ“ g ¢, you can
Stratagem twice) or an Onslaught batsle (1n which 6436 .

use this Stratagem three times). Ee

ATAGEMS

NURGLE units (excludin
access to these Stratag

SWARMING FLIES '
1CP 13 =

e

g units in Auxiliary Support, Super-heavy Auxili :
y § or
ems, and can spend CPs to use them i &0

SLIME TRAIL 1CP

Legions of Nurgle - Strategic Ploy Stratagem

The more slug-like of Nurgle’s daemons exude a paralysing slime
that leaves victims numbed and despairing,

Use this Stratagem at the start of your opponent’s Movement
plms(-. Select one BEASTS 0F NURGLE or HORTICULOUS SLIMUX unit
from your army. Each time an enemy unit (excluding MRCRAFT
or TITANIC units) within Engagement Range of that unit is

selected to move, roll one D6: on a 4+, that enemy unit cannot
Fall Back this turn.

Legions of Nurgle - Strategic Ploy Stratagem

A tsunami of thrumming plague flies roars around the daemons
of Nurgle at all times. They carpet the enemy, providing a horrible
distraction as they swarm, bite and choke their victims.

Use this Stratagem in your opponent’s Shooting phase or the
Fight phase. Select one LEGIONES DAEMONICA NURGLE unit from
your army. Until the end of the phase, each time an enemy
model makes an attack against that unit, subtract 1 from that
attack’s hit roll.

CRUSHING BULK 1cP 2

Legions of Nurgle - Strategic Ploy Stratagem

Many daemons of Nurgle manifest lumpen and ponderous
physical forms whose sheer bulk is a weapon in its own right.

Use this Stratagem after a PLAGUE DRONES, BEASTS OF NURGLE or
GREAT UNCLEAN ONE unit from your army finishes a charge move.
Select one enemy unit within Engagement Range of that unit
and roll one D6 for each model in the charging unit, adding 3 to
the result if that unit is a GREAT UNCLEAN ONE unit:

« On a 6+, that unit suffers D3 mortal wounds.
. On a9, that unit suffers D3+3 mortal wounds instead.

PLAGUE BANNER 1CP

Legions of Nurgle - Wargear Stratagem
A pervasive aura of pestilence surrounds this icor, causing rusted 3
blades to weep with even fouler and more toxic diseases. ;

Use this Stratagem in the Fight phase, when a i.utoglls |
DAEMONICA NURGLE ICON unit from your army selected to fight, £
Until the end of the phase, cach time a model in that unit makes

a melee attack, on an unmodified wound roll of 6, that M
inflicts 1 mortal wound on the target and the attack sequence

ends, Bach unit can only suffer a maximum of 6 mortal
as a result of this Stratagem in each phase.
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hcat, af

fore the battle, generate the psychic powers for PSYKER m

The daemon’s jaws stretch impossibly wide. Its rotten body
convulses, heaving out clouds of rancid gas and flies before at
last it ejects a jetting river of diseased vomit. So contagious
and corrosive is this tide of foulness that those not drowned
by it are often dissolved into organic gruel or left stricken by
supernatural sickness.

Witchfire: Stream of Corruption has a warp charge value of 6. If
.manifested, the closest enemy unit within 12" of and visible to
this PSYKER suffers D3 mortal wounds. If that unit contains 11 or
more models, that unit suffers D3+2 mortal wounds instead.

2. FLESHY ABUNDANCE

The daemon blesses their allies with Nurgles bountiful
energies, swelling them into even more grotesquely resilient and
corpulent forms.

Blessing: Fleshy Abundance has a warp charge value of 7. If
manifested, select one friendly LEGIONES DAEMONICA NURGLE CORE
unit within 18" of and visible to this PSYKER. Until the start of
your next Psychic phase, add 1 to the Toughness characteristic
of models in that unit.

3. NURGLE’S ROT

Gurgling praise to its god, the daemon exudes a wave of soul-pox
that eats away the spiritual essence of those who lack Nurgle’s
blessings. Victims’ eyes become glassy, their flesh sinks upon their
bones and their limbs fall slack before they collapse and begin to
rot before their horrified comrades’ eyes.

Witchfire: Nurgles Rot has a warp charge value of 7. If
manifested, roll 2D6 for each enemy unit within 6" of this
PsykeR. If the result is higher than the highest Toughness
characteristic of models in that unit, that unit suffers D3 mortal
wounds. If the result is at least double the highest Toughness
characteristic of models in that unit, that unit suffers D6 mortal
wounds instead.

PROT DISCIPLINE

odels in your army that know powers from the Warprot discipline usin
e table below. You can either roll one D6 to generate each power randomly (re-rolling duplicate results), or you can select which
' p'BWers the PsYKER model knows.

1. STREAM OF CORRUPTION

4. SHRIVELLING POX

Muttering an unholy chant in a blighted tongue, the daemop calls
down a foul malignancy that races through the enemies’ ranks ik,
wildfire and chews away at their flesh and organs like a tide of
ravenous maggots.

Malediction: Shrivelling Pox has a warp charge value of 6, If
manifested, select one enemy unit within 18" of and visible to
this PsYKER. Until the start of your next Psychic phase, subtract
1 from the Toughness characteristic of models in that unit.

5.VIRULENT BLESSING

Calling upon the myriad gifts of Nurgle, the daemon infuses

its allies’ weapons, fangs and talons with a seething mix of
supernatural maladies that render their merest touch inimical to
their luckless victims.

Blessing: Virulent Blessing has a warp charge value of 6. If
manifested, select one friendly LEGIONES DAEMONICA NURGLE
CoRE unit within 18" of and visible to this PSYker. Until the start
of your next Psychic phase, add 1 to the Damage characteristic
of melee weapons models in that unit are equipped with.

6. MALODOROUS PALL

Chanting in a phlegm-choked drone, the daemon conjures forth
a dense cloud of occluding corpse-gas and biting, blinding flies fo
engulf the enemy and leave them nauseated and reeling.

Malediction: Malodorous Pall has a warp charge value of 8.
If manifested, select one enemy unit within 18" of and visible
to this PSYKER. Until the start of your next Psychic phase, that
enemy unit:

« Cannot perform actions (if that enemy unit is currently
performing an action, it immediately fails).

« Loses the Objective Secured ability (see the Warhammer
40,000 Core Book).

‘slitherslop the rotpus guts, spatterpop the
strainsome boil, festerdrip the rancid heart, scratch
and rip the reeking flesh. Heave and spew the
bilewet worms, purple-blue the bloated corpse,
scrabblesquirm the glutton-mite, daemongerm the
bounty ripe. Then the bubbling cauldron, Then
the sevenfold plagues. Then the tri-lobe sickness
a-spreading swift as flames

- Extract, The Dirge of Gleeful Despair




[ a LEGIONES DAEMONICA NURGLE CHARACTER 1mode
use the Nurgle Warlord Traits table below to dete
roll one D6 to r;\ndomly generate one, or you ¢

If a NURGLE HERALD model is your WARLORD, they ¢
virulent Touch Warlord Traits. You can eithe

select one.

1. HEAVING MASS

Saturated with corruption and fatted upon a

siet of mortal souls, this daemons swollen frame

seethes with unclean vitality.
Add 2 to this WARLORD'S Wounds characteristic.

2.ACIDIC ICHOR
Those that pierce this daemons straining flesh
re sprayed with sizzling bile that melts through

nour, flesh and bone.

Each time this WARLORD loses a wound as a

t of 2 melee attack made by an enemy unit,
after the attacking model’s unit has finished

o its attacks, roll one D6: on a 4+, that
enemy unit suffers 1 mortal wound. Each unit
an only suffer 2 maximum of 6 mortal wounds
r phase as a result of this ability.

3. VIRULENT TOUCH

So saturated with noxious toxins and poisons
this daemon that its merest touch causes its
ictims to erupt into spreading masses of buboes

1nd sores that burst and redouble until their

sodies collapse under the repugnant strain.

time this WARLORD makes a melee attack

(11T

excluding attacks made against TITANIC units), if

2 hit is scored, that attack automatically wounds

e '.arget.

NAMED CHARACTERS AND WA
If one of the following characters gains
shown below:

Named Character
Epidemius

Horticulous Slimux
Rotigus

1 ar i

‘ Om your army gains a Warlord Trait, you can
rmine what Warlord Trait they have
an select one, .

] ave 2y H
”. 1 only have the Heaving Mass, Acidic Ichor of
' 1o p ,

one D3 to randomly generate one, or you can

RLORD TRAITS

a Warlord Trait, the

Virulent Touch
Acidic Ichor
Pestilent Miasma

You can either

4. PLAGUE FLY HIVE [AURA)

This daemon’s hole-riddled hide supports a colony
of plague flies that crawl busily in and out of its )
flesh, and swarm forth to bedevil the foe

\
"

While an enemy unit is within 6" of \
this WARLORD: \

« Bach time a model in that unit makes a melee
attack, subtract 1 from that attack’s hit roll. \

« That unit cannot start to perform any actions
(see the Warhammer 40,000 Core Book).

5. OVERFLOWING FECUNDITY E

This daemon’s hurts are swiftly unmade amidst L
swift-clotting filth and rotten regrowth. \

Each time an attack is made against this :
WARLORD, an unmodified wound roll of 1-3 for |
that attack automatically fails, irrespective of '
any abilities that the weapon or the model
making the attack may have.

6. PESTILENT MIASMA

Those who venture too close to this %
daemon find their injuries blackening E
in seconds and their infected flesh swiftly :

turning to rancid soup.

At the start of the Fight phase, roll one D6 for
each enemy unit within Engagement Range of

this WARLORD:

On a 2-5, that enemy unit suffers 1

mortal wound. :
On a 6, that enemy unit suffers D3

mortal wounds.

y must have the relevant one

Warlord Trait



army roster.

HORN OF NURGLE'S ROT

A daemon crowned with this repulsive horn can, with but a single
3 touch, infect mortal victims with Nurgles Rot. Even as the afflicted

\ lay dying, their bodies and souls decay and deform, despair

- curdling their last moments. What were once enemy soldiers rise

~ . anew as Plaguebearers of Nurgle, and shamble to take their place
.in the festering ranks of their fellows.

Each time the bearer is selected to fight, after its attacks have
been resolved you can select one friendly PLAGUEBEARERS
INFANTRY CORE unit wholly within 18" of the bearer to be
replenished. Roll one D6 for each enemy model that was
destroyed by the bearer this phase. For each 4+, you can
return 1 destroyed model to that PLAGUEBEARERS unit with its
full wounds remaining, to a maximum of 3 models per turn. -

" These models cannot be set up within Engagement Range of

: any enemy units unless those enemy units are already within

Engagement Range of its unit. Each unit can only be replenished
once per turn.

THE ENTROPIC KNELL

To hear the grim tolling of this great bell upon the winds is a death
sentence, for its sound heralds the arrival of the Plague Legions.
Such is its dread power that a single peal reverberates for long
minutes, spreading despair even over the clangour of battle.

>~
-

In your Command phase, select one enemy unit within 12" of
this model. Until the start of your next Command phase:

-

e,
)

w

« Enemy units cannot benefit from that enemy unit’s
aura abilities.

« For the purposes of determining which player controls an
objective marker, treat the number of models in that unit as
half its current number (rounding up).

TOME OF ATHOUSAND POXES

2 How this rotten volume found its way out of the diseased libraries

o of the scholar Kugath may never be known, but within its foetid
daemon-hide pages are the secrets of many of that daemon’s most
ruinous plagues. Even the simplest infection can bloom into new

o and vibrant potency by using the arcane incantations it contains,

- each inscribed in divine ichor.

Psyker model only.

" The bearer knows one additional psychic power from the
S Warprot discipline (pg 92). 3 :
Each time the bearer attempts to manifest a psychic power
_ from the Warprot discipline, if the result of the Psychic test is
7, tha psychic power cannot be denied,

ot

ILOUF NURULL

;G.IONES DAEMONICA NURGLE CHARACTER model gains a Relic, you cag give them one of the following Relics of Nurgle.
haracters and VEHICLE models cannot be given any of the following Relics.

“Note that some Relics replace one of the model’s existing items of wargear. Where this is'the case, you must, if you are usin
& points values, still pay the cost of the wargear that is being replaced. Write down any Relics of Nurgle your models have on your

potency until its vessel is all but immine L

CORRUPTION

This fabled weapon is the physical manifestation of corruption,
Constantly dripping with foul ooze, the merest scratch from its ]
edge is enough to lay low the hardiest foe, and its toxins can 3
effortlessly overcome even the resilience of a Space Marine, :

Select one melee weapon the bearer is equipped with:

+ Add 1 to the Damage characteristic of that weapon.

+ EBach time an attack made with that weapon is allocated to 2
model, that model cannot use any rules to ignore the wounds
it loses.

+ That weapon is now considered to be a Relic for all
rules purposes.

EFFLUVIOR

Within the hanging skulls of this accursed flail, there is a rancid
rot-hole burrowing through reality itself. Down these vile channels
rush torrents of liquid warp-filth, the raw and seething slops of the
Garden of Nurgle. With every ponderous swing and bludgeoning
impact, Effluvior’s skulls spray fans of this lethal slime, causing
victims to contort as flesh, metal and bone putrefy. Those not
pulverised by the daemon’s attacks are instead reduced to a slick of
slime that seeps back into Nurgle’s metaphysical realm.

Model equipped with plague flail only. This Relic replaces a
plague flail and has the following profile:

WEAPON

Effluvior

RANGE TYPE S AP D
e Assault3D3 +1 -3 3

Abilities: Each time an attack is made with this weapan, excess
damage it inflicts is not lost, Instead, keep allocating excess damage
to another model in the target unit until either all the excess damage
has been allocated or the target unitis destroyed.

THE ENDLESS GIFT

Only the most accomplished plague daemons are granted the
Endless Gift. A disease of unutterable malignancy and repulsive
beneficence, it changes form constantly from plague to irg_fé‘smltion
to malaise. The one constant is its ability to reknit its sufferers
corporeal form from even the most catastrophic of woum{s. ()r.u'
moment, infernal bacteria may multiply like wildfire ,ulml their
gelid mass fills a fleshy rent with fresh daemon-flesh. The next,
pestilential vapours may billow from the daemons YRWNING
veiling its ravaged bulk before tattering away to reveal "‘-”’Z'"
healed of its recent hurts. However it happens, the longer the

. 1us R faltex, the more
enemy must watch their efforts to fell the wa'm’“

their despair feeds into the gift and ingreases is Supertd

Al the start of your Comma “ iy ey

up to a numb
round numbs



e SR R

some of this model's characteristics change as it suffers damage, as shown below:

1 Rotigus (13+wounds remaining) FA

R R S T O
Rotigus (?-12 wounds remaining) & %4 g, y y NA 10 S4/4+
g : 5 "
Rotigus (1-6 wounds remaining) 5" a4 3 ’ - : 10 5+/4¢
R /A 4 10 5+/44

Rotigus is equipped with: streams of brackish filth; fanged maw: "y P P TR e LA
RoTIGUS model. 8 Wi gharlrod; Nurgling claws, Your army can only include one

Each time an attack is made with this

SR " : - an

Streams of brackish filth 12 Assault 2D6 6 3 1 weapon, that attack autornatically hits the
target

Fanged maw Melee  Melee User i 2 Malefic 1

Each time ck i i i
Gnarlrod an attack is made with this weapon, select one of the profiles below to make that

attack with.

Each time an attack is made with this

-Mighty strike Melee  Melee +1 3 3 weapon profile, an unmodified hit roll of 6
automatically wounds the target.
. Each time an attack is made with this
Sweeping blow Melee  Melee User -2 | weapon profile, make 2 hit rolls instead
of 1.
Nurgling claws Melee  Melee 2 0 1 Malefic ?

Daemonic (pg 56) Daemon Lord of Nurgle (Aura): While a friendly LEGIONES

Deluge of Nurgle: Each time this model successfully DAEMoNICA NURGLE CORE unit s within 6" of this model, Rotigus Rainfather lumbers

. . . acl i un >
manifests 2 psychic power, if the result of the Psychic test each time a model in that unit makes an attack, re-roll a into Battle vomiting jetting
was 7+, after resolving that psychic power, the closest hit roll of 1. rivers of corr plague-

enemu unit within 24" suffers D3 mortal wounds. laden filth acr
= stand in its path
bloated fist it
gnarlrod, while a

and infectious do
accompanies the

a fecund floed fit i
corrupt and mutate a
it touches.

This model can attempt to manifest two psychic powers in your Psychic phase, and attempt to deny two psychic powers
ur opponent’s Psychic phase. It knows Smite and two psychic powers from the Warprot discipline (pg 92].

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, NURGLE
VEYWORDS: MONSTER, CHARACTER, DAEMON, PSYKER, GREATER DAEMON, WARP LocCus,

GrREAT UNCLEAN ONE, ROTIGUS

»

THE BOUNTIFUL ONE . _

Cenerosity. It is a word seldom heard in so dark and At his bidding did the Ste";en sgtﬁ'ebiij; (:;gilcdeedlg ) ﬁ" it‘

desperate an age, its allure all the stronger for that. Yet one Elrthing zi)euar:gt t?:tcfh ;:(s);ee;wning o nos
i ecam E

<hould be mindful that overabundance can be just as much were buried beneath the crushing weight of mewling and

2 curse as can scarcity, Drought; starvation; sterility - each a
doom that brings slow extinction, that inflicts pain a'n(? mLSG_FY
enough to wear down the resolve of the unwary until, in their

: ffer ‘ 3
, for salvation from any that can o ish and diseased swamp water
Jf?ﬁ . needr;tt: 22/ l\i;yrgolztscent such despair upon the winds — an endless flood of brackish and diseas
it. The serva

iS¢ - beneath the waves.
4 i i that saw all they had made disappear be th the
of the threnody of sorrow's choir echoing . b diaggast MY o
,f :f'; Yr?\?é;}i]géh;ﬁ;stgid they fo)lllow it, full of malevollent ’tl‘hf) :r\;firrf\:)\::(\ig ;:;glsljs[h :O"miphdgic medfes?:;:n rasal:
alllOSe |
. m mort ' . And iismney it m rons of Jula 1I, but then tumed as weil on

mirth, for they know what lies at its source. . : R A aerors of lula . |

/ al bargain 0 A% aved for it; the Last Banquet
iy od?l ?m;tj}g:?el t])ili)l/ntoo plégased the frightened locals who had prayed for i
is struck, the get of Grandfather

: Amalicar - all these
s , Everwave of Amalicar = all t

- guch times, none is more of Pordec's Reach axuit{tt::“u\r:(“ e

to demonstrate their largesse. At sU¢ adl and more have been Rainte ~

giving than Rotigus Rainfather.

mutant flesh. It was Rotigus, too, who offered freely his gifts
to the T'au of Dh'artan in the form ofa planetwide ‘deluge
that banished the hated drought, yet welled then into

——
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GREATUNCLEANONE

i 1 hown below:
Some of this model's characteristics change as it suffers damage, as s

1 GreatUnclean One (12+ wounds remaining) e 2+ 3+ 7 9

Great Unclean One (6-11 wounds remaining) 6" 3+ 3+ 7 9 N/A 5
Great Unclean One (1-5 wounds remaining) § 4+ 3+ 7 9 N/A

A Great Unclean One is equipped with: plague flail; putrid vomit; bilesword; Nurgling claws.

Pl 7" Assault D6+3  User -3 2 . |

lague flail

Each time an attack is made with this

Putrid vomit 12" AssaultD6 5 2 1 weapon, that attack automatically hits the
target.
: U 3 Each time an attack is made with this
Bileblade Melee  Melee i weapon, you can re-roll the wound rol.
) Each time an attack is made with this weapon, select one of the profiles below to make that
ST attack with.
Each time an attack is made with this
- Mighty strike Melee  Melee +1 -3 D6  weapon profile, an unmodified hit roll of &
automatically wounds the target.
Each time an attack is made with this
- Sweeping blow Melee  Melee User -3 1 weapon profile, make 2 hit rolls instead
of 1.
Doomsday bell Melee  Melee +1 -1 2
Nurgling claws Melee  Melee 2 0 1 Malefic?

Each time the bearer attempts to manifest a psychic power, before taking the Psychic test,
you can select for this model to suffer 1 mortal wound. If you do so, add 1 ta that Psychic test.

Bileblade

In your Command phase, you can select one friendly PLAGUEBEARERS CORE unit within

12" of the bearer to be replenished. You can return one destroyed model from that unit to
the battlefield with its full wounds remaining, I that unit is an INFANTRY unit, you return D3
destroyed models instead, These models cannot be set up within Engagement Range of any

enemy units unless those enemy units are already within Engagement Range of its unit. Each
unit can only be replenished once per turn.

Doomsday bell

This model’s bilesword can be replaced with 1 doomsday bell.
* This model’s plague flail can be replaced with 1 bileblade.

Daemonic (pg 56)

Daemon Lord of Nurgle (Aura): While a friendly LEGIONES DAEMONICA NURGLE CORE unitis within 6" of this model, each
time 2 model in that unit makes an attack, re-roll a hit roll of 1.

This model can attempt to manifest two psychic powers in your Psychic phase, and attempt to deny one psychic power

In your opponent’s Psychic phase. It knows Smite and two psychic powers from the Warprot discipline (pg 92].
FACTION KEYWORDS

KEYWORDS CHAOS, LEGIONES DAEMONICA, NURGLE
JS

MONSTER, CHARACTER, DAEMON, PSYKER, GREATER DAEMON, GREAT UNCLEAN ONE




1  Poxbringer

A Poxbringer is equipped with: foul balesword

Each ti

w:;,h time an attack is made with this

a‘A' pon,van unmodified hit roll of 6 :
Itomatically wounds the target

Foul balesword Mel
elee  Melee

User 3 P

ae 4 o >
monic Fb 56 f ()Xb”" er: In our ( ommand phase, select ¢ ne friend J
D y

Herald 0 u"g' ( ] hi E w s model, Un
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eachtimeam odel in that unit mak N 6" of this model, the start of your next f()mrn;l't mha":“p;:rh mp":;”mr)'id' e
: ( : L xt L i
re-roll a wound roll of N attack, Yyou can in that unit makes | tnd fptpicng ddaen 3
| an attack ’§ a melee attack, on an unmodified
d 1 wound roll of 6, add 1 to the Darna P‘ ha“ar e "m(: 0
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SPOILPOX SCRIVENER

Spoilpox Scrivener 5% 2+ 3+ 5 6
6 3

: ;:‘HA pox Scrivener is equipped with: disgusting sneezes; distended maw; plaguesword

Each time an attack is made with this
weapon, that attack automatically hits

6" Assault D6 4 0 1
the target.

gusting sneezes

stended maw Melee  Melee +1 -1 3 Maleficl
e Each time an attack is made with this
Melee  Melee User -2 1 weapon, an unmodified hit roll of &
automatically wounds the target.

Your Quota!: In your Command

Keep Counting! Meet
ndly PLAGUEBEARERS CORE unit

erald of Nurgle (Aura): While a friendly LEGIONES phase, select one frie ,
within 6" of this model. Until the start of your next spitefaband pedantic,
these daemQns are

LEM Cae YL i '
4ONICA NURGLE CORE unit is within 6" of this model,
Command phase:
rasked with auditing the

aemonic (pg 56)

nakes a melee attack,

ntime a model in that unit makes an attack, you can ' . :
roll a wound roll of 1. « Each time a model in that uniti ‘ b
add 1 to that attack’s hit roll. endless disease-ta '\| of
« That unit has the Objective gecured ability (see the the Plaguebearers The
presence of the Scrivene!
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1  Epidemius 5! = S 3 : 9

o __ S,
Epidemius is equipped with: foul balesword; Nurgling claws. Your army can only include one EPIDEMI ! R

Each time an attack js made wi

th thi
Foul balesword Melee  Melee User -3 2 weapon,anuandiﬁedhitrollofs's
automatically wounds the target,

Nurgling claws Melee  Melee 2 0 1 Malefic? '

Daemonic (pg 56) Tally of Pestilence: While this model is on the battlefield

Herald of Nurgle (Aura): While a friendly LEGIONES keep a tally of how many enemy models are destroged

DAEMONICA NURGLE CORE unitis within 6" of this model, by attacks made by LEGIONES DAEMONICA NursLe units
each time a model in that unit makes an attack, you can from your army. At the start of each battle round, if there
re-roll a wound roll of 1. are 7 or more marks on that tally, after making a Warp

n his throne
bling mound
3s, Epidemius
catalogues

e plagues FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, NURGLE

HSS re]beas}fd KEYWORDS: INFANTRY, CHARACTER, DAEMON, PLAGUEBEARERS, HERALD, EPIDEMIUS
space by the

of Nurgle. The

idemius’ tally
any given

d, the more

y the Plague God

on his servants

inity.

Storm roll (pg 58], gain 1 additional Warp Storm point, and
reset that tally to 0. If this model is destroyed, any marks
on that tally are lost.

SLOPPITY BILEPIPER 5 rower

1 Sloppity Bilepiper G 2+ Z 5 6 6 3 8 S5+/4+

A Sloppity Bilepiper is equipped with: marotter.

Each time an attack is made with this
Marotter Melee Melee User 0 it weapon, an unmodified hitroll of 6
automatically wounds the target.

Daemonic (pg 56) Disease of Mirth: In the Morale phase, you can select

Herald of Nurgle (Aura): While a friendly LEGIONES one enemy unit within 12" of this model and roll 3DG_: if
DAEMONICA NURGLE CORE unit is within 6" of this model, the result is greater than that enemy unit's Leadership
each time a model in that unit makes an attack you can characteristic, select one of the results below to t::}ke ;
) i : se. Eac it
re-roll a wound roll of 1, effect until the start of the next Morale phase. :au un
i 1 » g 5 is ability once per phase.
d with th? Jolly Gutpipes: In your Command phase, select can only be selected for this JA o e
'g Murrain, these i ¢ The selected unit cannot perform ac A
S one friendly GREAT UNCLEAN ONE, NURGLINGS of o fthat unitis
ately grinfing PLAGUEBEARERS CORE Unit within 6" of _ Warhammer 40,000 Core Book], and if th "
ns cibs PRSCp FLaiNA 8/thia madal. Ul currently performing an action, itimmediately fails.
play discordant the start of your next Command phase: ]

jective Sec ability
« The selected unit loses the Objective Secured y

on their foul ! * Add 110 the Move characteris (see the Warhammer 40,000 Core Book).
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es. Their antics * Add 1 to Advance and charge rolls made for this unit,
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1 Horticulous Slimux

Acidic maw Melee  Melee

Lopping shears Melee  Melee

Daemonic (p

fre)
195
(o2

Herald of Nurgle [Aura): While a friendly LEGIONES
DaeMONICA NURGLE CORE unitis within 68" of this model,
each time @ model in that unit makes an attack, you can

re-roll 2 wound roll of 1

Beast Handler: In your Command phase, you can select
one friendly BEASTS OF NURGLE or PLAGUE DRONES

unit within 8" of this model. Until the start of your next
Command phase

« You can re-roll charge rolls made for that unit.

« Each time 2 model in that unit makes a melee attack,

add 1 to thatattack’s hitroll.

Horticulous Slimux is equipped with: acidic maw; lopping shear;. Yéur érm
suimux model.

WEARON O AN AN

4 3 Malefic ?

Each time an attack is made with this
-3 2 weapon, an unmodified hit roll of 6
automatically wounds the target

Seed the Garden of Nurgle: At the end of your Movement

phase, if this model is wholly within an Area Terrain

feature, you can select for that Area Terrain feature to be

seeded. If you do so, until the end of the battle

* Enemy units treat that Area Terrain feature as if it had
the Difficult Ground terrain trait

* Each time an enemy unit ends any type of move
(excluding pile-in or consolidation moves) within that
Area Terrain feature, roll one D6: on a 2+, that enemy

unit suffers D3 mortal wounds.

ycan only include one HorticuLous

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, NURGLE

KEYWORDS: CAVALRY, CHARACTER, DAEMON, PLAGUEBEARERS, HERALD, HORTICULOUS SLIMUX

i

e

Hortienlous Slimux is the
Grand Cultivator, roaming

realspace to sow the seeds
of corruption in all unspoilt

lands. Sat atop t
bulk of the snail-like
daemon Mulch, Slimux
goads packs of thrashing
plague beasts into battl

even as it
heads wit
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5" 4+ 4+
5" 44 44

9  Plaguebearer

1 Plagueridden

Every model is equipped with: plaguesword.

Each time an attack is made with this

Plaguesword Melee  Melee User -2 1 weapon, an unmodified hit roll of 6
automatically wounds the target.

While this unit contains any models equipped with a daemonic icon:

Daemonic icon * Ithas the IcoN keyword.
« Each time a Combat Attrition test is taken for this unit, you can ignore any or all modifiers

While this unit contains any models equipped with an instrument of Chaos:

Instrument of Chaos « Ithas the INSTRUMENT keyword.
« Add 1 to the Leadership characteristic of models in this unit.

e _

o die of Nurgle's
« One Plaguebearer thatis not equipped with a daemonic icon can be equipped with 1 instrument of Chaos.

guebearers are the
diers of Nurgle. « One Plaguebearer that is not equipped with an instrument of Chaos can be equipped with 1 daemonic icon.

eld plagueswords

s intecriow:  WUT SRS s e
and are surrounded

endless drone of Daemonic (pg 56)

g as they pursue
PEIES FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, NURGLE

tallying each new
2k of the Plague KEYWORDS: INFANTRY, DAEMON, CORE, PLAGUEBEARERS

many diseases.

NURGLINGS 3 rower

3-9  Nurgling Swarm

|f this unit contains 4-6 models, it has Power Rating 6. If this unit contains 2 or more models, it has Power Rating 9. Every

model is equipped with: diseased claws and teeth.
Each time an attack is made with this

weapon, an unmadified hit rall of 6

Diseased claws and teeth Melee  Melee User
automam.allg wuund> the target.

when you setup

Makers: Durnng deployment,
the battiefieia that

Mischief
nywhere on

this unit, it can be setupa
9" away from youl oppanen

paemonic (pg 56)

Bothersome Scamps: Each time an attack is made ; U's deployment

against this unit, subtract 1 from that attac k's hit roll is more than :
zone and any enemy maodels.

Battle-foiged, this unit

i dies: If your aimy is

Tide of Tiny Bo g Batuelield Role

cannot be selec ted to fill @ compulsoiy

urglings are malicieus
glot in @ Detac hment

lague mites that pour

cross the baftlefigld in
These FACTION KEYWORDS: CHAOS, LEGIONES DA

KEYWORDS: SWARM, DAEMON, NURGLINGS

EMONICA, NURGLE

iggling masses.
oul imps might seem
Jlmost amusing from a
distance, yet the illusion
is shattered as the

Nurglings spill forth to
engulf their screaming
victims in a rancid

avalanche of nee

fangs, filthy talons and




3east of Nurgle

6 8 ) £ ? :

| . 7 ) /44
|fthis unit contains 2 models it has Power thlng 8.If thm unit contains 3 mode
9qu|pr‘d with: putrid appendages,

—

Fach time an att

Is it has Power Rating 12, Every model is

ek is made with thia
putrid appenaages Melee Melee .o ? ) Veapol unmodified hit roll of 6

Ut

rtal wounds on the target

AT yek sequence e
Daemonic (pg 56 Grotesque Regeneration: At t

»,
Attention Seeker: This unitis eligible to perform Heroi 2y model in this unit has lost any wounds but was not > I“
Ttions as if itwere a CHARACTER unit. This unit is destroyed, that model regair
m a Heroic Intervention if itis within 6 (-}nnpu NDemige: Fach time a madel
d 5" vertically of any enemy unit, instead destroyed, roll one D6 before remo
nd 5" vertically. Each time this unit abitexplodes, and each enermy Filled‘i{h dim-witted
ntervention move, it can move up to 6 mortal wound ebullie”ceat odds with
es for Heroic Interventions still apply their plague-ridden and

ARDS nightmarish forms, Beasts
\ KEYWORDS: CHAOS, LEGIONES DAEMONICA, NURGLE of Nurgle flollop into battle
DS SEAST. DAEMON, BEASTS OF NURGLE like eager hounds. They

e = are drawn instinctively to
mortal playthings, whose
desperate cries and frantic
flight they mistake for
participation, at least until
their luckless new friends
have twitched their last

NI st
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10" 4w AR
1 Plaguebringer 10" 4+ 4+ 5 6 5 3

2-5  Plague Drone

If this unit contains 4 or more models, it has Power Rating 12. Every model is equipped with: death’s heads;
mouthparts; plaguesword.

—

Death's heads Assault D3 Blast

foul

Foul mouthparts Melee  Melee 5 2 2 Malefic 2

Each time an attack is made with this

Plaguesword Melee  Melee User -2 1 weapon, an unmodified hit roll of
automatically wounds the target.
Prehensile proboscis Melee  Melee Malefic 4

While this unit contains any models equipped with a daemonic icon:
Daemonic Icon * Ithas the IcoN keyword.
/ * Each time a Combat Attrition test is taken for this unit, you can ignore any or all modifiers.

While this unit contains any models equipped with an instrument of Chaos:
Drones ride Instrument of Chaos * [thas the INSTRUMENT keyword.

ous Rot Flies to * Add 1 to the Leadership characteristic of models in this unit.
ese vile steeds

mpaling them on ! e S b DpEdwi T t of Chaos
ng probosces or « One Plague Drone thatis not equipped with a daemonic icon can e equipped with 1 instrument o :

off and gulping * One Plague Drone thatis not equipped with an instrument of Chaos can be equipped with 1 daemonic icon.
the heads of their * Any model’s foul mouthparts can be replaced with 1 prehensile proboscis.
s. The finest stolen

ashioned into
swollen projectiles Daemonic (pg 56)

' ds — for the
Zﬁi?ffdesrs tcc))rhurl at FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, NURGLE

foes. KEYWORDS: CAVALRY, DAEMON, CORE, FLY, PLAGUEBEARERS, PLAGUE DRONES




~ FECULENTGNARLMAW

1 FeculentGnarlmaw

A Feculent Gnarlmaw has no equipment,

paemonic (pg 56)

The Garden Grows: During deployment, when you setup
this unit, itcan be set up anywhere on the battlefield that
is more than 8" away from your opponent's deployment
zone and any enemy models
Sickness Blossoms: At the start of each turn, roll one
D6 for each enemy unit within Engagement Range of

e
e On a 2-5, that enemy unit suffers 1 mortal wound

2
n a 6, thatenemy unit suffers D3 mortal wounds.

f any enemy models are destroyed as a result of these
wounds, gain 1 Warp Storm point (pg 58).

6 7 9

Shroud of Flies (Aura): While a friendly LEGIONES
DAEMONICA NURGLE unit (excluding VEHICLE and
MONSTER units] is within 6" of this model, each time a

ranged attack is made against that unit, subtract 1 from
that attack’s hit roll

The Plague Bells Chime: In your Cormand phase, you
can selectone friendly PLAGUEBEARERS INFANTRY CORE
unit within 6" of this model to be replenished. If you do so,
roll seven D6, For each 6, return 1 destroyed model to that
unit with its full wounds remaining, These models cannot
be set up within Engagement Range of any enerny units
unless those enemy units are already within Engagement
Range of its unit. Each unit can only be replenished once
perturn,

KEYWORDS: WARP Locus, FECULENT GNARLMAW

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, NURGLE

Wheresthe most grievous
foulnéss réigns, there
sprout the Feculent
Gnarlmaws. Daemonic
warp-flora, these cankers in
the flesh of reality exude
an aura of supernatural
disease. Clouds of fatted
plague flies boil around
them, while the dull tolling
of their plague bells draws
the daemons of Nurgle to
the battlefield in swarms.
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| freld of war, their every caress is a knife thrust, their every sighing exhalation a how! that burds

THE BOOK OF EXCESS

They are joy turned te horror, want become need become ohsession. Surging sinuous across the

hearts and shatters hones. Hideously beautiful, savagely delicate, they promise omly delightful
misery garbed in the desperate fnery of unattainable fulfdment.

In this section you will find the following rules:

EXALTED KEEPERS OF SECRETS (PG 106) SLAANESH WARLORD TRAITS (PG 108
Keepers of Secrets can be upgraded with potent new Slaanesh WARLORD models can have one of the traits
abilities. The rules for how you can upgrade these presented in this section. These help to better reflect
models and the abilities they bestow are described in their individual combat and command style on

this section. the battlefield.

SLAANESH STRATAGEMS (PG 107) RELICS OF SLAANESH (PG 110)

Slaanesh armies have access to unique battlefield Slaanesh’s greatest champions can be equipped with
strategies and tactics that they can utilise to best their powerful artefacts called Relics of Slaanesh; these Relics
foes in any theatre of war; these are represented by and the rules they bestow are described in this section.

the Stratagems in this section, and you can spend SLAANESH DATASHEETS (PG 1 11121)

Command points to use them in your games. You can ‘

find out more about Stratagems and Command points This section is essential to all Chaos Daemons players

in the Warhammer 40,000 Core Book. who wish to include SLAANESH units in their army,
regardless of preferred play style, containing as it does

SOULSTAIN DlSCIPLlNE [PG 108] the datasheets for LEGIONES DAEMONICA SLAANESH units.
If your army includes any Slaanesh PSYKER units, Ead} dala§heet describes, among other things, the

they can be given additional psychic powers from the pr.ohlcs of its mgfigls, the wargear xhc“\ can be equipped
Soulstain discipline. This represents the different arcane  with and the abxhﬁxcs thcy’ have. You can find ‘uu.t n‘\urc‘-
Jore and particular talents of each individual psyker. about datasheets in the Warhammer 40,000 Core Book.
You can find out more about psychic powers in the

Warhammer 40,000 Core Book. |
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The most gifted amongst the Greater Daemons of Slaanesh are
living embodiments of unfettered excess and sensory overload. At
once sublimely graceful and menacingly bestial, they te rrify and
repulse mortals even as they beguile them and bewitch their every
sense. To stand against such a sublime nightmare given corporeal
form is to endure a test of will and resolve that few mortals stand
any chance of passing

If your army includes any LEGIONES DAEMONICA Detachments
(excluding Auxiliary Support, Super-heavy Auxiliary ot
Fortification Network Detachments), then when you mustet
your army, you can upgrade any KEEPER 0OF SECRETS models
from your army to be exalted. When a model is upgraded to be
exalted it gains Exalted abilities
You can select one of the Exalted abilities (see right) for that
model. That model’s Power Rating is increased accordingly,

as shown in the table below. If you are playing a matched play
game, or a game that uses a points limit, then the points value
of that unit is also increased by the amount shown in the same
table. Make a note on your army roster each time you upgrade a
unit using these rules, specifying the ability it has gained.

Named characters (e.g. SHALAXI HELBANE, page 111) cannot be
given Exalted abilities. Each model can only be upgraded to

have Exalted abilities once. An army (or a Crusade force) cannot
include the same Exalted ability more than once.

A & usade force car nnot start w ith any models having Exalted

EXALTED ABILITY POWER POINTS
Diaphanous Panoply +2 +35
Epicurean of Agonies +2 425

nsatiable Onslaught +1 +20

'XALTED KEEPERS OF SECRETS

EXALTED ABILITIES

DIAPHANOUS PANOPLY

Though the smooth flesh and flowing silken finery of this
daemon appear almost delicate, they are as impenetrable
as a mind lost to the deepest throes of addiction. Even the
largest calibre shots rebound from them as though the blows
were no more than the kiss of a perfumed breeze.

fach time a ranged attack is made against this model,
stibtract 1 from that attack’s wound roll.

EPICUREAN OF AGONIES

It is in this daemon's gift to know the innermost secrets, the
most desperate desires and deeply harboured fears of all those
it looks upon. It delights in exploiting such stolen insights to
maximise the torments of its victims, dissecting their bodies
with precise, nerve-shredding blows even as it drowns their
minds in sadistic illusions that leave them all but unable

to resist.

Each time this model makes a melee attack, an unmedified
hit roll of 6 scores 1 additional hit.

INSATIABLE ONSLAUGHT

The unfulfilled desires of myriad desperate souls surge
through this daemon, filling it with a ravenous appetite
for cruelty and slaughter that drives it on with ever-
greater urgency.

Add 2 to Advance rolls and charge rolls made for
this model.




MONICA SLAANISH
you have access o

T FOR SOU
THIRS LS 1CP

Legions of Slaanesh - Battle Tactic Stratagem

As extensions of their patron deity, the daemons of Slaanesh
salivate with undisguised desire at the th of de ,

; , X 3 ought of devouri

Aeldari souls. Halotim,

Use this Stratagem in the Fight phase, when a LEGIONES
DAEMONICA SLAANESH unit from your army is selected to fight
Until the end of the phase, each time a model in that unit makes
a melee attack against an AELDAR! unit, you can re-roll the hit
roll and you can re-roll the wound roll.

RAZOR-SHARP CARESS
Legions of Slaanesh - Battle Tactic Stratagem

iLP

The keenness of the Daemonettes’ desire to torment their foes
manifests in the razored kiss of their vicious talons.

Use this Stratagem in the Fight phase, when a DAEMONETTES unit
from your army is selected to fight. Until the end of the phase,
each time a model in that unit makes a melee attack, on an
unmodified wound roll of 6, improve the Armour Penetration
characteristic of that attack by 1.

THE ENDLESS DANCE 1CR

Legions of Slaanesh — Battle Tactic Stratagem

These daemons flow ever-onward through the steps of an
immortal ballet, a hideously graceful and wholly unnatural
performance that speeds them across the battlefields of realspace.

Use this Stratagem in the Fight phase, when a DAEMONETTES unit
from your army is selected to fight. Until the end of the Phas'e,
each time a model in that unit makes a pile-in or consolldatlc?n
move, it can move up to an additional 3". This is not cumula.tlve
with any other rule that increases the distance models can pile

in or consolidate.

IMPOSSIBLE ELEGANCE 1CP

Legions of Slaanesh - Epic Deed Stratagem

Slaanesh’s daemons move with an idealised

The greatest of PR SRR

grace and agility rendered hideous by
and impossibility.

Use this Stratagem at the start of the Fight phase.?clgu (t)):::
LEGIONES DAEMONICA SLAANESH CHARACTER mudc; : lmmhyase o
army (excluding YEHICLE units). Until the CJ']d’() w,ﬁ,diﬁ;d
time a melee attack is made against that unit, 4111&':‘1'11 Fpry
hit roll of 1-3 always fails, irrespective of axtuy Tl'nv L ies

weapon or the model making the attack may have.

units (excluding units in Auxiliar
these Stratagems,

y Support, Super-h -
and can spend CPs to yse ther’;\. ol 0/

Legions of Slaanesh - Requisition Stratagem

The most exalted of Slaanesh's daemons wield mighty artefacts
powerful symbols of the favour of the Dark Prince, :

Use this Stratagem before the battle. Select one LEGiones
DAEMONICA SLAANESH CHARACTER model from your army and give
them one Relic of Slaanesh (this must be Relic they can have).
Each Relic in your army must be unique, and you cannot use 5
this Stratagem to give a model two Relics, You can only use this ,r ¢

Stratagem once, unless you are playing a Strike Force battle (in
which case, you can use this Stratagem twice) or an Onslaught
battle (in which case, you can use this Stratagem three times).

MELODIC DELIRIUM 1CP

Legions of Slaanesh - Strategic Ploy Stratagem

Fiends sing a strange dirge, its melodies catching in the minds of
enemy psykers like hooks in flesh and flooding their thoughts with
feverish bewilderment.
Use this Stratagem at the start of your opponent's Psychic phase.
Select one FIENDS unit from your army. Until the end of the
phase, that unit has the following ability:

Melodic Delirium (Aura): While an enemy PSYKER unit is
within 12" of this unit, each time a Psychic test is taken for that
unit, subtract 2 from the result.

RACE THROUGH THE WARP 1CP

Legions of Slaanesh - Strategic Ploy Stratagem

Slicing the skein of reality, Slaaneshi charioteers steer their charge
into the warp before re-emerging to run the eneny down.

Use this Stratagem in your Command phase. §elect
one LEGIONES DAEMONICA SLAANESH VEHICLE unit

(excluding SOUL GRINDER units) from your army.ARemf)ve (hat
unit from the battlefield and place it into Strategic Reserves.

RAPTUROUS STANDARD 1CP

Legions of Slaanesh - Wargear Stratagem
This icon fills all who gaze upon it with such cq{)horm that lhe)ed
stand slack and glazed even as the daemons of Slaanesh descer

upon them.
Use this Stratagem at the start of the Fi_gt}l phase, Select one
LEGIONES DAEMONICA SLAANESH ICON unit ?mm your army. Umﬂ
the end of the phase, each time a model in that unit makes

melee attack, you can re- roll the hit roll.




powers the PSYKER model knows.

1. CACOPHONIC CHOIR

The daemon emits an ear-piercing chorus of warp-infused screams
that erupt from its distended maw and shatter the sanity of

its foes.

Witchfire: Cacophonic Choir has a warp charge value of 7. If
manifested, roll 3D6. The closest enemy unit within 18" of and
visible to this PSYKeR suffers 1 mortal wound for each point that
the result exceeds that enemy unit’s Leadership characteristic by
(to a maximum of 6 mortal wounds).

Drawing in all the screams of pain and pleasure from across
the battlefield, the daemon melds them into a disorienting and
otherworldly music that beguiles even as it torments.

Malediction: Symphony of Pain has a warp charge value of 7. If
manifested, select one enemy unit within 18" of and visible to
this Psyker. Until the start of your next Psychic phase, each time
a melee attack is made by a model in that unit, subtract 1 from
that attack’s hit roll and wound roll.

3. HYSTERICAL FRENZY

The daemon sends a barbed lash of deranged fervour and
furious bliss uncoiling across the battlefield to goad its allies to
greater efforts.

Blessing: Hysterical Frenzy has a warp charge value of 7. If
manifested, select one friendly LEGIONES DAEMONICA SLAANESH
Core unit within 18" of and visible to this PSYKER. Until the start
of your next Psychic phase:

o Add 1 to the Attacks characteristic of models in that unit.
« Each time 2 model in that unit makes a melee attack, on an
unmodified hit roll of 6, that attack scores 1 additional hit.

ULSTAIN DISCIFLINE

Jefore the battle, generate the psychic powers for PSYKER models in your army
* the table below. You can either roll one D6 to generate each power f

that know powers from the Soulstain discipline usi
andomly (re-rolling duplicate results), or you can select which

4, DELIGHTFUL AGONIES

Manipulating the very stuff of its allies’ corporeal manifestations,
the daemon turns their physical hurts to euphoric stimuli,
allowing them to fight on even with their physical selves in tatters,

Blessing: Delightful Agonies has a warp charge value of 6, If
manifested, select one friendly LEGIONES DAEMONICA SLAANESH
CoRre unit within 18" of and visible to this PSYKeR. Until the
start of your next Psychic phase, each time a model in that unit
would lose a wound, roll one Dé: on a 5+, that wound is not lost.

5. PAVANE OF SLAANESH

Compelled by this daemon’s plaintive urging, its victims
begin an ever-more-desperate dance, flailing and contorting
with wild abandon until flesh tears and bones snap from the
unnatural contortions.

Witchfire: Pavane of Slaanesh has a warp charge value of 6.

If manifested, select one enemy unit within 18" of and visible
to this PSYKER. Roll one D6 for each model in that unit. For
each 5+, that unit suffers 1 mortal wound (to a2 maximum of 6
mortal wounds).

6. PHANTASMAGORIA

Fixing its malevolent gaze upon its chosen victims, the daemon
floods their minds with rapturous visions of delight and horror.
These escalate to such overwhelming heights that soon those foes
not tearing themselves or one another to pieces instead simply
drop dead from insupportable sensory overload.

Witchfire: Phantasmagoria has a warp charge value of 7. If
manifested, select one enemy unit within 18" of and visible

to this PSYKER and roll six D6. For each 5+, that unit suffers 1
mortal wound. Until the start of your next Psychic phase, each
time that unit suffers a mortal wound as a result of this psychic
power, subtract 1 from the Leadership characteristic of models
in that unit.

‘Every shudder of pain and moment of delight,
every peak of agony or ecstasy, each moment of
mortal bliss or langour or desire, all give succour
and form to the daemons of Slaanesh. No intensity
of sensation goes unsampled, no pit of hedonistic
indulgence left to waste. Only through numb and
absolute unfeeling could the sentient races of the
galaxy defeat the excesses of the Dark Prince, and
s0, of course, it shall never be.'

- Rucharis, the Grimoire of Infernal Entities




SLAANESH WARLORD TRAITS

If a LEGIONES DAEMONICA SLAANESH CHARACTER mode
Warlord Traits table below to determine wh

] ¢ 8 7 AP . " 1
gains a Warlord Trait, you can use the Slaanesh
randomly generate one, or you can sele

at Warlord Trait they have i
il y have. You can either roll one D6 to

If a SLAANESH HERALD model is your WARLORD, they ¢

The Murderdance Warlord Traits. Yi _
The derdance Warlord Traits. You can either roll one D3 to 1

select one.

1. WARP MISTS

The stuff of the warp clings to this daemon form
swirling around it like iridescent silks.

At the end of each battle round, if this WARLORD
is on the battlefield, you can retain up to 2
unspent Warp Storm points (pg 58).

2. FATAL CARESS

With a swift flick of a blade or razor-sharp claw,
this daemon can inflict agonising pleasures that
drive the victim instantly insane.

Each time this WARLORD makes a melee attack,
on an unmodified successful wound roll of 5+,
invulnerable saving throws cannot be made
against that attack.

3. THE MURDERDANCE

A performer in the maniacal dance of death, this
daemon hacks and cavorts its way through the
enemy ranks without ever missing a step.

Each time this WARLORD fights, if it made a
charge move this turn, then until that fight is
resolved, add D3 to its Attacks characteristic.

an only have the Warp Mists, Fatal Caress or

andomly generate one, or you can

4. QUICKSILVER DUELLIST

A corporeal embodiment of arrogance, this

daemon redoubles its efforts when humbling an
enemy champion.

Each time this WARLORD makes a melee attack:

« You can re-roll the hit roll.

« If that attack is made against an enemy
CHARACTER model, you can re-roll the
wound roll.

5. SAVAGE HEDONIST

This daemon is a glutton for violence, striking
ever harder to maintain the thrill of combat.

At the start of each battle round, add 1 to
this WARLORD’s Strength characteristic (to a
maximum of +3).

6. AURA OF BEWITCHMENT (AURA]
Even the most disciplined warriors succumb to
this daemon’s beguilements, all thoughts lost in a
haze of hallucinatory desire.

While an enemy unit is within 6" of this
WARLORD, that unit cannot perform actions (see
the Warhammer 40,000 Core Book). If that unit
is performing an action when it comes into
range of this ability, it immediately fails.

NAMED CHARACTERS AND WARLORD TRAITS

If one of the following characters gains a
shown below:

Named Character
Shalaxi Helbane
Syll’Esske

The Masque of Slaanesh

Warlord Trait
Quicksilver Duellist
Aura of Bewitchment
The Murderdance

Warlord Trait, they must have the relevant one
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army roster.

THE FORBIDDEN GEM

This gem was the purest diamond in the Aeldari empire in the
time before the Fall. It was a source of jealous pride to its keeper;
a noble by the name of Ydrisyll, who spent increasing amounts of
time transfixed by its beauty. One of Slaaneshs first deeds after his
apocalyptic birth was to capture Ydrisylls soul and cage it within
the very gem he once so coveted. Gazing upon this corrupted
diamond now inspires uncontrollable jealousy, leaving mortal
senses hopelessly addled.

In your Command phase, select one enemy unit within 12" of
the bearer. Until the start of your next Command phase, any
aura abilities that unit has have no effect.

THE MARK OF EXCESS

A daemon favoured with Slaanesh’s own mark of excess faces an
existence of constant, desperate addiction. Whenever the cursed
recipient sheds the lifeblood of a worthy foe it is rewarded by a
sensory explosion of bliss so all-consuming that the daemon will
fight harder than ever to feel such sensations again.

e Add 1 to the bearer’s Attacks characteristic.

« Each time the bearer makes a melee attack that destroys a
CHARACTER, MONSTER or VEHICLE unit, add 1 to the bearer’s
Attacks characteristic.

SOULSTEALER

This gluttonous blade gulps down the souls of its victims before
invigorating the corporeal form of its wielder. Its greed stems from
the starving Keeper of Secrets bound within — an arrogant entity
that sought to devour enough Aeldari souls to challenge Slaanesh
itself. As punishment for the daemon’s monstrous hubris, Slaanesh
trapped it within Soulstealer, condemning the Keeper of Secrets to
sustain other daemons with its frenzied appetite while retaining
nothing for itself.

Model equipped with witstealer sword or hellforged sword only.
This Relic replaces 2 witstealer sword or hellforged sword and

has the following profile:

WEAPON RANGE TYPE §AR D

Soulstealer Melee +2 -3 3
Abilities: Each time a model is destroyed by an attack made with

this weapon, the bearer regains 1 lost wound (to a maximum of 6
sained wounds per phase). Each time the bearer makes an attack

th this weapon against an AELDARI unit, if a hitis scored, that attack
utomatically wounds the target,

Melee

ICS OF SLAANESH

LEGIONES DAEMONICA SLAANESH CHARACTER model gains a Relic, you can give them one
* characters cannot be given any of the following Relics.

of the following Relics of Slaanesh, Nameq :

‘Note that some Relics replace one of the model’s existing items of wargear. Where this is‘the case, you must, if you are using
 points values, still pay the cost of the wargear that is being replaced. Write down any Relics of Slaanesh your models have on your

SLOTHFUL CLAWS

Formed from the essence of a Keeper of Secrets, these claws have
taken many guises and been bound to the corporeal forms of
countless daemons. The slightest scratch from them imparts a
smothering lethargy that weighs heavy on limbs, mind and soul
alike, leaving victims mired in blissful lassitude.

Model equipped with ravaging claws or snapping claws
only. Select 1 ravaging claws or snapping claws the bearer is
equipped with.

o+ Add 1 to the Damage characteristic of that weapon.

« Each time an enemy model loses any wounds as a result of
an attack made with that weapon, until the end of the phase,
that enemy unit is not affected by the aura abilities of other
enemy units.

o That weapon is now considered to be a Relic for all
rules purposes.

SILVERSTRIKE

The blinding speed with which this blade flicks out makes it
appear as if it does not even occupy the space between thrust and
strike. This swiftness makes the weird languor the blade inflicts
on its victims seem all the more grotesque by comparison, those
struck responding with slow and witless smiles even as their flesh
peels apart or their limbs thump heavily to the ground.

Model equipped with witstealer sword only. This Relic replaces a
witstealer sword and has the following profile:

WEAPON

Silverstrike

RANGE TYPE S & B

Melee +3 -3 3

Abilities: Each time an enemy model loses any wounds as a result of
an attack made with this weapon, until the end of the battle, each time
that model makes a melee attack, subtract 1 from that attack’s hit rall
and wound roll.

Melee

WHIP OF AGONY .
This twitching lash coils lazily and deceptively arour i its ,,.,.mers
limbs, lurking innocently like a hidden compulsion until wtffc‘tl
into a serpentine strike. The Whip of Agony exudes a psyehic .
poison, linking its sentience with the nerves of any it touches. e
the connection made, the whip febrile imagination powrs |
and horror into the sensoria of its victims.

Model equipped with living whip or lashes of torment only.

; : ip or lashes of
« Change the Type characteristic of any li\‘l‘lfs :;thsl.P ko
torment the bearer is equippes with to Asaat

; whip or
+ Each time the bearer makes an attack with a nVm:s\!lmv:n.l

lashes of torment (excluding attacks MACC R attack
units), on an unmodified successful hit 0‘ ,
automatically wounds the target.
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some of this model's characteristics change as it suffers damage
\J

as shown below:

Shalaxi Helbane 12+ wounds remaining) 16" o - : T A
. L ¥
Shalaxi Helbane (6-11 wounds remaining) 14" g, 24 ; T
Shalaxi Helbane (1-5 wounds remaining) " de B4 6 A T T T
. 2 ARSER, 10 5+/4+

Shalaxi Helbane is equipped with: living whip;
HELBANE model.

shappi } lercer, :
PPIng claws; Soulpiercer, Your army can only include one SHALAXI

WEAPON RANGE TYPE S AP D ABILITIES

Living Whip le’ Assault 6 6 2 2

Snapping claws Melee  Melee Uset .4 3 Malefica

| Each time an attack is made with this
ot Melee  Melee 2 A 3 Weapon against a CHARACTER model, this

weapon has a Damage characteristic of
D3+3

ABILITIES

The bearer has a Daemonic Save charactetistic of 4+/4+,

WARGEAR OPTIONS

« This model's living whip can be replaced with 1 shining aegis.

OTHER WARGEAR

Shining aegis

ES

Daemonic [pg 56)

i

Monarch of the Hunt: This model is eligible to perform
a Heroic Intervention if it is within 6" horizontally and
5" vertically of any enemy CHARACTER units, instead of
3" horizontally and 5" vertically. Each time this model
makes a Heroic Intervention move, it can move up to
6" if it finishes that move within Engagement Range of
an enemy CHARACTER unit. All other rules for Heroic
Interventions still apply.

Daemon Lord of Slaanesh (Aura): While a friendly
LEGIONES DAEMONICA SLAANESH CORE unit is within 6"
of this model, each time a model in that unit makes an
ck, re-roll a hit roll of 1.

Mesmerising Form: Each time an attack is made against
this model, subtract 1 from that attack’s hit roll. Cloven hooves pounding
against broken earth,
Shalaxi Helbane bears
down upon its doomed
quarry with the Soulpiercer
gleaming in its grip

No prey can evade the
Monarch of the Hunt, for
the daemon’s obsession
with its victim is so
singular and so powerful
that no mortal means of
flight could ever escape it

Cloak of Constriction: Each time a melee attack is
ainst this model, subtract 1 from that attack’s

[\7)
[&]
o
18]

(18]

[
i
¢

This model can attempt to manifest two psychic powers in your Psychic phase, and attempt to deny one psychic power
ur opponent’s Psychic phase. It knows Smite and two psychic powers from the Soulstain discipline (pg 108).

“ACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH

VEYWORDS: MONSTER, CHARACTER, DAEMON, PSYKER, GREATER DAEMON, WARP Locus, KEEPER OF
SECRETS, SHALAXI HELBANE

\i
|

PREDATOR AND PREY
How does one humble a god? What symbolic victory

combines the metaphysical and the real in such a fashion
a5 to make mock of the eternal an .

tales are to be believed, the daemon known as Shalaxi
Helbane is tool and architect both of just such a feat.

Unstinting huntress; obsessive
champions, regents, even daem
martial achievements makes them prey for
the Monarch of the Hunt manif '
doing so, plants the flags of its vic
that should belong to the Blood G

tories firmly in territory
od, Khorne.

single
Yet Shalaxi Helbane’s mockery exten_dﬁ no‘-o-?:(,i lc(i)eie;l 5
deity’s realm, Myths tell how this entity QUC’? *und Prince
into the Garden of Nurgle on the trail of the fe

d the divine? If whispered

duellist; inescapable bane of
ons whose pride in their own
Helbane's speari
ests all these aspects and, in

of Corpseblooms, and how it returned to the @ﬁ:
Slaanesh to plant its quarry's final flower in soil ted

with deviance.

»

i Asuryani, of a
Then there are the stories told amongst the ‘
stolen blade that might otherwise have wgkened tpe\r ohwn
slumbering god, and of the tireless pursuit of Yvraine w ol
should be the end of death. Cruellest of all, rales of a battle

unimaginable between this daemon predator and many

[0es ishment and corporeal
reat Aeldari heroes, wherein bams‘ €0 :
gxtlnction appeared to be Helbane's end. Yet it seems tha;

Shalaxi Helbane bested even the champions of‘z‘he goc;c::l)fr-to
a-death-cheated. by sending nought but an musclionheaging
pattle them before revealing its own survival ana ¢

death itsell ]
e

-

i e O



KEEPEROF SECREIS

Some of this model's characteristics change as it suffers damage, as shown below:

Keeper of Secrets 16" 24 24 6 ? 20 6

(11+ wounds remaining) L

Keeper of Secrets W s

(6:10 wounds remaining)

Keeper of Secrets 12" A4 54 6 7 N/A 4 10 Sus

(1-5 wounds remaining)

A Keeper of Secrets is equipped with: ritual knife; snapping claws; witstealer sword.

WEAPON RANGE TYPE S AP D ABILITIES

Living whip 12" Assault b ) 2 o

Snapping claws Melee  Melee User 4 3 Maeheq SN
Each time an enemy model loses any
wounds as a result of an attack made
with this weapon, until the en

Witstealer sword Melee  Melee +2 -3 3 4 whes: -

battle, each time that model makes
a melee attack, subtract 1 from that
attack’s wound roll.

OTHER WARGEAR ABILITIES

Atthe end of the Fight phase, you can select one enemy model within 3" of the bearer that lost

Ritual knife any wounds during that phase as a result of an attack made by the bearer. Roll one D6: on a
2+, that model suffers D3 mortal wounds.
Shining aegis The bearer has a Daemonic Save characteristic of 4+/4+.

Atthe end of the Fight phase, if any enemy models (excluding VEHICLE models) were
Sinistrous hand destroyed by an attack made by the bearer that phase, the bearer regains up to D3
lost wounds.

WARGEAR OPTIONS

© This model’s ritual knife can be replaced with one of the following: 1 living whip; 1 shining aegis; 1 sinistrous hand.

ntelligent, horribly Daemonic (pg 56) Mesmerising Form: Each time an attack is made against
g and deadly in Daemon Lord of Slaanesh (Aura): While a friendly this model, subtract 1 from that attack’s hit roll.

he Keepers of LEGIONES DAEMONICA SLAANESH CORE unit is within 6"

are the greatest of this model, each time a model in that unit makes an
ons of Slaaneshi y
attack, re-roll a hit roll of 1.

n legions. Wielding
1s and unleashing

cerous powers of This model can attempt to manifest two psychic powers in your Psychic phase, and attempt to deny one psychic power
ion and torment, In your opponent’s Psychic phase. It knows Smite and two psychic powers from the Soulstain discipline (pg 108].
iaemons cut an e B e ——— -
tly hideous swathe FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH
the battlefield. KEYWORDS: MONSTER, CHARACTER, DAEMON, PSYKER, GREATER DAEMON, KEEPER OF SECRETS

._}:’_



INFERNAL ENRAPIURESS

No. Name

1 Infernal Enrapturess

M
g"

WS
24

BS

34 4 4 4 A 8

RANGE TYPE

Heartstring lyre

- Cacophonous melody 18" Assault 6 5 1 {
- Euphonic blast 24" Assault 1 [¢] 3 N3+3

s 2 o
Ravaging claws Melee  Melee TR e

Aninfemal B 'S equipped with: heartstring lyre; ravaging claws

Before selecti :
Cling targets, select one of the profiles below to make attacks with

paemonic (pg S6)

Herald of Slaanesh (Aura): While a friendly LEGIONES
DAEMONICA SLAANESH CORE unit is within G of this
model, each time a model in that unit makes an attack,
you can re-roll a wound roll of 1.

Discordant Disruption (Aura): While an enemy PSYKER
unit is within 24" of this model, each time a Psychic test
s taken for that unit, it suffers Perils of the Warp on any

Harmonic Alignment: In your Command phase, select
one model with this ability from your army and one
friendly LEGIONES DAEMONICA SLAANESH CORE unit from
yourarmy within 6" of that model. You can return one
destroyed model from that unit to the battlefield with its
full wounds remaining, If that unit is an INFANTRY unit,
you can return up to D3 destroyed models instead. These
models cannot be set up within Engagement Range of any
enemy units unless those enemy units are already within
Engagement Range of its unit.

I The symphonies of
torment and cacophonies
of bliss unleashed by
these daemons can tear
their foes apart body and

..A~

INFERNAL ENRAPTURESS

TION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH
KEYWORDS: INFANTRY, CHARACTER, DAEMON, WARP Locus, DAEMONETTES, HERALD,

soul. Yet perhaps their
greatest ability is to draw
the disembodied energies
of fellow Slaaneshi

THE MASQUE OF SLAANESH

daemons to the b
constantly bolste
comrades’ ranks wi
and soul-hungry

5 POWER

M
10"

No.

1 The Masque of Slaanesh

WS BS S I
2+

DSv
A+/4+

We o oA cEd
3 A R A oA SRR R

The Masque of Slaanesh is equipped with: serrated claws. Your army can only include one THE MASQUE OF SLAANESH model.

-3

User -3 2

RANGE TYPE

Melee  Melee

AP D ABILITIES

Daemonic (pg 56)

The Eternal Dance: At the start of the Fight phase, select

one enemy unit within Engagement Range of this model.

Then select one of the following effects:

¢ Until the end of the phase, each time a friendly
LEGIONES DAEMONICA SLAANESH model makes a melee
attack against that unit, add 1 to that attack’s hit roll.

« Until the end of the phase, each time a model in that
unit makes a melee attack, subtract 1 from that attack’s

hit roll,

* Until the end of the phase, eachtime a model in that

ark'e
unit makes a melee attack, subtract 1 from that attack’s

wound roll,

FACTION KEYWORDS: CHAOS, LEGIONES DAEM
KEYWORDS: INFANTRY, CHARACTER, DAEMON,

ONICA, SLAANESH _
DAEMONETTES, HERALD, Tt

Herald of Slaanesh (Aura): While a friendly LEGIONES
DAEMONICA SLAANESH CORE unit is within 6" of this
model, each time a model in that unit makes an attack,

you can re-roll a wound roll of 1.

Dazzling Acrobatics:

e Each time this model makes a Normal Move, Advances,
Falls Back or makes a charge move, until that move
is finished, this model can move horizontally through

rain fes 5 (ite ish a move on A "
models and terrain features (it cannot finis Once high i the favour

of the Dark Prince, this
daemon was cursed by its
petulant deity to dance
eternally across reality and
beyond for an imagined
slighL Its endless acrobatic
performance beguiles

and bewilders, drawing
those who witness it into
joining the revels even

‘ at the expense of their
own survival.

top of another model, or its base)
« This unit is eligible to charge ina wrn o wi
Fell Back.

ich It

{E MASQUE OF SLAANESH




o mim modd N

M WS BS
10" 2+ 3+

S
4

1 Syll'Esske 6 9

SyllEsske is equipped with: scourging whip; Axe of Dominion. Your army can only include one SYLL’ESSKE model,
WEAPON TYPE
Scourging whip (shooting) 9" Assault 6 User -
Axe of Dominion Melee  Melee +3 3 gieh

Scourging whip (melee) Melee  Melee User -2 1 Maleficb

5+/4+

Daemonic (pg 56) Herald of Slaanesh (Aura): While a friendly Leciongs

Prince of Chaos (Aura): While a friendly LEGIONES DAEMONICA SLAANESH CORE unit is within 6" of this
DAEMONICA SLAANESH CORE unit is within 6" of this model, each time a model in that unit makes an attack,
model, each time a model in that unit makes an attack, you can re-roll a wound roll of 1.

re-roll a hit roll of 1.

his strange alliance of the i -

aemon herald Syll and his model can attempt to manifest two psychic powers in your Psychic phase, and attempt to deny one psychic power
he hulking Daemon Prince in your opponent’s Psychic phase. It knows Smite and two psychic powers from the Soulstain discipline (pg 108]
risifichrgzsbgaitgi’s& FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH

battlefields. Not only do KEYV:/ORDS: MONSTER, CHARACTER, DAEMON, PSYKER, DAEMONETTES, HERALD, DAEMON PRINCE,
he pairing wreak red ruin SYLLUESSKE

amidst the foe themselves,
but also their presence
entices the daemons of
Slaanesh to ever more
excessive acts of cruelty
and violence.

CONTORTED EPITOME

No. Name M WS BS S T W A Ld DSv

1 Contorted Epitome fior TS R 5 8 8 8 44+ i

A Contorted Epitome is equipped with: coiled tentacles; ravaging claws.

EAPON RANGE TYPE S AP D ABILITIES

Coiled tentacles Melee  Melee +1 -2 3 Malefic3
Ravaging claws Melee  Melee User 2 2

Daemonic (pg 56)

Horrible Fascination (Aura): While an enemy unitis

Swallow Energy: Each time this model would lose a within 6" of this model, at the start of your oppanent’s
< ID6 fort
wound as a result of a mortal wound, roll one D6: on a 2+, Command phase, your oppanent must roll 306 for that
that wound is not lost. unit. If the resuiltis higher than that unit's Leadership
characteristic, until the start of your opponents next
Herald of Slaanesh (Aura): While a friendly LEGIONES c BT
LOmmand Se:
DAEMONICA SLAANESH CORE unit is within 6" of this 4

¢ Halve the Move characteristic of madels n thatunit
model, each time a model in that unit makes an attack,

Y

¢ Each time a model in that unit makes an attacy, subdt

1C¢L

d i ' Rt poundallafg 1 from that attack’s hit rall

These ghastly daemonic

manifestations writhe into

e ests of metallic . - P

?Car:grcilzntr;lt‘i’rsl(,i ring Ihis model can attempt to manifest two psychic powers in your Psychic phase, and attempt to deny W o
; S i v d : X diseipline (pg 10¢

attendants riding their In youropponent’s Psychic phase. It knows Smite and two psychic powers from the Soulstain JiSCIf

twisted steeds to war, It . . .

reflects the darkest desires FACTION KEYWORDS: CHADS, LEGIONES DAEMONICA, SLAANESH . HERALD, CONT

of those who look upon its KEYWORDS: CAVALRY, CHARACTER, DAEMON, PSYKER, DAEMONETTES, .
surface, even as it swallows

up the most potent

energies and throws back

overwhelming onslaughts %
of empyric devastation, ;

NiC powers

ORTED EPITOME

Satte. NS
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some of this model's characteristics chm" ity

L ONEXALTED SEEKER CHARIOT 1B poweR

ffers damage, as shown below,

Tormentbringer on Exalted Seeker Chariot
(?+ wounds remaining)

.H’

= i
Tormentbringer on Exalted Seeker Chariot

L SR G A A I

A Tormentbringer on Exalted Seeker Chariot l:equipped

with: lashes of torment. exatted Seeker tongues; ravaging claws

WEAPON RANGE S A

Lashes of torment 6' Assault B A 1 !

Exalted Seekertongues  Melee Melee = 4 o | Matefic 8
Ravaging claws Melee _Melee Ust 2 2

Daemonic (pg 56)
vae (Pg 55 Evasive Speed: Fach time a ranged attack is made against

Herald of Slaanesh (Aura): While a friendly LEGIONES this model, subtract 1 frorm that attack’s hit roll
DAEMONICA SLAANESN CORE unitis within 6" of this
model, each time a model in that unit makes an attack,

ch(hlng lmpnu: Each tirme this madel finishes a
charge move

you can re-roll a wound roll of 1 * Roll four D6 for each enermy unit within ?r»g,)g‘r?mnm

Tormentbringer: In your Command phase, select one Range of this model. For each 5+, that enemy unit

friendly LEGIONES DAEMONICA SLAANESH CORE unit within suffers 1 mortal wound : to battle above

6" of this model. Until the start of your next Command « Until the end of the turn, add 2 to this model's the ( erslash blades
fati of r Exalted Seeker

phase, each time 2 model in that unit makes a melee Attacks characteristic. g ,

attack, add 1 to that attack’s hitroll.

This model can attempt to manifest one psychic power in your Psychic phase, and attempt to deny one psychic power
r opponent’s Psychic phase. It knows Smite and one psychic power from the Soulstain discipline (pg 108]

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH
KEYWORDS: VEHICLE, CHARACTER, DAEMON, PSYKER, EXALTED SEEKER CHARIOT, HERALD,

DAEMONETTES, TORMENTBRINGER

3 s dad




TRANCEWEAVER

No.
1

Tranceweaver

ATranceweaver is equipped with: ravaging claws.

WEAPON RANGE TYPE S AP D ABILITIES

Ravaging claws Melee  Melee user - .

Daemonic (pg 56) Tranceweaver: In your Command phase, select one
friendly DAEMONETTES CORE unit within 6" of this model,
Until the start of your next Command phase, each time

Herald of Slaanesh [Aura): While a friendly LEGIONES
DAEMONICA SLAANESH CORE unitis within 6" of this

model, each time a model in that unit makes an attack, a model in that unit makes a melee attack, improve the

you can re-roll a wound roll of 1. Armour Penetration characteristic of that attack by 1.

PSYKER

This model can attempt to manifest one psychic power in your Psychic phase, and attempt to deny one psychic power
in your opponent's Psychic phase. It knows Smite and one psychic power from the Soulstain discipline (pg 108).

wwoured daemons
esh are raw | FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH
tations of sensory KEYWORDS: INFANTRY, CHARACTER, DAEMON, PSYKER, DAEMONETTES, HERALD, TRANCEWEAVER
and wilful cruelty.
of the Dark Prince,
w across the
Id with inhuman
eening gleeful war
they exhort their
to greater acts of
bliss-giving and
mies low with the
ress of their talons.

TORMENTBRlNGER ON SEEKER CHARIOT 5 POWER

1 Tormentbringer on Seeker Chariot 4+/4+

ATormentbringer on Seeker Chariot is equipped with: lashes of torment; ravaging claws; Seeker tongues.

RANGE TYPE D ABILITIES

Lashes of torment 6" Assault 6
Ravaging claws Melee  Melee User -2 A ; E i
Seeker tongues Melee  Melee Maleﬂc 4

_

Evasive Speed: Each time a ranged attack is made against

Daemonic (pg 56)
this model, subtract 1 from that attack’s hitroll.

Herald of Slaanesh (Aura): While a friendly LEGIONES
DAEMONICA SLAANESH CORE unit is within 6" of this Scything Impact: Each time this model finishes a
model, each time a model in that unit makes an attack, charge move:

« Roll four D for each enemy unit within Engagement

you can re roll a wound roll of 1,
ach 5+, that enemy unit

Range of this model. For e
suffers 1 mortal wound
« Until the end of the turn,

Attacks characteristic

Tormentbringer: In your Command phase, select one
friendly LEGIONES DAEMONICA SLAANESH CORE unit within
should the foe bring 6" of this model. Until the start of your next Command

SG|V_€§ to open fire phase, each time a model in that unit makes a melee
n entities of such

attack, add 1 to that attack’s hit roll
stly beauty, they stand
e chance of landing a
' o deny one psychic powet

pon the hurtling and

add 2 to this model's

rving Tormentbringers This model can attempt to manifest one psychic power in your Psychic phase, and attemptt SR (r¢ 7
p ‘ S
ard their Seeker in your opponent’s Psychic phase. It knows Smite and one psyc hic power from the Soulstain g
iriots. Whooping with 5
2 A . SH - :
d exhilaration, the FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANE( N ARiOT, HERARD. DAEMONETTES

.mon Heralds slam into KEYWORDS: VEHICLE, CHARACTER, DAEMON, PSYKER, SEEKEF
enemy ranks in ecstatic TORMENTBRINGER




TORMENTBRI GER ON HELL
Tormentbringer on Hellflayer

ATormentbringer on Hellflayer is equipped with: lashes of torment: bladed axle

WEAPON RANGE TYPE S AP D ABILITIES
Lashes of torment 6" Assault 6 4 B 1

Bladed axle Melee  Melee ¥ 2 2 Malefica
Ravaging claws Melee  Melee User 2 2

Seeker tongues ____Melee  Melee 1 Malefica

FLAVER | ‘é:JV;IER s

A+v/44

; ravaging claws; Seeker tongues,

Daemonic (pg 56)

Herald of Slaanesh (Aura): While a friendly LEGIONES
DAEMONICA SLAANESHK CORE unitis within 68" of this
model, each time a model in that unit makes an attack,

you can re-roll a wound roll of 1.

Tormentbringer: In your Command phase, select one

friendly LEGIONES DAEMONICA SLAANESH CORE unit within

6" of this model. Until the start of your next Command

phase, each time a model in that unit makes a melee
ttack, add 1 to that attack’s hitroll.

Evasive Speed: Each time a ranged attack is made against
this model, subtract 1 from that attack’s hit roll

Cutting Down the Foe: Each time this model is selected
to fight, if it made a charge move this turn, change this
model's bladed axle's ability to Malefic 6.

To these cméi.an:i
merciless Herdlds falls the
task of mowing down rank
upon rank of screaming

of blood and tattered

This model can attempt to manifest one psychic power in your Psychic phase, and attempt to deny one psychic power flesh. Obsessive about
n your opponent’s Psychic phase. It knows Smite and one psychic power from the Soulstain discipline (pg 108]. ensuring _th? eradication
of their victims, the
FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH Tormentbringers seed
KEYWORDS: VEHICLE, CHARACTER, DAEMON, PSYKER, HELLFLAYER, HERALD, DAEMONETTES, the ripped-up battlefield

TORMENTBRINGER

behind them with corpse-

flesh and corruption.




DAEMONETTES

10" 3+ 3+
100 | 3% S,

9 Daemonette

1 Alluress

Every model is equipped with: piercing claws.

WEAPON RANGE TYPE S AP D ABILITIES
Melee  Melee User -2 1

Piercing claws

OTHER WARGEAR ABILITIES

While this unit contains any models equipped with a daemonic icon:

Daemonic icon e |t has the IcON keyword.

* Each time a Combat Attrition test is taken for this unit, you can ignore any or all modifiers,

While this unit contains any models equipped with an mgtmmamofma ’
Instrument of Chaos ® |t has the INSTRUMENT keyword.
* Add 1 to the Leadership characteristic of models in this unit.

WARGEAR OPTIONS

Known to mortals as the ‘ * One Daemonette thatis not equipped with a daemonic icon can be equipped with 1 instrument of Chaos.

handmaidens of Slaanesh, | * One Daemonette that is not equipped with an instrument of Chaos can be equipped with 1 daemonic icon.
these daemons are a

mixture of the beautiful

e mmoe e DENERSETISREEEEGES 0 e
all the more disturbing by Daemonic (pg 56)

the visceral clash of both.
They delight in the carnage FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH
of battle, weaving around KEYWORDS: INFANTRY, DAEMON, CORE, DAEMONETTES
enemies’ clumsy blows as
they shrill and sigh their
delight amidst swift-
taloned slaughter.

FIENDS 5 rower

No. Name M . WS ‘BS S T W A S
2-5 Fiend 14" 3+ - 5 4 4 4 ? S+/4+

1 Blissbringer 14" 3+ - 5 4 4 5 8 M
If this unit contains 4 or more models it has Power Rating 10. Every model is equipped with: barbed tail; dissecting claws.
WEAPON RANGE TYPE S AP D ABILITIES

Barbed tail Melee  Melee User -3 3 Malefic 1

Dissecting claws Melee  Melee User -2 2 e

' 55

Daemonic (pg 56)

Soporific Musk (Aura): While an enemy unit [exuludmg VEHICLE and TITANIC units) is within Engagement Range of this
unit, each time a model in that énemy unit makes an attack, subtract 1 from that attack’s hit rall.

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, S
LAANESH
KEYWORDS: BEAST, DAEMON, CORE, FIENDS

Few daemonic entities
approach the sheer
disturbing horror of the

\ Fiends of Slaanesh.

" Malicious hunting beasts
that croon their delight

| across the battlefield,

| these ghastly abominations
are wreathed in a soporific
musk that leaves their
prey witless and helpless
before thelr flashlnL, talons




SEEKERS
4-9 Seeker , St : 1 t 8 el

16" 34 34 - @
1 Heartseeker / S+/4+

WEAPON

Lashing tongue

RANGE TYPE

Melee

AP D ABILITIES

Melee 4 0 1 Malefic 2

RS
Piercing claws User -2 1

OTHER WARGEAR

Melee  Melee
ABILITIES

A/ .

4 While this unit contains any models equipped with a daemonic icon
ATy NICIC

Daemonic icon * Ithasthe IcoNn keyword

® tac e iti 3t
Each time a Combat Attrition test is taken for this unit, you can ignore any or all modifiers

While this unit contains any models equipped with an instrument of Chaos:
* Ithas the INSTRUMENT keyword.

* Add 1 to the Leadership characteristic of models in this unit.

Instrument of Chaos

WARGEAR OPTIONS

eker thatis not equipped with a daemonic icon can be equipped with 1 instrument of Chaos

eeker thatis not equipped with an instrument of Chaos can be equipped with 1 daemonic icon.

Daemonic (pg 56)

Unholy Speed: Add 1 to charge rolls made for this unit.

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH
KEYWORDS: CAVALRY, DAEMON, CORE, DAEMONETTES, SEEKERS

Sat astride swift Steeds
of Slaanesh, Seekers
pursue their mortal prey
with obsessive delight.
Even the fastest of mortal
vehicles cannot outpace
these vicious entities,
while those who stand
and fight soon find their
ranks smashed asunder
by charging shock-cavalry
drawn from the darkest
depths of nightmare.




RANGE TYPE AP D ABILITIES

Lashes of torment 6" Assault 6 4

Bladed axle
Piercing claws

Seeker tongues Melee Melee

Melee Melee +2 Malefic4

2
1
1

1
2
Melee Melee 2
0

Malefic 4

Cutting Down the Foe: Each time this model is selected
to fight, if it made a charge move this turn, change this
model’s bladed axle’s ability to Malefic 6.

Daemonic (pg 56)
Evasive Speed: Each time a ranged attack is made against
this model, subtract 1 from that attack’s hit roll.

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH
KEYWORDS: VEHICLE, DAEMON, DAEMONETTES, HELLFLAYER

yth has it that the
vers of Slaanesh
as devices for
s the gruesome
re-gardens of the
rince’s realm, but
eir efficacy in war
on proven when
ild Daemonette
unleashed the whirl-
d murder engines
the battlefields
Ispace.




SEEKER CHARIOT

No. Name
1 Seeker Chariot

M WS B § T w
14" 34 34 4 -

A Seeker Chariotis equipped with: lashe
: s of torment; pierci
ng claws; Seeker ton
J gues,

Lashes of torment

; Assault 6 4 ) :
Piercing claws Melee  Melee User .2
Seeker tongues Melee  Melee : ; Lie
1 Malefic4

Daemonic (pg 56)

Seything Impact: £ i i
& ‘ . : : t Each time this model finishes
Evasive Speed: Each time a ranged attack is made against ~ charge move: N
this model, subtract 1 from that attack’s hit roll

* Roll four D6 for each enemy unit within Engagement
Range of this model, For each 5+, that enerny urn;
suffers 1 mortal wound.

» Until the end of the turn, add 2 to this model’s
Attacks characteristic.

i:g\T}I\%r\égsEj’\\lNORDS: CHAOS, LEGIONES DAEMONICA, SLAANESH . Eﬁ:welgrt'dswm o

: VEHICLE, DAEMON, DAEMONETTES, SEEKER CHARIOT ’ cava?c::iisy ofesasg(.;nme
Chariots tear through

the veil of reality to bear
down upon the enemies
of Slaanesh. Their crews
race wildly to be first into
battle, their eagerness
for speed turning to wild
bloodlust the moment
their clattering charge
crashes home.

EXALTED SEEKER CHARIOT S power

Some of this model’s characteristics change as it suffers damage, as shown below:

No. Name M WS BS S T oW A kd TSN

1 Exalted Seeker Ch.ariiot 14" 2+ 3 4 5 12 8 8  A4+/4+
(7+ wounds remaining) XS
Exalted Seeker Chariot Gl SN A B A+/4+
e St

Exalted Seeker Chariot 10" 4+ 3+ 4 5 N/A 6 8  4+/A+

(1-3 wounds remaining)
ues; piercing claws.

An Exalted Seeker Chariotis equipped with: lashes of torment; exalted Seeker tong

Lashes of torment 6" Assault 6 4 1 1 -
e o L
T User -2 e

Piercing claws Melee  Melee

: i e this model finishes a
Scything Impact: Each time R
e, hg 8¢ :‘0"8' Larget and mare deadly
. : char ; : rand mare dea
‘ o itwi ¢ t han Seeker Charic
Evasive Speed: Each time 3 ranged attack is made agal « Roll four D6 for each enemy unit within Engagemen [“ww v, v il
o i For eac at enemy unit § ° ‘
this model, subtract 1 from that attack’s hit roll. Range of this model, For each S+, that enemy thest N e |
\mnpdmti\'oly heavyweight

suffers 1 mortal wound,
« Until the end of the turn, add 2ot

Attacks (:haru(:\euis(iu.

Nia AR weapons to break their
victims' lines. Multi-hued

wheels emitting blurred

of hypnotic light,

‘___’______/ﬂ/“’ﬁ'—/mf — skeins
NICA, SLAANESH SN ~reaming like
FA : s, LEGIONES DAEMONIEA, ot axles screaming
CTION KEYWORDS: CHAO TUUCU | souls they tear

EE
KEYWORDS: VEHICLE, DAEMON, DAEMONETTES, E’i‘_'ffi‘_.w

enemy ranks

through the

again and again.
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-d specifically to one of the Dark

Leet describes, among other

s the profiles of its models, the wargear
can be equipped with and the abilities they
out more about datasheets in
ner 40,000 Core Book.
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ARMY OF RENOWN:
DISCIPLES OF BE'LAKOR (PG 128])

_____ udes Be'lakor, you can choose

JUl a
f Renown rules for it. This

Army Ol

nclude units from Codex: Chaos

Space Marines

DISCIPLES OF BE’LAKOR
STRATAGEMS (PG 129)

es of Be'lakor Army of
hese Stratagems and
{0 use them during

If you are using the Discipl
Renown, you have access 10 f
can spend Command points

your battles
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¢ T BISOIPUNE (6 124) ARMY OF RENOWN
\, e e i, An Arimy of Renown is a specialised force that has
\\ \ O AC USINg
h- g g et | earned fame or infamy across the 41st Millennium, the
Odels Our army s - . & o
G e DAVER o S it : y can experience of which has given its warriors unique skills
: & i, chic powers from the to use on the battlefield.
. oCtic dis ¢ 1ese represent the arcane lore
\‘ nd paracular tatents ol \’.\\!‘ ‘1“‘::‘ '.‘{'\ | S 1 1
2 s e )\ 1al psyker An Army of Renown is a variant army list for a particular
~ g ‘\‘... out psychic powers in Faction in Warhammer 40,000 that is themed around
* er 40,000 Core Book a particular disposition of forces. Each imposes certain
; DATASHEETS (PG 125-127 restrictions on what units can be included, but it also
e R 0 LEDA ) grants access to a wider range of rules such as Stratagems,
- $s s essential to all C haos Daemons Relics, etc. to reflect that Army of Renown's unique
o plavers re ess of ;\f‘(‘.C_:’R‘d play style, methods of waging war in the 41st Millennium.
7 containing as it does the datasheets for
x -emaining LEGIONES DAEMONICA units which are If you wish for your army to become an Army of

Renown, it must first adhere to all the restrictions laid
out for that Army of Renown, it must be Battle-forged
and it must not include any Specialist Detachments.
You can then make a note in the Army Faction section
of your army roster of which Army of Renown your
army is. Some, or all the units in an Army of Renown
then gain the benefits listed, such as new keywords,
abilities, Stratagems, etc. Note that your army does not
automatically become an Army of Renown just because
it happens to abide by the restrictions — you must cheose
for it to be an Army of Renown.

CRUSADE ARMY OF RENOWN

You can use any of the rules listed in an Army of Renown
to make a Crusade Army of Renown when you start &
Crusade force. In this case, the Restrictions and Benefits
apply to your entire Crusade force - replace :all instances
of ‘army’ listed in the Restrictions and Benefits sections
to instead say ‘Crusade force, and make a note in the
Crusade Faction section of your Order of Battle of which
Army of Renown your Crusade forge is. Note that means
that certain units can never be added to your Order of
Battle; but it will result in a particularly focused and
themed collection. Whenever you select a Crus;}de force
from such an Order of Battle, it must be Battle- forged
and cannot include any Specialist Detachments.
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'NOCTIC DISCIPLINE

+ PsyKER models in your army that know powers from the Noctic discipline ysjn
ach power randomly (re-rolling duplicate results), or you can select whicp,

Before the battle, generate the psychic powers fo
the table below. You can either roll one D6 to generate ¢
powers the PSYKER model knows.

1. SHROUDED STEP

A black fume envelops the psyker allies. It flows across the
batthﬁéld before coalescing into a roiling darkness from which
they then emerge.

Blessing: Shrouded Step has a warp charge value of 6. If
manifested, select one friendly LEGIONES DAEMONICA INFANTRY Of
DISCIPLES OF BE'LAKOR INFANTRY unit within 18" of this PSYKER.
Remove that unit from the battlefield and set it up anywhere on
the battlefield that is more than 9" from any enemy models.

2. WREATHED IN SHADES

The psyker draws from the warp a churning mass of damned
shades, abandoned worshippers of Be'lakor now doomed to
conceal and protect his current servants.

Blessing: Wreathed in Shades has a warp charge value of 7. If
manifested, select one friendly LEGIONES DAEMONICA or DISCIPLES
OF BE'LAKOR unit (excluding MONSTER and VEHICLE units) within
12" of this PsYKeR. Until the start of your next Psychic phase,
enemy models cannot target that unit with ranged weapons
unless that unit is the closest eligible target to the firing model
or it is within 12" of the firing model.

3. PALL OF DESPAIR

The psyker draws forth every bleak imagining and hopeless terror
their victims have ever felt, drowning their enemies’ minds in
misery until they barely have the will to keep breathing.

Malediction: Pall of Despair has a warp charge value of 7. If
manifested, select one enemy unit within 18" of and visible to
this Psyker. Roll 3D6: if the result is greater than that unit’s
Leadership characteristic, select one of the following to apply to
that unit:

« Until the start of your next Psychic phase, if that unit has
any aura abilities, select one of those abilities: that unit loses
that ability.

 Until the start of your next Psychic phase, that unit
cannot perform actions (see the Warhammer 40,000 Core
Book). If that unit is currently performing an action, it
immediately fails.

« Until the start of your next Psychic phase, in the Fight phase,
that unit is not eligible to fight that phase until after all
eligible units from your army have done so.

4. VOIDSLIVERS

Reaching with their mind into the darkest depths of the void, the
psyker draws forth crystallised slivers of terror, misery and loss
before hurling them in a storm at the foe. The darts rip through
soul-matter, while leaving the enemy’s corporeal forms lifeless bys
seemingly unharmed.

Witchfire: Voidslivers has a warp charge value of 5. If
manifested, select one enemy model within 12" of and visible to
this PSYKER. Draw a line between any part of this PSYKER's base
and any part of the selected model’s base (or hull):

« 'The selected model’s unit suffers 1 mortal wound (if that
unit contains 11 or more models, it suffers D3 mortal
wounds instead).

« Every other enemy unit that this line passes over or through
suffers 1 mortal wound (if any of those units contains 11 or
more models, it suffers D3 mortal wounds instead).

5. PENUMBRAL CURSE

The psyker curses the blades of the enemy, causing them to become
as insubstantial as shadows, and to pass harmlessly through the
very foes they should have hewn in two.

Malediction: Penumbral Curse has a warp charge value of 7.
If manifested, select one enemy unit within 18" of this PSYKER.
Until the start of your next Psychic phase, each time a model
in that unit makes a melee attack, subtract 1 from that attack’s
wound roll and worsen the Armour Penetration characteristic
of that attack by 1.

6. BETRAYING SHADES

Falling to the psyker’s whispered blandishments, the enemys very
shadows turn upon them, clawing and ripping at the mortal forms
that cast them.

Witchfire: Betraying Shades has a warp charge value of 6. If
manifested, select one enemy unit within 18" of and visible to
this PSYKER.

« Select up to 6 models in that unit, and add together the
unmodified Attacks characteristics of those models. i

« Roll a number of D6 equal to the total (for example, it‘hve
of the selected models had an Attacks characteristic of 2,
and one had an Attacks characteristic of 3, you would roll
thirteen D6).

« If the result of the Psychic test was 11 or more, add 1 to each
dice result.

+ For each roll of 6+, that unit sufters 1 mortal wound (to a
maximum of 6 mortal wounds).




BE'LAKOR

No. NAME

some of this model's characteristics chan
Re as it suffers damage, as
, 8 shown below:

M WS BS
1 Be'lakor (114 wounds remaining) 12" 5 - A
) . : e 8 ?

Be'lakor (610 wounds remaining) C R T ’ 20 6 9 A/

- +
Be'lakor (1-5 wounds remaining) 8 » - ? N/A 5 9 Av/dy

o ’ ¥ 6 4 N/A Kl Is

) Av/Ay

Be'lakor is equipped with: the Blade of Shadows. Your army can only include one Be'LA B
A  one BE'LAKOR madel

WEAPON RANGE TYPE .

The Blade of Shadows
attack with

Sweeping strike

Each time ar
an attack is mac a
ade with this weapon, select one of the profiles

AP D ABILITIES

helow to make that

Fach time an attack is made with this
5

Melee Mele
e a
User 3 | weapon profile, make 2 hit rolls instead
of 1
Fach time an attack is made with this
Diasvins S
iercing strike Melee  Melee 4 4 D3+3 Weapon profile, invuinerable saving

Daemonic (pg S6)

Shadow Form:
« Each time an attack is made against this model, your
pponent cannot re-roll the hit roll.

m o

ach time an attack is made against this model,
ubtract 1 from that attack’s hit roll and wound roll.

m o

ach time a ranged attack is made against this model,
subtract 1 from that attack’s Damage characteristic (to
a minimum of 1).

Lord of Torment (Aura): While an enemy unit is within

& of this model, subtract 1 from the Leadership
characteristic of models in that unit, and eachtime a
Combat Attrition test is taken for that unit, subtract 1 from
that Combat Attrition test.

throws cannot be made against that

attack

The Dark Master (Aura): While a friendly LEGIONES
DAEMONICA or DISCIPLES OF BE'LAKOR unit [exc
VEHICLE units) is within 6" of this model, each time a

iding
5

model in that unit makes an attack, re-roll a hit ro

Spiteful Jealousy: If your army is Battle-forged. 4o
cannot include this model in a Detachment that includes
any other DAEMON PRINCE models. Each time this mode
makes an attack against a DAEMON PRINCE model
can re-roll the hit roll and you can re-roll the

wound ro

This model can attempt to manifest two psychic powers in your Psychic phase and attempt to deny one psychic power

in your opponent’s Psychic phase. [tknows Smite and two psychic powers from the Noctic discipline (pg 124

e

o P et
FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, KHORNE, TZEENTCH, NURGLE, SLAANESH

KEYWORDS: MONSTER, CHARACTER, DAEMON, PSYKER, WARP LOCUS, SUPREME COMMANDER, FLY

DAEMON PRINCE, BE'LAKOR

WARLORD TRAIT

If Be'lakor gains a Warlord Trait, he must have the o

SHADOW LORD

Beé'lakor is a nexus
the vicious blows of his servants
In your ( ommand phase, select one friendly LEGION
unit (excluding VEWICLE units)

phase, each time a model in that unit makes an attac

v occluding shadow, veiling his enemies’ Sig
’ .
both mortal and daemonic.

within 9" of this WARLOR

ne shown below:

ht and leaving them helpless to pare)

s DAEMONICA CORE OF DISCIPLES OF BE'LAKOR
p. Until the start of yout next Command

k, you can re voll the hit roll

sprawle

more victims |

encroacnng

)

a




No. Name

1  Daemon Prince of Chaos
uipped with: hellforged sword; malefic talons.

6
A Daemon Prince of Chaos is eq 3
WEAPON RANGE TYPE S AP D ABILITIES
+2 2 R

Daemonic axe Melee Melee

Hellforged sword Melee  Melee #f 3 3 -

Each time the bearer fights, it mak
: 7 \ Use 1 > i ' esi
Malefic talons Melee  Melee i additional attack with this weapon.

OTHER WARGEAR ABILITIES

The bearer has a Move characteristic of 12" and the FLY keyword.

Wings

WARGEAR OPTIONS

« This model's hellforged sword can be replaced with one of the following:
« This model can be equipped with 1 wings (Power Rating +2).

1 daemonic axe; 1 malefic talons.

Daemonic (pg 56)
Prince of Chaos [Aura): While a friendly LEGIONES DAEMONICA <ALLEGIANCE> CORE unit is within 6" of this model, each

time a model in that unit makes an attack, re-roll a hit roll of 1.

Daemonic Rewards:
« [fthis model has the KHORNE keyword, add 1 to this model’s Strength characteristic and add 2 to this model’s

Attacks characteristic.
« |Fthis model has the TZEENTCH keyword, it can attempt to manifest one additional psychic power in your Psychic
: ) phase and knows one additional psychic power from the Pandaemoniac discipline.
Si a%otheosys « |f this model has the NURGLE keyword, add 1 to this model's Toughness characteristic.
moo"l ?’erir:\(c)g lics « |fthis model has the SLAANESH keyword, add 2" to this model’s Move characteristic.
s entity well
mmanding
in battle

i this model has the TZEENTCH, NURGLE or SLAANESH keyword, it has the PSYKER keyword. If this model is a PSYKER
it can attempt to manifest one psychic power in your Psychic phase, and attemptto deny one psychic power in your
opponent’s Psychic phase. It knows Smite and:

« [f this model has the TZEENTCH keyword, its knows one psychic power from the Pandaemoniac discipli
« If this model has the NURGLE keyword, its knows one psychic power from the Warprot discipline (pg 92).

« |fthis model has the SLAANESH keyword, its knows one psychic power from the Soulstain discipline (pg 108].

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, <ALLEGIANCE>
KEYWORDS: CHARACTER, MONSTER, DAEMON, DAEMON PRINCE s e

ne (pg 78).

b



S S T
Soul Grinder (94 wounds remaining) 8’ 3 3 2]
. . 4 » R IF’ |
Soul Grinder ' - ’ —
ke (58 wounds remaining) R TR TR m  n
Soul Grinder [1-4 wounds remaining) A’ 5 5 ! : ‘ .
. ' Q N/A 5

A Soul Grinder is equipped with: harvester cannon; phlegm bombardment; iron claw; warpsword

WEAPON RANGE TYPE S AP D ABILITIES

Harvester cannon 36 Heavy 6 4 1 .
‘bombardment i : -
] Phiegm 36" Heawy DB 8 2 3
: Iron claw Melee Melee %? ) NG
Warpclaw Melee  Melee Uset 2 2 Maleficd
Warpsword Melee Melee User 3 N3+3 Malefic 2

3

WARGEAR OPTIONS

« This model's warpsword can be replaced with 1 warpclaw

Daemonic (pg 56)
Explodes: When this model is destroyed, roll one D6 before removing it from play. On a 6 it explodes, and each unit
within 6" suffers D3 mortal wounds.

Daemonic Rewards:

« 1 this model has the KHORNE keyword, add 2 to this model’s Attacks characteristic.

« |fthis model has the TZEENTCH keyword, change this model's Daemonic Save characteristic to 4+/4+

« I this model has the NURGLE keyword, add 1 to this model’s Toughness characteristic.

« ¥ this model has the SLAANESH keyword, add 4" to this model's Move characteristic.

FACTION KEYWORDS: CHAOS, LEGIONES DAEMONICA, <ALLEGIANCE> e
| KEYWORDS: VEHICLE, DAEMON, SOUL GRINDER S
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It pleases the Dark Master to be worshipped as a daem

hortage of here : :
4 ki and he has had millennia to perfect his lies._

fight and die on his behal

promises great rewards to those who serve him,

Heretic Astartes, mortal cultists and nightmarish

daemons - all serve Be'lakor and fight amongst the ranks

of his Disciples. These fanatical heretics have forsaken
the Dark Gods in favour of worshipping their first and
greatest champion, whom many of them view as at h‘.asl
a demigod in his own right. Be'lakor’s servants manifest

echoes of his own supernatural powers, exuding terrifying

auras or flickering in and out of reality amidst cowls
of animate shadow. Yet the price of power is eternal
servitude, for Be'lakor will suffer no rival.

The Disciples of Be'lakor is an Army of Renown
(pg 123).
RESTRICTIONS

All units in your army (excluding UNALIGNED units)
must have the Cxags keyword.

« Your WaRLORD must be BE'LAKOR. With the exception

of BE'LAKOR, your army cannot include any named
characters or DAEMON PRINCE models.
« Your army cannot include any GREATER DAEMON,

DAEMON ENGINE, WORLD EATERS, THOUSAND SONS, DEATH
GUARD, EMPEROR'S CHILDREN, CHAOS KNIGHTS (excluding

one House KoRVAX unit as described under Benefits),
TiTANICUS TRAITORIS, KHORNE BERZERKERS, RUBRIC
MARINES, PLAGUE MARINES or NOISE MARINES units.

« You cannot include more CULTISTS units than
other TRAITORIS ASTARTES INFANTRY units (excluding
CHARACTER units) in each Detachment in your army.

« You cannot include LEGIONES DAEMONICA units and
TRAITORIS ASTARTES units in the same Detachment.

« TRAITORIS ASTARTES units in your army cannot
be given any Marks of Chaos (see Codex: Chaos
Space Marines).

« If you upgrade a HouSE KORVAX DISCIPLES OF
BE'LAKOR unit to have a Favour of the Dark Gods,
it must be Blessing of the Dark Master (see Codex:
Chaos Knights).

« You cannot include a second LEGIONES DAEMONICA

unit in your army with the same Allegiance keyword
unless your army also includes at least one LEGIONES

DaemoniIca unit with each of the other Allegiance
keywords. You cannot include a third LEGIoNES
DAEMONICA unit in your army with the same
Allegiance keyword until your army also includes at
least two LEGIONES DAEMONICA units with each of the
other Allegiance keywords, and so on. BE'LAKOR is
excluded when considering this restriction,

Example: If your army includes a LEGIONES DAEMONICA
KHORNE unit, you cannol add a second LEGIONES
DAEMONICA KHORNE unil to your army unless your army
also includes one LEGIONES DAEMONICA TZEENTCH unil,

one LEGIONES DAEMONICA NURGLE unit and one LEGIoNES

DAEMONICA SLAANESH unit,

onic deity, and to have his devoteesg
tics willing to do so. After all, Be’|akqr

BENEFITS

All units in your army (excluding UNALIGNED and
BUILDING units) gain the DISCIPLES OF BE'LAKoR
Faction keyword.

All units in your army with the TRAITORIS AsTaRTES
Faction keyword (excluding CuLTisTs units) gain the
LEGION DiscIPLES keyword.

All units in your army with the LEGIONES

DAEMONICA Faction keyword gain the Daemowic
DiscIPLES keyword.

Your army can include up to one Super-heavy
Auxiliary Detachment that contains one CHaos
KNIGHTS HOuSE KORVAX unit. That unit gains the Acent
oF CHAOS keyword. This Detachment still gains all the
Detachment abilities available to House Korvax units
as listed in Codex: Chaos Knights, even though Super-
heavy Auxiliary Detachments do not normally gain
any Detachment abilities.

All Troops units in your army gain the Objective
Secured ability (see the Warhammer 40,000 Core Book).
If a Detachment contains any units with the TRaiToris
AsTARTES Faction keyword, such a Detachment

never counts as a Legion Detachment (see Codex:
Chaos Space Marines), and you cannot use any
Legion-specific Stratagems, Relics, Warlord Traits

or psychic powers (e.g. even if such a Detachment
only contained TRAITORIS ASTARTES units with

the BLACK LEGION keyword, it would not count

as a Legion Detachment, you cannot use Black
Legion Stratagems, you cannot give a BLACK LEGION
CHARACTER model a Black Legion Warlord Trait, etc.).
You have access to the Disciples of Be'lakor
Stratagems (pg 129).

DiIsCIPLES OF BE'LAKOR PSYKER units from your army
can generate their psychic powers from the Noctic
discipline (pg 124).

LEGION DISCIPLES units in your army cannot have

a Legion Trait, but instead gain the Disciples of
Shadows ability (see below).

Your army can use the Warp Storm ability (pg 57)
even if it includes any TRAITORIS ASTARTES units.

DISCIPLES OF SHADOWS

Fanatical worship of Be'lakor affords his disciples a

Jfragment of his unnatural obfuscatory powers.

Each time a Combat Attrition test is taken for this
unit, add 1 to that Combat Attrition test,

Each time a ranged attack is made against this unit,
if the attacker is more than 12" away, subtract 1 from
that attack’s hit roll.




DISCIPLES OF BE’

If your army is the Disciples of Be'lakor:

SHADOW PACT

. 1
Disciples of Be’lakor - Battle Tactic =

Stratagem
Though they have forsaken the Chaos Gods in fav
the Dark Masters mortal Disciples can ctil} i
from offering soul-pacts to the dacmon; wh

our of Be'lakor,
draw temporary power
o fight in his service,

Use this Stratagem in your Command phase. Select one CHans
U‘N‘;‘Y[D{? LEG!})N DISCIPLES INFANTRY unit from your ar my (see
Codex: Chaos Space Marines), then select one of the pacts below

Until the start of your next Command phase, that unit has
that pact: .

. ?act of Blood: Add 1 to the Attacks characteristic of models
in that unit. ‘

« Pact of Fate: Models in that unit have a 5+ invulnerable save.

« Pact of Plague: Add 1 to the Toughness characteristic of
models in that unit.

« Pact of Excess: Add 1" to the Move characteristic of models
in that unit. In addition, add 1 to Advance and charge rolls
made for that unit.

DAEMONIC BOON
Disciples of Be’lakor — Battle Tactic Stratagem

1CP

Mortal and daemon alike fight side by side in the service of the
Dark Master, the energies of the immaterium flowing through and
empowering both.

Use this Stratagem at the start of the Fight phase, when a LEGION
DiscipLES unit (excluding VEHICLE units) from your army that

is within 6" of a friendly DAEMONIC DISCIPLES unit is selected to
fight. Until the end of the phase:

. Add 1 to the Strength characteristic of models in that LEGION

DISCIPLES unit. .
. Each time a model in that LEGION DISCIPLES unit makes

2 melee attack, an unmodified hit roll of 6 automatically
wounds the target.

LEGIONS OF SHADE
Disciples of Belakor - Strategic Ploy Stratagem

The Disciples of Be'lakor flow around and through their enemies
like wraiths from the depths of the warp:

1CP

start of your Movement phase or at
hase. Select one DISCIPLES OF Bg'uxoa
unit from your army. Until the end of the phase, 1;1‘0(1;1)5 11;111‘1:::“
unit can move horizontally through enemy modg s (they ¢
finish a move on top of another model, or its base).

Use this Stratagem at the
the start of your Charge p

LAKOR STRATAGEMS

you have access to these Stratagems

and can spend CPs to use them,

MORTAL BOON

Disciples of Be'lakor - Strategic Ploy Stratagem

ctP

?r lflkr)r s daemonic hosts draw strength from the mortals fightin
veside them, anchoring themselves in realspace by sinking 2
ephemeral talons into the soul stuff of their allies

Use this Stratagem at the start of the Morale phase. Select one
DAemoNIE DisciPLES unit from your army that is within 6" of a
friendly Lesion DiscipLes unit (evcludinﬁ VEHICLE units). Until
the end of the phase, each time a Mrvmlf; test is taken fnr that
DAEMONIC DISCIPLES unit, it is automatically passed and counts as
having been passed with an unmodified roll of a 1.

DRAUGHT OF TERROR
Disciples of Be’lakor - Strategic Ploy Stratagem

1CP

The swelling fear of their mortal prey serves as an intoxicating
elixir to Be'lakor’s daemonic followers, each draught reknitfing
sundered warpflesh or drawing fresh and hungry entities through
the veil to war.

Use this Stratagem at the start of the Morale phase. Select one
DAEMONIC DISCIPLES unit from your army. Until the end of the
phase, that unit gains the following ability:

Draught of Terror (Aura): While an enemy unit is within 6" of
this unit, each time a model flees from that enemy unit:

« If any models in this unit have lost any wounds, one model in
this unit regains 1 lost wound.

« If no models in this unit have lost any wounds, but it is not
at its Starting Strength, one of this unit’s destroyed models is
returned with 1 wound remaining.

« Models returned to this unit in this way can only be set up
within Engagement Range of enemy units that are already
within Engagement Range of this unit.

BLESSING OF BE'LAKOR 2CP

Disciples of Be'lakor - Epic Deed Stratagem
In the instant the enemy’s blows fall, Be'laker’ blessings render his
worshippers as insubstantial as shadow.

Use this Stratagem in any phase, when a saving Lhruw made tor a
DISCIPLES OF BE'LAKOR model from your army against an ma\.:k s
failed. If BE'LAKOR is o1 the battlefield, the Damage characteristic

of that attack is changed to 0.




The Blue Scribes (pg 83) Kairos Fateweaver (pg 81)

Unit size 1 model
Init cost 90 p1s
Unkslrm .1 model
Unit cost . 80 pts
* Suflof change +5pts
The Changeling (pg 82)
Unit size i — ]
Unit cost i -~ 100 ps
Fateskimmer (pg 82)
LN SEER . e e syt i 3, IO B
Unit cost... WA . 140 pts
* Retinue of Horrors ... e tS pts
= Staflof change ........ e #5 pts

1 model
110 pts

R it snamm s i 45 PUS

Unit size » 1 model

Unlt cost ! 320 pts
Lord of Change [pg 81)

Unit size . ARG o 1 madel
Unit cost...., 300 prs
* Baleful sword +10 pts
* Hod of sorcery i +10 pts

Nexus of Fate........

Exalted Abllities [pg 76)

Architect of Deception........__.___+35 pts

Master Mutator....... em——— | T ]
+20 pta

P TROOPS

Blue Horrors (pg 84)

Unie gl L e o 10 modals
Unitcost.,.. .70 pts

Pink Horrors [pg 85)
Ll

Unitsize 10 models
Unit cost . i

i

|'i

=l § o

Exalted Flamer (pg 86)

Unit size 1 model
Unit cost fap
Flamers (pg 86)

Unitsize............ 3-6 models
Unit cost 25 pts/model
W FAST ATTACK

Screamers [pg 87

USRS e 3.6 models
Uniteamami. o 30 pts/model
Wk HEAVY SUPPORT

Burning Charlot (pg 87)
R A model
Unitcost....____ S T

* Horror infestation

L+5pts



Wiy
Epidemius [pg 98)

Wit sz : lqu"
Unit cost - 90 .
Great Unciean One [pg 96)

Unit siTe X e
Linit cost = %0 %

Exalted Abilities (pg 90)
Bountiful Gifts

Hideous Visage

Reveltingly Resilient .

+25p1s
+20 pta
‘:‘Hlp'“

Horticulous Slimux [pp 99)

Unhtsize., —— e = 1 mode|
Ui S emiee, 140 piy
Unit size ... L [ ¥ 7]
11T S w90 pts

>
W ELITES

ﬂml'qn |plg5|
Unit size Beass of Wurgie (pg101) |
Unit cogy I modet o site i} maden

20pts iy cast BO pramadet
Slnppltg Bilepiper
Unit size AT W FAST ATTACK
Unit copst . a0

LEEL Plague Drones (pg 102)

. Unét size. - 36 modets
Spoilpax Scrivener (pg 97) St coae 5 pravrodel
Unit sige VR 1 model
I
Unit cost 100p= Y8 FORTIFICATIONS
> TROOPS Feculent Gnarlmaw (pg 103)

Unit gize 1 moded
Nurglings (pg 100) Unit cast £33
Unit size ., o it 3-9 models
Unit cost et 20 pR&imadel
Plaguebearers (pg 100)
Unitsize..... LT 10 models
Unitcost,...,

=150 p1s



@ Ho F e i )

: Pnce o Cas 54 20
Be'lakor (pg 125) Unit Size .. 1 madel

| Uit SIZe e
e R Unit cOSL—. e

Unit size 7
- 140 pts

i 420pts  UNRtEosto—
i ani » Dagmonic axe... | .+10pts
. Hg{liorgodswurd ..... o tllpts
S 3 R

# WINGS oot



Contorted Epitome [pp 114)

Unitsize .. il oy 1 model
Uit o5t ) 160 pts
Infernal Enrapturess [pg 113)
R R e e el
Ll GO, s rrmmrrreveriont s i 80 prs
Keeper of Secrets [pg 112]
Unitsize 1 mode|
URNEOBL. o it i i adsssessinia - £ WL} PO
Exalted Abilities [pg 106]
Diaphanous Panoply .+35pts
Epicurean of Agonies ... Y]
Insatiable Onslaught......c oo +20 pts
The Masque of Slaanesh (pg 113)
[TLTTE 7 J— e e
Unit cost e U POS
Shalaxi Helbane (pg 111)
I S s e ssisnsnis 1 model
Unit cost,..... 300 pts

T ELIlED
SyYll'E
un ““ (peLid] Fiends (pg 118)

; R L S : imodel Unlistee — Y
Uteonle 200pts  Unit cost 15 ptamadel
Tormentbringer on Exalted Seeker
Chariot{pg 115) ‘ FAST ATTACK
Unit size...., EETTTTIN Heliflayer (pg 120)

Unit coct..... Sahet s 120pte  Unit size o N I
Unit cost 25 pts
Tormentbringer on Hellflayer [pp 117)
Unisize. . ; SRS TURTTO Seelcer Chariot (pg 121)
Unit cost..... hietrbiaa 110pts  Unisize, ; e L) el
L e M i a4 .
Tormentbringer on Seeker Chariot (pg 116)
Unit size T TR Seekers (pg 119)
Uniteast e 100pts LNt Se ... 10 models
Unitecost—— . 20 pts/midel
Tranceweaver (pg 116)
Uit SEZL e e [ aodel m HEAVY SUPPORT
Unit cost 70pts
Exalted Seeker Chariot (pg 121]
S e e, T
UOPS 1)1 r ¢ - - -
P AL (1= | S ——— ——BSpts
Daemonettes [pg 118)
T T TS | | models

(1T 1 P 120 pts



®Ho

Unitsize i model
Unit cost 90 prs
Bloodthirster pg 67)
Unit size 1 model
Unit cost 310 pts
Exalted Abllities (pg 62)
Indomitable Dnslaught w40 prs
Master of the Blood Tide +20 pts
Rage Unchaned +35 pts
Karanak (pg 70)
Unit size . - 1 model
Unit cost " 100 pts
Rendmaster on Blood Throne (pg 69)
Unit size 1 model

Unit cost 140 pts

Skarbrand [pg 66)

Unit sige ) 1 model

Uit cost RO 330 pts

Skullmaster (pg 69)

Unit size ; i, 1 model

Unit cost g i e 130 pts

Skulltaker (pg 68]

Unit size 1 model
110 pts

Unin cost

P> TROOPS

Bloadletters (pg 70)

Uninsize Do e [ 10 models
Unit cost 130 pis

@ AT

Bloadcrushers (pg 71)
p i» fm—

it size
Upit cost AS pra/model
¥ FAST ATTACK

Unit size R 11, ]
Unit cost e 19 pts/made|
i HEAVY SUPPORT

Skull Cannon [pg 72

Unit size .. - s} MOdel
Unit cost.... . 100 pts

[N FORTIFICATIONS

—
N—




