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There are many paths to damnation and the four great Chaos 
Powers - Khorne, Nurgle, Tzeentch and Slaanesh - all have their 
own worshippers among the Chaos Space Marines. In addi-
tion there are Chaos Space Marines who worship all four as a 
pantheon known as Chaos Undivided.

The Books of Chaos detail the gifts of each of the Chaos pow-
ers. Each Book follows a similar format.
•	 The ethos of the Chaos God and their worshippers.
•	 The Mark of the Chaos God and its effects.
•	 The Gifts that can be bestowed on models bearing the 

Mark of the Chaos God.
•	 Psychic powers particular to the Chaos God.
•	 Weaponry and Wargear for the followers of the Chaos 

God.

Army Composition
The followers are many and varied, each with their own 
agendas and methods. The forces of Choas fight amongst each 
other as much as the other forces of the galaxy.

As likely as the forces of Chaos fight each other, they often 
join forces to fight crusades of conquest and slaughter. Most 
prominent of these are the Great Crusades. Led by such great 
individuals as Abbadon the Despoiler of the Black Legion, the 
Great Crusades focus the combined destructive force of Chaos 
on the Imperium, their most hated enemy.

To represent these alliances, up to half the points of your force 
may be made up of allied units. You may select any choices 
from the allied codices but you must still stick to the force or-
ganisation chart. Note that you do not have to take a HQ choice 
from an allied codex if you do not wish to.

Codices that may be used for allies are Chaos Daemons, Impe-
rial Guard (representing the traitor regiments of the Imperial 
Army and renegade Imperial Guard forces), and the forces of 
the Lost and the Damned detailed later in this suppliment. 
You may also choose to ally with another army from Codex: 
Chaos Space Marines but you will be restricted by the Ancient 
Enemies rule (see opposit).

When choosing your army you must select one of your HQ 
choices to be the army’s commander.

Ancient Enemies
For millennia the Chaos gods have vied and competed amongst 
each other for power over the mortal realms, and great rival-
ries and hatreds have formed between the followers of gods 
with opposite aims. 

Khorne is opposed by Slaanesh, and Tzeentch is opposed by 
Nurgle.

An army led by a character with a Mark of Chaos cannot con-
tain any characters or units bearing the Mark of the opposing 
Chaos power, but can contain units bearing the Marks of the 
other Powers or the Mark of Chaos Undivided.

An Indipendent Character with a Mark of Chaos, other than the 
mark of Chaos Undivided, may not join a unit with a different 
Mark.

An army led by a character with the Mark of Chaos Undivided 
has less cause to fear the wrath of an angry patron, so may 
field units with any Mark in the army.  Also, characterrs with 
the Mark of Chaos Undivided may join units with any Mark.

Army Selection Alterations
Codex: Chaos Space Marines is used to describe forces of the 
Black Legion, who are able to draw additional warriors from 
other Lefions, and Renegade Space Marines who feature an 
eclectic mix of soldiers trying to find their own path.

The Books of Chaos allow you to create pure armies for each of 
the original Traitor Legions. As there are some units specific to 
each Legion there are restrictions on some units from Codex: 
Chaos Space Marines. Also, the additional units described in 
the Books of Chaos may only be taken by the Legion they are 
listed with.

Obliterator Cults may only be taken by Iron Warriors armies, 
Raptor Cults may only be taken by Night Lords armies and Defil-
ers may only be taken by World Eater armies.

Using This Suppliment



Icons and Marks
Icons of Chaos are carried into battle to draw the attention of 
the Chaos Gods, in the hope that by giving praise to them they 
would receive the gods’ favour. Champion of Chaos seeking to 
increase their power will carry these Icons into battle. Follow-
ing these Aspiring Champions are warbands hoping to rise to 
greatness along with them.

Little do they know the price demanded by the Gods of Chaos, 
for when a Champion pledges their alegience to them a sacri-
fice must be made. When an Aspiring Champion takes com-
mand of a warband, and dedicates themselves to a God, their 
master tells them his favoured number and orders him to kill all 
of his follers down to that number as proof of their dedication.

Marks of Chaos are brands bestowed by the Chaos Gods upon 
their most dedicated followers, a sign of the gifts granted to 
them. The effects of the Marks of Chaos, for each of the four 
great powers, are described in Codex: Chaos Space Marines.

Applying Icons of Chaos
Icons of Chaos may only be given to unit champions. When the 
champion is killed the benefits gained from the Icon are lost. 
If a champion takes an Icon of Chaos for one of the four Chaos 
Powers the strength of the unit they lead must equal that 
Power’s sacred number.

•	 Mark of Chaos Undivided - 2
•	 Mark of Khorne - 5
•	 Mark of Nurgle - 5
•	 Mark of Slaanesh - 5

Applying Marks of Chaos
Any units that may normally be given an Icon of Chaos may in-
stead be given a Mark of Chaos for the points cost listed below. 
In addition to Marks of Chaos for the four major Chaos Pow-
ers units may instead be given the Mark of Chaos Undivided. 
Independent Characters may also be given the Mark of Chaos 
Undivided for 5 points. Units that may not usually have access 
to Icons of Chaos may still be given the Mark of Chaos Undi-
vided but pay the same cost as Independent Characters.

Dedicated Vehicles
Vehicles may also be dedicated to one of the four major Chaos 
powers but these take the form of vehicle upgrades rather than 
Marks of Chaos. These upgrades are described in the specific 
Chaos Powers’ sections.

Vehicled dedicated to one of the four major powers count as 
having that god’s Mark during army selection but does not gain 
any benefits from having that Mark.

Favoured Units
Each Chaos God has a sacred number; 9 for Tzeentch, 8 for 
Khorne, 7 for Nurgle, 6 for Slaanesh and 5 for Malice.

Units that bear the Mark of one of tese deities and contain at 
the start of the battle the same number of models as that de-
ity’s sacred number, or multiples of that number, are are said to 
be Favoured by their God. Favoured units benefit from special 
abilities as described in the specific Chaos Powers’ sections. 

Unlike units equipped with an Icon of Chaos, which lose the 
Mark’s benefits when the Icon Bearer is killed, units bearing 
Marks of Chaos do not lose their benefits. 

When applying Marks you must pay the points cost listed be-
low for each model in the unit.

•	 Mark of Chaos Undivided - 2
•	 Mark of Khorne - 
•	 Mark of Nurgle - 
•	 Mark of Slaanesh - 
•	 Mark of Tzeentch

The Mark of Chaos Undivided
The Mark of Chaos Undivided allows allows the unit bearing 
the mark to re-roll any failed Morale checks. Only one re-roll 
and the new result is final. To benefit from the re-roll all of the 
models in the unit must bear the Mark of Chaos Undivided.

Fearless units that are given the Mark of Chaos Undivided 
may choose whether to pass of fail aby morale tests they are 
required to make.



Icons and Marks
Icons of Chaos
Icons of Chaos may only be given to unit champions. When the 
champion is killed the benefits gained from the Icon are lost. 
If a champion takes an Icon of Chaos for one of the four Chaos 
Powers the strength of the unit they lead must equal that 
Power’s sacred number.

•	 Icon of Chaos Undivided - 2
•	 Icon of Khorne - 3
•	 Icon of Nurgle - 4
•	 Icon of Slaanesh - 3

Marks of Chaos
Unlike units equipped with an Icon of Chaos, which lose the 
Mark’s benefits when the Icon Bearer is killed, units bearing 
Marks of Chaos do not lose their benefits. 

When applying Marks you must pay the points cost listed be-
low for each model in the unit.

•	 Mark of Chaos Undivided - 2
•	 Mark of Khorne - 6
•	 Mark of Nurgle - 8
•	 Mark of Slaanesh - 5
•	 Mark of Tzeentch - 7

The Mark of Chaos Undivided
The Mark of Chaos Undivided allows allows the unit bearing 
the mark to re-roll any failed Morale checks. Only one re-roll 
and the new result is final. To benefit from the re-roll all of the 
models in the unit must bear the Mark of Chaos Undivided.

Fearless units that are given the Mark of Chaos Undivided 
may choose whether to pass of fail any morale tests they are 
required to make.

The Mark of Khorne
Units with the Mark of Khorne gain +1WS and +1A to their pro-
file as well as the Fearless and Furious Charge universal special 
rules.

In addition, models with the Mark of Khorne, except Chaos 
Havocs, may not be equipped with Heavy weapons.

The Mark of Nurgle
Units with the Mark of Nurgle gain +1T to their profile as well 
as the Fearless and Feel No Pain universal special rules. Units 
with this mark are also equipped with Blight Grenades. Like the 
the toughness bonus from riding a bike, this Mark does not af-
fect the model’s Toughness in regards to the Instant Death rule. 

The Mark of Slaanesh
Units with the Mark of Slaanesh gain +1I to their profile as well 
as the Fearless universal special rule.

The Mark of Tzeentch
Units with the Mark of Tzeentch gain the Fearless universal spe-
cial rule and improve their Invulnerable Save by 1, 4+ becomes 
3+ and so on. Units that do not already have an Invulnerable 
Save gain a 5+ Invulnerable Save.

In addition, units with the Mark of Tzeentch must upgrade one 
Chaos Space Marine to a champion. The champion gains the 
Psyker special rule and can take Tzeentch Minor Psychic Pow-
ers.



The four major powers of Chaos form a pantheon of gods, with 
many followers seduced by the attentions of one specific deity. 
Many others however, worship Chaos in its undiluted glory, 
paying tribute to, and drawing their powers through, the primal 
essence of the Warp itself. As each Chaos power reflects a 
specific facet of human nature, some propose Chaos Undivided 
represents the infinite depths of evil that gnaw at the very 
roots of the mortal soul.

Men are not given to understand such matters, and the diverse 
followings of Chaos Undivided worship it in many different 
forms. In its most literal sense, Chaos Undivided is a pantheon 
of gods; the four major powers occupying opposing points on a 
compass. When a follower worships he may direct his tributes 
to the god most able to answer his pleas. Such a follower may 
receive the blessings of each of the gods at different times, but 
is unlikely to gain the fovour granted to an individual dedicated 
wholly to one power. The cultist may also honour the minor 
spirits of the Warp if he feels they may be able to aid him. 
These beings are insignificant compared to the four major 
gods, but often have their own petty agendas in which they will 
attempts to ensnare the unwary.

Others worship Chaos Ungivided as a single entity. They per-
ceive the various powers as merely aspects of one vast, malev-
olent intelligence that mortals cannot hope to engage on any 
but the most basic level. These followers may ally themselves 
with the other powers, but will never give themselves fully to 
one god, seeking instead to follow a purer form of devotion to 
Chaos in its unadulterated whole.

Another form of worship of Chaos Undivided may be seen in 
tose who look to use Chaos to their own ends, and seek only 
temporary pacts with the powers. These misguided individuals 
see their own  ambitions as above those of the Chaos powers. 
This is the ultimate gamble, with only two possible outcomes; 
daemonhood or damnation.

The Book of Chaos Undivided

The Black Legion



Chaos Undivided Units

UNIT DESCRIPTION

UNIT TITLE Points: 
NUMBER ALLOWED

Options:
•	 OPTIONSWS BS S T W I A Ld Sv

Champion 4 4 4 4 1 4 2 10 3+

Chaos Space Marine 4 4 4 4 1 4 1 9 3+

Composition:
9 Chaos Space Marines
1 Champion

Wargear:
Bolter
Bolt Pistol
Close Combat WeaponUnit Type:

Infantry

Special Rules:
Mark of Tzeentch

UNIT TITLE

UNIT DESCRIPTION

Dreadclaw Assault Boat Points: 50
May only be taken as Dedicated Transports

Options:
•	 May be equipped with one of the following:
	ͳ Twin-linked Bolter for 5pts
	ͳ Combi-weapon for 10pts
	ͳ Havoc Launcher for 15pts

BS Front Side Rear

Champion 4 12 12 12

Composition:
1 Dreadclaw

Wargear:

Unit Type:
Vehicle, Skimmer, Fast (Flyer)

Special Rules:
Transport Capacity - 12 models, or 1 Dreadnought (Terminators count as 2 models)
Access Points - 1 (Under Hull)
Fire Points - None
Drop Pod Assault - See Codex Space Marines
Inertial Guidance System - See Codex Space Marines
Assault Vehicle

Dreadclaw Assault Boat



The Lost and The Damned

Cults of worship to Chaos spring up all across the Imperium. Those that are not hunted and destroyed by the Ordo Hereticus of the 
Emperor’s Holy Inquisition or consumed by their own practices are nurtured by the Traitor Legions for their purposes. The Chaos 
Space Marines mould these cults for a wide range of purposes, often thrown into battle as expendable troops.

Chaos Cult - Troops Points: 65
No more than half of the Troops choices in your army may be Chaos Cults

Options:
•	 May add up to 10 extra Chaos Cultists for 6pts per model
•	 May replace their Lasguns for Laspistols for free
•	 May be equipped with Frag Grenades for 1pt per model and/or Krak 

Grenades for 1pt per model
•	 One Cultist for every 5 models may replace their Lasgun for one of the 

following:
	ͳ Flamer for 5pts
	ͳ Plasma Gun or Meltagun for 10pts

•	 The Cult Champion may replace their Lasgun with one of the following:
	ͳ Laspistol for free
	ͳ Bolt Pistol for 2pts
	ͳ Plasma Pistol for 10pts

•	 The Cult Champion may replace their Close Combat Weapon with a 
Power Weapon for 10pts

•	 The Cult Champion may be replaced with an Aspiring Champion for 15 
points

•	 The Aspiring Champion may replace their Close Combat Weapon for 
one of the following:
	ͳ Power Weapon for 15pts
	ͳ Power Fist for 25pts

•	 The Aspiring Champion may be given one of the following Icons of 
Chaos:
	ͳ Slaanesh for 10 points
	ͳ Khorne for 15 points
	ͳ Nurgle for 25 points
	ͳ Tzeentch for 20 points

WS BS S T W I A Ld Sv

Aspiring Champion 4 4 4 4 1 4 2 10 3+

Cult Champion 3 2 3 3 1 3 2 8 6+

Chaos Cultist 2 2 3 3 1 3 1 7 6+

Composition:
9 Chaos Cultists
1 Cult Champion

Wargear:
Close Combat Weapon
Lasgun
Mark of Chaos Undivided

Aspiring Champion Only:
Bolter
Bolt Pistol
Close Combat Weapon
Mark of Chaos Undivided

Unit Type:
Infantry

Chaos Cultists

The forces fo Chaos are often followed by the mutated forms of the weak willed worshippers of Chaos. The mutants take many 
forms.

Chaos Mutants - Troops Points: 55
No more than half of the Troops choices in your army may be Chaos Mutants

Options:
•	 May add up to 20 extra Chaos Mutants for 5pts per model
•	 Up to half may be upgraded to Big Mutants for 10 points each
•	 May be given a Mark of Chaos

WS BS S T W I A Ld Sv

Mutant Champion 3 0 3 3 1 3 2 7 -

Chaos Mutant 3 0 3 3 1 3 1 6 -

Big Mutants 3 0 5 5 1 3 1 6 -

Composition:
9 Chaos Mutants
1 Mutant Champion

Wargear:
Close Combat Weapon Special Rules:

Fearless

Unit Type:
Infantry

Chaos Mutants



The Lost and The Damned

UNIT DESCRIPTION

Imperial Army Veterans - Elites Points: 
Options:
•	 OPTIONS
•	 May be given a Mark of Chaos
•	 The Aspiring Champion may be given one of the following Icons of 

Chaos:
	ͳ Slaanesh for 10 points
	ͳ Khorne for 15 points
	ͳ Nurgle for 25 points
	ͳ Tzeentch for 20 points

WS BS S T W I A Ld Sv

Champion 3 3 3 3 1 3 2 10 3+

Trooper 3 3 3 3 1 3 1 9 3+

Composition:
9 Troopers
1 Sergeant

Wargear:
Lasgun
Las Pistol
Close Combat WeaponUnit Type:

Infantry

Special Rules:

Imperial Army Veterans

UNIT DESCRIPTION

Chaos Daemoncannon - Heavy Support Points: 120
Special Rules:
Daemoncannon - Range 72”. S5. AP 5. Ordinance 1 Barrage, Large Blast.WS BS S T W I A Ld Sv

Crew 3 3 3 3 1 3 1 7 6+

Composition:
1 Chaos Daemoncannon

Wargear:
Daemoncannon

Unit Type:
Artillery

Chaos Daemoncannon



The Alpha Legion was the last of the First Founding Chapters 
and from its inception was determined to prove its worth rela-
tive to the older Legions. Their Primarch, Alpharius, perpetu-
ated this rivalry and encouraged self-reliance, discipline and 
innovative tactics in his Legion. The Alpha Legion respected 
strength and despised the weak. They were drawn to the 
strength of Warmaster Horus and welcomed the opportunity to 
test themselves against their brother Space Marines. Although 
they joined the Heresy the Alpha Legion stayed distinct from 
the other Traitor Legions and fought its own campaigns.

Tactically, the Alpha Legion believes in attacking from several 
directions at once. This requires careful planning and skilful 
infiltration. Extensive use is made of spies and corruption to 
weaken the enemy’s resolve before any decisive move is made. 
Amongst the Traitor Legions the Alpha Legion makes most 
use of cultist troops. As they tend to opperate as raiders deep 
within the Imperium they need local support to bolster their 
numbers. Considerate effort is expended to spread propaganda 
to incite revolt and acts of sabotage. When the Alpha Legion is 
committed to action events tend to move very quickly. The Le-
gion attaches great importance to its field commanders, using 
their own initiative to outwit the enemy as this magnifies the 
advantages that Space Marines have over more conventional 
troops.

The Legion has great pride in its prowess and welcomes op-
portunities to demonstrate their superior skills against loyalist 
Space Marine Chapters. They have been known to hold back 
some of their forces to test themselves more thoroughly in 
these circumstances.

Many Alpha Legion operations are planned to encourage and 
support cultist activity. The Alpha Legion therefore ignore the 
limits on how much of their army can consist of Chaos Cult 
units.

Alpha Legion Chaos Space Marines
Chaos Space Marines in an Alpha Legion must be given the 
Mark fo Chaos Undivided. Units that cannot bear the Mark 
of Chaos Undivided may not be included in an Alpha Legions 
army.

Master Infiltrators
Alpha Legionaries are renowned for their infiltration skills. Any 
Chaos Space Marine units equipped with power armour may 
be given the Infiltrate Universal Special Rule for +1 point per 
model, or +5 points for Indipendent Characters.

Alpha Legion Cults
The Cults that are sponsored and supported by the Alpha Le-
gion are trained to assault and secure key objectives to ensure 
subsequent attacks by the Legion achieve complete surprise. 
They are skilled combatants who combine stealth with close 
combat.

Chaos Cult units taken in an Alpha Legion army must repace 
their lasguns with laspistols.

For +1 point per model Chaos Cult units in an Alpha Legion 
gains the Infiltrate and Move Through Cover Universal Special 
Rules.

Daemons
The Alpha Legion cannot normally rely on Daemons remaining 
stable for long enough for them to be useful because they are 
so far from teh Eye of Terror. When operating on a world where 
they have secured the belief of Chaos cults they will gladly add 
Daemons to the diversity of their attacks.

Because of this the only Daemons that may be included in an 
Alpha Legion army are Chaos Furies. Daemon Princes and Pos-
sessed Chaos Space Marines may also be included as these are 
essentially Alpha Legionaries with Daemonic abilities.

Alpha Legion



Alpha Legion Units

UNIT DESCRIPTION

Ingo Pech - HQ Points: 

Special Rules:WS BS S T W I A Ld Sv

Chaos Lord 6 5 4 4 3 5 3 10 3+

Composition:
1 Chaos Lord

Wargear:
Bolter
Bolt Pistol
Close Combat Weapon
Mark of Chaos Undivided

Unit Type:
Infantry (Unique)

Ingo Pech - Captain of the Alpha Legion 1st Great Company

UNIT DESCRIPTION

UNIT TITLE Points: 
Options:
•	 OPTIONSWS BS S T W I A Ld Sv

Champion 4 4 4 4 1 4 2 10 3+

Chaos Space Marine 4 4 4 4 1 4 1 9 3+

Composition:
9 Chaos Space Marines
1 Champion

Wargear:
Bolter
Bolt Pistol
Close Combat WeaponUnit Type:

Infantry

Special Rules:
Mark of Chaos Undivided

UNIT TITLE



The Iron Wariors are cold-hearted killers motivated by paranoia 
and selfishness. They trust their wargear byt nothing else and 
since the heresy they have rarely allied with any other Legion. 
They are the consummate masters of siege warfare and forti-
fication. Where they strike they fortify, establishing dominion 
over worlds from their impenetrable defences, daring the 
Imperium to drive them out. They are still led by their Prima-
rch, Peturabo, now a mighty Daemon Prince from Medenngard, 
their fortress-world deep in the Eye of Terror.

The Iron Warriors are the most heavily armed of the Chaos 
Legions. Because they are siege specialists they rely less on 
close combat and more on withering salvos of fire. Even when 
fighting outside fortifications their approach remains the 
same, with the greatest importance being placed on a detailed 
fire plan. they are adept at quickly erecting formidable field 
fortifications. This is not done flippantly but is instead a careful 
tactic aimed atestablishing strongpoints that will tie down su-
perior numbers of enemies, allowing Iron Warriors reserves to 
achieve superiority elsewhere. They are quite willing to allow 
strongpoints to be cut off, falling back before enemy assaults, 
confident that even when isolated the positions will be held. 
Enemy assaults can them be directed around the front-line 
defences into specifically prepared killing fields in the second 
line. Only when they have destroyed the enemy’s momentum 
they will counter-attack but when launched the counter-atacks 
are extremely fierce. Offenseively they are methodical, always 
seeking to grind down their opponents by attrition until the 
moment comes when the can be swept away by a concerted 
attack.

If attacking fortifications the Iron Warriors will quickly decide 
at what point they will actually attack, then they will launch 
a series of feint attacks designed to confuse the enemy and 
encourage them to weaken the real objective. While the Iron 
Warriors are not prone to rely on others they inevitably attract 
bands of Chaos Cults seeking to sare in their glory. The Iron 
Warriors make use of these misguided fools by strapping melta 
charges to their bodies and sending wave upon wave of them 
against enemy fortifications.

Iron Warriors Chaos Space Marines
Chaos Space Marines in an Iron Warriors must be given the 
Mark fo Chaos Undivided. Units that cannot bear the Mark of 
Chaos Undivided may not be included in an Iron Warriors army.

Siege Specialists
Iron Warriors are renowned for their siege warfare skills. Any 
Chaos Space Marine units equipped with power armour may 
be given the Siege Specialists special rule described below for 
+3 point per model, or +10 points for Indipendent Characters.

Models wih the Siege Specialists rule get +1 on Armour Pen-
etration rolls gainst bunkers and fortifications. When crossing 
minefields they will only trigger a mine on a roll of a 6. When 
occupying fortifications models with this special rule count as 
Fearless.

Allies
Iron Warriors are notoriously selfish and paranoid, trusting only 
in the strength of their wargear. To represent this Iron Warriors 
armies may not include any allied units with the exception of 
The Legion of The Damned units.

Iron Wariors Cults
Chaos Cults in an Iron Warriors army cannot upgrade their 
Cult Champion to an Aspiring Champion. Chaos Cultists in an 
Iron Warriors army are equipped with Melta-bombs for free. 
For each melta-bomb used one Chaos Cultist from the unit is 
removed as a casualty.

Cult Champions may be equipped with a Demo Charge. When 
the Demo Charge is used, centre the blast marker on the Cult 
Champion and do not roll for scatter. This is an exception to 
the rule forbiding placing blast markers in contact with friendly 
models. Once the Demo charge has been used remove the 
Cult Champion as a casualty, even if he would have otherwise 
survived the blast.

Chaos Daemoncannons
Chaos Daemoncannons in an Iron Warriors army gain +1 to 
their Front armour value.

Army Selection Alterations
The Iron Warriors are characterised by their heavy equipment 
and are the source of the Pbliterator Cult. Iron Warriors armies 
may include Obliterators as Elites as well as Heavy Support.

Iron Warriors



Iron Warriors Armoury
The following items are added to those available to models 
with the Mark of Chaos Undivided in an Iron Warriors army. 
Details for each item, their rules and what models may be 
equipped with them are detailed below. Where items are given 
two points costs the first applies to Independent Characters 
and the second applies to all other models.

•	 Ether Lance - 35
•	 Kai Gun - 25
•	 Servo Arm - 30/20
•	

Ether Lance
The Ether Lance is a conduit to the Warp. Its bearer can launch 
bolts of Empyrean energy at his foes or draw them into the 
lance, eventually consuming them utterly.

The Ether Lance is a Power Weapon. In the Shooting Phase it 
can be fired with the following profile.

Range Strength AP Type
Template 4 3 Assault 1

The Ether Lance may only be taken by a Chaos Lord.

Kai Gun
When warp storm Gae-sann enveloped the Kai system in M34 
it absorbed into the Eye of Terror a powerful industrial culture. 
The Machine Smiths of Kai bartered their skills for a measure of 
protection, learning to fashion weapons in the Warp that they 
could not have conceived before.  Their ploy eventually failed 
and the Daemonic Hordes descended to fight for posession of 
these new domains. All that remained after the destruction of 
Kai was the weapons they had built to appease their slayers.

The Kai Gun is a huge bolter of archaic design, so large that a 
normal man would be unable to lift it. The gun is a psychic cata-
lyst, turning the hate and malice of its firer into tangible bolts 
of energy. The Kai Gun is a two-handed ranged weapon with 
the following profile.

Range Strength AP Type
24” 6 3 Assault 2

The Kai Gun may only be taken by a Chos Lord.

Servo Arm
Chaos Lords and Chaos Space Marine unit champions may be 
equipped with a Servo Arm for 30 points (see Codex: Space 
Marines).

Iron Warriors

UNIT DESCRIPTION

Forrix - HQ Points: 
Special Rules:
Siege Commander - Removes the 0-1 limit on Basilisks
Orbital Bombardment - See Codex: Space Marines -  Chapter Masters

WS BS S T W I A Ld Sv

Chaos Lord 6 5 4 4 3 5 3 10 3+

Composition:
1 Chaos Lord

Wargear:
Bolter
Bolt Pistol
Close Combat Weapon
Servo-arm 
Mark of Chaos Undivided

Unit Type:
Infantry (Unique)

Forrix - Captain of the Iron Warriors 1st Great Company

Large amounts of artillery are needed for sieges so the Iron Warriors have learned from the Dark Mechanicus to construct such 
weapons.
Basilisk - Heavy Support Points: 

Options:
•	 OPTIONSBS Front Side Rear

Basilisk 4 12 10 10

Composition:
1 Basilisk

Wargear:
Earthshaker Cannon

Unit Type:
Tank

Basilisk



Origination on a world of perpetual night under the leadership 
of the Night Haunter, a vigilante who ruled by fear it is unsur-
prising that the Night Lords are experts in the art of terror. The 
Emperor was on the verge of dealing with the Night Lords’ 
excesses when the Heresy began. The Night Lords established 
a brutal reputation on the eastern fringes, attacking by surprise 
and showing absolutely no mercy to their unfortunate victims. 
Even the assassination of the Night Haunter himself could not 
stop them. The catelogue of atrocities they perpetuated and 
continue to perpetuate are their way of sapping their enemies’ 
will to resist.

Many weak and frightened planetary governers have capitu-
lated rather than face the wrath of the Night Lords; none has 
ever been spared as a consequence.

Night Lord tactics are based on terror. No Legion is as careful 
as  them in severing enemy communications and making visible 
examples of those who dare to oppose them. Darkness is their 
ally and they ruthlessly use their innate abilities to give them-
selves an advantage over their enemies. Aggressive patrolling 
and surprise raids are their stock in trade, they will patiently 
win a hundred small victories in order to achieve their objec-
tives rather than pinning everything on one big battle.

Unlike the majority of the traitor Legions, the Night Lords 
do not worship the Chaos Powers. Despite this their actions 
strengthen a minor Chaos god known as Malice, the Hierarch of 
Anarchy and Terror.

Night Lords Chaos Space Marines
Chaos Space Marines in a Night Lords must be given the Mark 
fo Chaos Undivided. Units that cannot bear the Mark of Chaos 
Undivided may not be included in a Night Lords army.

All Chaos Space Marines in a Night Lords army gain the Acute 
Senses and Stealth Universal Special Rules for +3 points per 
model or +10 points for Indipendent Characters.

Army Selection Alterations
The Night Lords are skilled raiders and make excellent use of 
Chaos Space Marine Bikes and are the source of the Raptor 
Cults. To reflect this, units of Raptors in a Night Lords army may 
be taken as Troops choices and Biker units may be taken as 
Elites choices.

Night Lords Cults
Like all Traitor Legions the Night Lords attract cult followers. As 
the Night Lords are not themselves followers of the Chaos Pow-
ers the Cults that follow them are as likely to be the subject of 
their own terrorising as their enemies. These Cults are forced 
into service by their masters, thrown against their enemies in 
fear driven furies.

Chaos Cult units in a Night Lords army gain the Fearless and 
Furious Charge Universal Special Rules for +1 point per model.

Chaos Daemoncannons
Chaos Daemoncannons in a Night Lords army add an aditional 
-1 Leadership modifier to pinning tests.

Daemons
Because the Night Lords do not worship the Chaos Powers 
as gods they are reluctant to enter into Daemonic pacts so 
there are few Daemons in their armies. Chaos Furies are often 
enslaved by Raptor Cults, however, and so may be included. 
Daemon Princes and Possessed Chaos Space Marines may also 
be included as they are essentially Night Lords with Daemonic 
abilities.

Blood Frenzy
Night Lords have always suffered from a deep seeded blood-
lust. Night Lords Chaos Space Marines suffer from Blood Frenzy 
as described in the Book of Khorne section.

Night Lords



Night Lords

UNIT DESCRIPTION

Zso Sahaal - HQ Points: 
Special Rules:
Mark of Chaos Undivided
Night Lords armies led by Zso Sahaal cannot contain Daemon Princes, 
Posessed Chaos Space Marines, Raptors or Obliterators. Nor can any charac-
ters take Daemonic Weapons and vehicles cannot take Daemonic Posession.

WS BS S T W I A Ld Sv

Chaos Lord 6 5 4 4 3 5 3 10 3+

Composition:
1 Chaos Lord

Wargear:
Bolter
Bolt Pistol
Close Combat Weapon
Jump Pack
Corona Nox (Removes Blood Frenzy rule)
Mark of Chaos Undivided

Unit Type:
Infantry (Unique)

Talonmaster Zso Sahaal - Captain of the Night Lords 1st Great Company

UNIT DESCRIPTION

UNIT TITLE Points: 
NUMBER ALLOWED

Options:
•	 OPTIONSWS BS S T W I A Ld Sv

Champion 4 4 4 4 1 4 2 10 3+

Chaos Space Marine 4 4 4 4 1 4 1 9 3+

Composition:
9 Chaos Space Marines
1 Champion

Wargear:
Bolter
Bolt Pistol
Close Combat WeaponUnit Type:

Infantry

Special Rules:
Mark of Chaos Undivided

UNIT TITLE



The Word Bearers are in many ways the most zealour of the 
Chaos Space Marine Legions. Before the Heresy, they and 
their Primarch, Lorgar, were fanatical devotees to the Imperial 
Cult. The Emperor wanted warriors, though, not disciples and 
criticised their behaviour. The Word Bearers took this rejection 
badly and doubtless ancouraged bt Horus came under the sway 
of the Chaos Gods, whose desire for worship exceeded that of 
the Emperor. The Word Bearers do not follow and one Chaos 
God but are dedicated to them as a pantheon. Their dedica-
tion is demonstrated by supporting heretical cults and erecting 
cathedrals to the Chaos Gods on worlds that fall to them.

The tactics employed by the Word Bearers are influenced heav-
ily by the Daemons they can call upon. They make frequent 
use of Daemons to shock and terrorise their enemies, seeing 
themselves as being higher in the grand order of Chaos than 
any Daemon, save perhaps the Greater Daemons. They have no 
compunctions about sending Daemons to their destruction.

The Word Bearers are the only Chaos Legion that still includes 
Chaplains in their ranks. Having abandoned the Imperial 
faith at the start of the Horus Heresy, Word Bearer Chaplains 
became Dark Apostles of Chaos. When they lead an army, 
the Word Bearers are willing to make any sacrifice to achieve 
victory. The only way a Word Bearers’ advance can be stopped 
is by command of of the Apostle or the death of every Word 
Bearer.

Word Bearers Chaos Space Marine forces are frequently unbal-
anced, sometimes omitting heavy armour completely, for ex-
ample. This is because the Legion fights in accordance with the 
visions of the Apostles. The result can be tactics that border on 
prescience.

Forced Conversion by indoctrination is a common fate for those 
conquered by their armies, often as a precursor to a short 
brutal life as a labour slave building immense temples to the 
Chaos Gods. their faith is a valuable commodity to the Chaos 
Gods and they have been rewarded with the service of hosts of 
Daemons to further their aims.

Word Bearers Chaos Space Marines
Chaos Space Marines in a Word Bearers army must be given 
the Mark fo Chaos Undivided. Units that cannot bear the Mark 
of Chaos Undivided may not be included in a Word Bearers 
army.

Army Selection Alterations
To reflect this Word Bearers armies may take up to 3 additional 
Troops choices on the force organisation chart and reduce the 
maximum number of Elites, Fast Attack and Heavy Support 
choices by one.

Dark Apostles
Amongst the Word Bearers the most distinctive leaders are 
the Apostles; only the Word Bearers include Chaplains in their 
ranks and they are the zealots that drive the Legion onward.

Chaos Sorcerers in a Word Bearers army must be upgraded to a 
Dark Apostle for 30 points. A Dark Apostle is equipped with an 
Accursed Crozius as testament to his origins and as such cannot 
be quipped with any other close combat weapons. The Dark 
Apostle may also have the Demagogue ability, to represent 
their firebrand oratory, for 20 points.

Chaos Daemoncannons
Chaos Daemoncannons in a Word Bearers army gain +1S.

WARGEAR
Accursed Crozius
During the Horus Heresy most of the Chaplains of the Trai-
tor Legions resisted the taint of Chaos and were murdered by 
their bretheren. The Chaplains of the Word Bearers Legion 
embraced Chaos willingly though and as an act of faith ritually 
desecrated their once sacred weapons. These cursed crozius 
have a powerful effect as talismans of chaos, proving that even 
the most pious of the Emperor’s followers can be turned to the 
Path of Damnation.

The Accursed Crozius counts as a Force Weapon and  Personal 
Icon. The Accursed Crozius also grants the bearer a 4+ Invulra-
ble Save.

SPECIAL ABILITIES
Demagogue
The Word Bearer Dark Apostles are well-versed in the counter-
arguments to the Imperial Creed. Moreover he is a skilled ora-
tor who is able to incite his brethren to a fanatical fervor. The 
Dark Apostle and all Chaos Space Marines and Chaos Cultists 
with a model witin 6” may choose to automatically pass any 
Morale tests they are required to make.

Word Bearers



When the tribes of Man first travelled abroad upon the lands 
and seas of ancient Terra, when first they met their distant kin, 
their first words were not of peace and brotherly love. They 
were of anger, hatred and rage. This is the tragedy and sad-
dest irony of Mankind; that in a universe poised to destroy him 
at every turn, in a world where his only friend is his brother, 
Mankind is as likely to turn his weapon upon his fellow man as 
upon his enemy.

Khorne is the manifistation of this violent, irrational aspect of 
human nature. He is the living embobiment of every hate-
fuelled blow, every brutal killing, every pointless murder ever 
committed in the long, sad history of the human race.

The Blood God sits upon a brass throne atop a mountain of 
skulls. The remains are those of his victims and his champions 
both, for he cares not whos blood is spilled in his name. The 
skull mount forms an island amidst a vast ocean of blood; 
the living sacrificial essence of every victim of violent death 
throughout the ages.

Khorne is generally the dominant Chaos God, for he draws on 
the rawest, most elemental forces of human nature. His armies 
heave with those ensnared by notions of courage, honour, mar-
tial pride and revenge; all such concepts lead ultimately to the 
base of the Blood God’s throne. Every act of violence increases 
the strength of Khorne, even those caused by his enemies.

On every one of the million and more worlds that make up the 
Imperium there exist bodies of armed men. From the small-
est garrison to the most populous fortress-world guarding an 
entire sector, warriors gather and train. Amidst these groups 
grow elite cadres, warrior-cults for whom martial pride and 
honour is all. Honour may give these men strength on the field 
of battle, but against Khorne it will prove their undoing, for 
pride becomes conceit in the Real of Chaos, and from conceit it 
is but a short step to tyranny.

The Imperium of Man is driven by war. Upon thousands of 
worlds, a billion warriors strive for nothing more than slaugh-
ter. Amidst bloodshed on such a scale Khorne finds his follow-
ers, for when war has stripped a man of all decency, compas-
sion and humanity, then his soul is open wide to the howling, 
hate-griven oaths of the Blood God.

The antithesis of Khorne is Slaanesh. The Blood God rails 
against his rival’s decadence and love of luxury. Where a follow-
er of Khorne conquers through the application of crude, brutal 
force, a champion of Slaanesh delights in each delicate stroke 
of the blade, only releasing his  victims from his attentions wne  
they are wasted and used. Khorne also finds an opposite in 
Tzeentch, the Lord of Sorcery, whose alaborate scheming and 
use of magic he scorns as cowardly.

The soul of every warrior belongs to Khorne; from the most 
craven of murderers to the most chivalrous knight; making 
Khorne not only the embodiment of rage and slaughter but 
also of honour and duty.

The disciples of Khorne, the World Eaters, are utterly dedicated 
to his ideals. They fight only to heap skulls at the base of their 
master’s throne. To kill and to maim are the only tenets of their 
faith, and there are none more dedicated to this belief than the 
Berzerkers of Khorne.

A World Eaters force may consist of a single champion and a 
small band of followers of followers or it may contain hundreds 
of frothing madmen, but in either case its members are fren-
zied hand-to-hand fighters. When the enemy are defeated, the 
World Eaters are as likely to turn upon each other as they are 
to seek out new foes.

World Eaters Chaos Space Marines
Every model in a World Eaters army must bear the Mark of 
Khorne. Units that cannot bear the Mark of Khorne may not be 
included in a World Eaters army.

Vehicles in a World Eaters army must be dedicated to Khorne. A 
vehicle dedicated to Khorne gains the Destroyer ability at a cost 
of 20 points. Defilers are already dedicated to Khorne so do not 
pay the extra points cost nor gain the Destroyer upgrade.

Army Selection Alterations
The only Troops choices that may be taken from Codex: Chaos 
Space Marines are units of Khorne Berzerkers.

World Eaters Cults
Units of Chaos Cults must exchange their lasguns for laspis-
tols. These Chaos Cults also gain the Furious Charge Universal 
Special Rule.

Chaos Daemoncannons
Chaos Daemoncannons in a World Eaters army gain.

Daemons
Bloodletters in a World Eaters army gain the Iron Skin Daemon-
ic Gift for 5 points per model.

Favoured Units
Favoured Units that have the option to upgrade one model to a 
champion may do so for free.

Favoured units of Daemons add +1 to their Reserve rolls.

Blood Frenzy
All non-vehicle models in a World Eaters army, including units 
from the Lost and The Damned, gain Blood Frenzy. Models with 
Blood Frenzy gain the Fearless Universal Special Rule. 

In addition, at the beginning of each of your turns, roll a D6 for 
each unit to see if they are gripped by the Blood Frenzy. On a 
roll of a 6 the unit gains the Fleet Universal Special Rule, must 
run during the Shooting phase and charge during the Assault 
phase if there are enemy units within charge range. The effects 
of Blood Frenzy last for one turn.

The Book of Khorne - World Eaters



Armoury of Khorne
The following items are added to those available to models 
with the Mark of Khorne in a World Eaters army. Details for 
each item, their rules and what models may be equipped with 
them are detailed below. Where items are given two points 
costs the first applies to Independent Characters and the sec-
ond applies to all other models.

•	 Axe of Khorne - 25/20
•	 Banner of Rage - 20
•	 Berserker Glaive - 40
•	 Collar of Khorne - 30
•	 Destroyer - 20
•	 Rage of Khorne - 15
•	 Talisman of Burning Blood - 10

Axe of Khorne
Axes of Khorne are imbued with the insatiable bloodlust of 
Khorne. Hits from an Axe of Khorne ignore Armour Saves. In 
addition, any to-hit rolls of a 6 allows the bearer to make an 
additional attack. As long as you keep rolling 6s you can keep 
making additional attacks. 

Only Chaos Lords, Daemon Princes and unit champions may 
be equipped with an Axe of Khorne, which replaces their Close 
Combat Weapon.

Banner of Rage
The Banner of Rage contains the bound souls of the most 
bloodthirsty of Khorne’s servants. It radiates palpable waves of 
anger and lust for slaughter that beat upon the minds of those 
near it, driving them into a killing frenzy. As well as functioning 
as a Personal Icon, any models in the same unit as the model 
bearing the banner gain +1 Attack.

Only unit champions may be equipped with the Banner of 
Rage.

Berserker Glaive
The bearer of the Berserker Glaive carries a weapon he must 
constantly struggle for dominion over. The blade contains the 
bound essence of a bloodletter driven to the depths of rage by 
its captivity. Although the glaive is a devastating weapon, it has 
no compunction over whos life is taken.

The Berserker Glaive is a Daemonic Weapon as described in 
Codex: Chaos Space Marines. The Berserker Glaive counts to-
wards the maximum that may be taken in the army. The glaive 
is two-handed so the bearer cannot gain the extra attack for an 
additional close combat weapon. In addition, the bearer of the 
Berserker Glaive doubles the number of Attacks on their profile 
and automatically counts as rolling a 6 for Blood Frenzy.

Only Chaos Lords and Daemon Princes may be equipped with 
the Berserker Glaive.

Collar of Khorne
The Collar of Khorne is a talisman forged in the heart of 
Khorne’s rage at the very foot of the Blood God’s throne of 
Brass. the collar is able to suck the energy of the Warp from 
around it, fortifying the bearer against psychic onslaughts.

As a result, Force Weapons lose all of their special abilities 
against the bearer, Psykers within 6” reduce their Leadership by 
4, and psychic abilities that target the bearer or include him in 
their area of effect are nullified and will not work on a D6 roll 
of a 2+. 

Only Chaos Lords and Daemon Princes may be equipped with a 
Collar of Khorne.

Destroyer
The vehicle is equipped with all manner of spikes, slicing 
blades, scythed wheels, grabbing claws and torture imple-
ments.

Dreadnoughts with the Destroyer upgrade enter Blood Rage 
on a 5 or 6 instead of only on a 6 and re-roll failed to-hit rolls in 
close combat.

Tanks with the Destroyer upgrade will inflict D6 wounds on any 
units it comes into contact with during a Tank Shock. Armour 
saves may be taken as normal.

Rage of Khorne
The Champion is so consumed by the need for battle that its 
rage builds and builds until it can be released in the first frenzy 
of close combat. The model with Rage of Khorne gains +D3 at-
tacks for charging instead of the normal +1.

Only Chaos Lords, Daemon Princes and unit champions may be 
equipped with the Rage of Khorne.

Talisman of Burning Blood
When testing for Blood Frenzy, any model bearing the talis-
man, and any unit they are part of or have joined, rolls two 
dice rather than one to see if they enter Blood Frenzy. If either 
result is a 5 or 6 then they are gripped by the Blood Frenzy.

Only Chaos Lords and Daemon Princes may be equipped with a 
Talisman of Burning Blood.

World Eaters Wargear



The World Eaters are not simply mindless fanatics as are stere-
otypical of much of Khorne’s followers. The Legion’s warriors 
are trained and experianced in war in all its executions. They 
are masters of stealth, terror and raw barbarity.

While well versed in these methods the World Eaters consider 
such dishonourable approaches fit only for cowards; instead 
prefering outright ferocity and direct action. The leaders of 
World Eater warbands are expert tacticians, able to anticipate 
their foes every manoeuvre and meet face on with overwhelm-
ing brute force. In this way their enemies are forced to fight 
on the World Eaters terms, in direct opposition, where the 
Legion’s berzerkers excel.

World Eaters Units

UNIT DESCRIPTION

UNIT TITLE Points: 
May be taken as a HQ choice in a World Eaters army

Special Rules:
Mark of Khorne (bonus included in profile)
Independent Character
5+ Invulnerable Save
Spear of the Impaler - Counts as a Power Weapon with the Instant Death 
special rule. In addition, the Spear grants the weilder +2 Strength during the 
turn she charges into Close Combat.
Shield of the Chosen - All enemy models in base-to-base contact reduce the 
number of Attacks on their profile by 1 to a minimum of 1.

WS BS S T W I A Ld Sv

Valkia 9 4 5 5 3 8 6 10 3+

Composition:
1 Valkia

Wargear:
Spear of the Impaler
Shield of the Chosen
Wings

Unit Type:
Infantry (Unique)

Valkia (WIP name) - The Fallen Saint, Consort of Khorne

UNIT DESCRIPTION

UNIT TITLE Points: 
May be taken as a HQ choice in a World Eaters army

Special Rules:
Mark of Khorne (bonus included in profile)
Independent Character
5+ Invulnerable Save
Sword of Conquest - Daemon Weapon. Re-roll misses in CC.
Shield of the Chosen - All enemy models in base-to-base contact reduce the 
number of Attacks on their profile by 1 to a minimum of 1.
Honour Is All - When involved in a CC that includes an enemy Independent 
Character Lord ??? must be moved into base-to-base contact with the en-
emy character, after charging as normal. Note that this may mode the model 
beyond its normal charge range.

WS BS S T W I A Ld Sv

Lord ??? 8 5 5 5 3 8 5 10 3+

Composition:
1 Lord

Wargear:
Bolt Pistol
Sword of Conquest
Shield of the Chosen
Daemonic Steed - Cavalry, +1A (in profile)

Unit Type:
Cavalry (Unique)

Lord ???, Captain of the World Eaters 7th Great Company



Death is the only constant in the realm of Man, and with death 
comes decay. Nurgle is the embodiment of disease and deterio-
ration, the elemental forces that hold in check the energies of 
progress and evolution. There exists withing every mortal the 
desire to let all around him rot, and to exult in the processes of 
disease and decomposition.

Nurgle empowers those who would see every accomplishment 
of Mankind reduced to mouldering ruin. He is the Lord of De-
cay, and his servants spread disease and contagion throughout 
the mortal realm in the name of their festering master.

Yet Nurgle’s power embodies, by its very nature, the notion 
of the eternal cycle of life. Decay is inevitable, but so too is 
rebirth. The form that rebirth may take is, of course, rarely the 
ideal and if Nurgle has his way it will take a form loathsome to 
Man.

Nurgle’s appearance is the most abhorrent of the Chaos Gods. 
His bloated body is home to every form of physical corruption 
imaginable, and his skin is covered in weeping sores. Foul Nur-
glings cavort amongst Nurgle’s exposed organs, giggling with 
insane delight at the latest pestilence inflicted upon Mankind 
by their master.

Nurgle’s followers suffer under the burden of his gifts as much 
as they benefit from them. These gifts often take the form of 
repulsive diseases and hideous deformations that, while useful 
in spreading Nurgle’s contagions, may often lead to the death 
of the carrier. The survants of Nurgle cry out to him to rid them 
of the gifts they so blatantly invited when they turned to wor-
ship him, and he takes great sport in prolonging their suffering 
through the granting of yet more of his marks.

Nurgle’s power within the pantheon of the Chaos gods is 
inextricably linked to his workings in the mortal realm. When 
disease pestilence are rife, then the Lord of Decay’s influence 
is at its height. The very nature of Nurgle’s power is such that it 
will enevitably consume all of its victims and leave few survi-
vors to perpetuate the contagion. At this point the plague god’s 
might wanes and his plans falter. But one thing is certain; the 
plague is never truly eradicated, and its spores are often spread 
far and wide before exploding into yet another epidemic, when 
once again Nurgle’s legions are swelled with the grotesque liv-
ing dead.

The only power that can oppose deterioration and decay are 
those represented by Tzeentch; change and evolution. The two 
gods are engaged in a galaxy-wide struggle of opposing forces, 
and whichever wins, the inhabitants of the material realms will 
be the ones who pay the heighest price.

Servants of Nurgle, the Death Guard fight only to spread conta-
gion and death throughout the galaxy. These once proud Space 
Marines have now been reduced to pestilent, disease-infested 
killers.

The Death Guard consist largely of Plague Marines; creatures 
so vile that they have given their entire existence to spread-
ing Nurgle’s Rot amongst the living. Those infected with the 
Rot meet a painful death, their bodies reduced to a mass of 
weeping sores and pestilent weals. Death is no release for 
these wretches, who find themselves reborn into the service 
of Grandfather Nurgle, to whom their cries for relief from the 
ever-present plague are like the clamouring of loving children.

Death Guard Chaos Space Marines
Every model in a Death Guard army must bear the Mark of 
Nurgle. Units that cannot bear the Mark of Nurgle may not be 
included in a Death Guard army. Plague Champions leading 
units of Plague Marines gain the Psyker special rule.

Vehicles in a Death Guard army must be dedicated to Nurgle. A 
vehicle dedicated to Nurgle gains the Plague Carrier upgrade at 
a cost of 15 points.

Army Selection Alterations
The only Troops choices that may be taken from Codex: Chaos 
Space Marines are units of Plague Marines.

The Death Guard are primarily infantry-based, and lack the 
specialised Fast Attack choices available to other Chaos forces. 
As a result, the limeted number of Rhinos available to them are 
dedicated to this role. To reflect this lack in game terms, Plague 
Marine units with Rhinos are counted as Fast Attack choices.

Plague Marines, Chosen, Terminator and Havoc units gain the 
Deep Strike Universal Special Rule and gain a 5+ Cover Save 
until the beginning of their next turn.

Favoured Units
Favoured Units that have the option to upgrade one model to a 
champion may do so for free.

Favoured units of Daemons add +1 to their Reserve rolls.

Death Guard Cultists
Units of Chaos Cults in a Death Guard army gain the Stubborn 
and Feel No Pain Universal Special Rules.

Chaos Daemoncannons
Chaos Daemoncannons in a Death Guard army increases the 
Gun’s Armour Values to 11.
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Armoury of Nurgle
The following items are added to those available to models 
with the Mark of Nurgle in a Death Guard army. Details for 
each item, their rules and what models may be equipped with 
them are detailed below. Where items are given two points 
costs the first applies to Independent Characters and the sec-
ond applies to all other models. For vehicle upgrades the first 
cost is for vehicles with a base cost greater than 150 and the 
second cost is for vehicles with a base cost of 150 or less.

•	 Blight Grenades - 25/15
•	 Minor Psychic Power - 10
•	 Nurgling Infestation - 20
•	 Pandemic Staff - 40
•	 Parasitic Posession - 40/20
•	 Plague Banner - 20
•	 Plague Carrier - 15 
•	 Plague Sword - 25/20

Blight Grenades
As described in Codex: Chaos Space Marines. Independent 
Characters and unit champions may be equipped with Bright 
Grenades.

Minor Psychic Power
All powers must be randomly selected from the Nurgle Minor 
Psychic Powers list. Plague Champions may take one Minor 
Psychic Power, Chaos Sorcerers may take up to three. 

Nurgling Infestation
Champions of Nurgle are frequently accompanied by swarms 
of Nurglings eager to feed off the flakes of dead and diseased 
flesh they trail behind them. If their host is in close combat the 
Nurglings will attack fiercely providing their host withh an extra 
D6 Strength 3 Attacks at Initiative 3. The Nurglings should be 
modelled on the host models base. Only Independent Charac-
ters may be equipped with a Nurgling Infestation.

Pandemic Staff
The Pandemic Staff acts as a Vessel for Grandfater Nurgle’s 
favourite contagions when they are carried from the Warp into 
the real universe.

The Pandemic Staff is a two-handed Power Weapon so the 
bearer cannot gain the extra attack for an additional close com-
bat weapon. In addition, the staff counts as a ranged weapon 
with the following profile.

Range Strength AP Type
Template X - Assault 1, 

Poisoned (3+)

Parasitic Posession
Vehicles only. The vehicle has been posessed by a parasitic 
daemon that infests the hull. The daemon eats into the con-
struction and insinuates into every part of the vehicle. Whilst 
appearing ramshackle as a consequence the vehicle is held to-
gether  by the daemon. At the end of the owning player’s turn 
any single Immobilised or Weapon Destroyed effect is repaired 
on a roll of 4+.

Plague Banner
The Plague Banner is a hideous fabrication of rotting hides 
that flap in a pestilent wind, which holds a powerful curse. The 
banner counts as a Personal Icon. Once per battle during the 
bearer’s Shooting or Assault Phase the bearer may release the 
curse. When released the curse inflicts one Poisoned (4+) hit 
on every model within 6” that does not bear the Mark of Nur-
gle. Armour Saves and Cover Saves may not be taken against 
wounds caused by the Plague Banner, but Invulnerable Saves 
may be taken as normal.

Only one Plage Banner may be included in the army and may 
only be taken by a Plague Champion

Plague Carrier
Vehiles only. The vehicle is equipped with smouldering censers 
that release billowing clouds of sickly smoke in its wake. The 
Plague Carrier counts as having Nurgle’s Rot.

Plague Sword
Plague Swords drip with venomous pus. Plague Swords are 
Power Weapons that are also Poisoned (4+).

Death Guard Wargear



Death Guard Units

UNIT DESCRIPTION

Deathshroud Points: 60pts
One Deathshroud may be included in a Death Guard army as a retinue for Typhus, The Deathshroud counts as an Elites choice.

Options:
•	 May add up to 5 extra Terminator Champions for 60pts each
•	 May evchage the Twin-linked Bolter for a Combi-bolter for 5pts

WS BS S T W I A Ld Sv

Terminator Champion 4 4 4 4 1 4 3 10 2+

Composition:
1 Terminator Champion

Wargear:
Terminator Armour
Manreaper (see Typhus)
Twin-linked Bolter

Unit Type:
Infantry

Special Rules:
Mark of Nurgle
Psyker

Deathshroud

UNIT DESCRIPTION

UNIT TITLE Points: 
NUMBER ALLOWED

Options:
•	 OPTIONSWS BS S T W I A Ld Sv

Champion 4 4 4 4 1 4 2 10 3+

Chaos Space Marine 4 4 4 4 1 4 1 9 3+

Composition:
9 Chaos Space Marines
1 Champion

Wargear:
Bolter
Bolt Pistol
Close Combat WeaponUnit Type:

Infantry

Special Rules:
Mark of Nurgle

UNIT TITLE



The hearts of mortals harbour the darkest of desires, and it is 
in Slaanesh that these desires find expression. Every culture 
imposes limits and standards on its peoples; Slaanesh is the 
manifistation of the desire to stretch these limits to breaking 
point, to exceed them, and to wallow in the act of violating 
every more of civilised society.

Slaanesh is the youngest of the Chaos Gods, having only burst 
into being someten thousand years ago at the moment of the 
Fall of the Eldar. Eldar society had, over the course of many 
centuries, regressed to a state of hedonism and self-indul-
gence, where every whim could be satisfied in an instant. The 
very nature of the Eldar race made them susceptible to excess. 
In one cataclysmic climax, almost the entire race was destroyed 
and Slaanesh was born with such force that the Eye of Ter-
ror came into being and the Warp storms isolating Terra were 
driven away.

Slaanesh wispers to Man in many different voices, each wisper 
attuned to the most secret desires of the listener. Many desire 
perfection, whether in the intellect, the body or in ability., 
and Slaanesh will grant these individuals the power and drive 
to hone their desires to the utmost excellence. The artist will 
produce works beyond Human comprehension, the narcissist 
hones their visage so that other mortals are driven insane with 
desire, and the warrior develops such abilities that a casual 
gesture may decapitate the mightiest fors. To the followers 
of Slaanesh, the material world is a riot of colour, sound and 
sensation. However, their senses soon become accustomed to 
these levels of stimulation and they are driven to extremes in 
search of the slightest fulfilment.

The followers of Slaanesh often exhibit the utmost physical 
perfection to the naked eye, and on the exterior it may be true 
that no mortal is capable of such beauty. But the soul of each 
follower screams in eternal torment, as the gifts bestowed by 
the Prince of Chaos are purchased at a price as high as that 
demanded by any other Chaos God; eternal damnation.

Slaanesh may appear as male, female, hermaphrodite or 
androgynous. Whichever form he takes, his physical beauty is 
such that no mortal may look upon him and resist the urge to 
submit. Slaanesh is the rival of Khorne, who he sees as crude 
and unsophisticated. The Prince of Chaos does not have the 
resources to seriously challenge the Blood God; the very nature 
of his power is such that it will ultimately expend itself long 
before Khorne’s hordes have satisfied their bloodlust.

Once a Legion dedicated to perfection in all its pursuits, the 
Emperor’s Chiidren succumbed to the call of forbidden knowl-
edge. Thir drive for perfection was perverted to an obsession 
with excess, and the members of this Legion will stop at noth-
ing to gratify their basest desires. Chaos Space Marines of the 
Emperor’s Children make war into an art form; a riot of sounds, 
sights and sensations. Doom sirens wail and implements of tor-
ture slash as these followers of Slaanesh are driven to further 
extremes in order to stimulate their overloaded senses.

Emperor’s Children Chaos Space Marines
Every model in an Emperor’s Children army must bear the 
Mark of Slaanesh. Units that cannot bear the Mark of Slaanesh 
may not be included in an Emperor’s Children army. Noise 
Champions leading units of Noise Marines gain the Psyker 
special rule.

Vehicles in an Emperor’s Children army must be dedicated to 
Slaanesh. A vehicle dedicated to Slaanesh gains the Warp Amp 
upgrade at a cost of 20 points.

Army Selection Alterations
The only Troops choices that may be taken from Codex: Chaos 
Space Marines are units of Emperor’s Children.

Favoured Units
Favoured Units that have the option to upgrade one model to a 
champion may do so for free.

Favoured units of Daemons add +1 to their Reserve rolls.

Emperor’s Children Cultists
Cultists gain the Feel No Pain Universal Special Rule for 1 point 
per model.

Chaos Daemoncannons
Chaos Daemoncannons in an Emperor’s Children army gain 
+++.
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Armoury of Slaanesh
The following items are added to those available to models 
with the Mark of Slaanesh in an Emperor’s Children army. 
Details for each item, their rules and what models may be 
equipped with them are detailed below. Where items are given 
two points costs the first applies to Independent Characters 
and the second applies to all other models.

•	 Allure of Slaanesh - 25
•	 Aura of Acquiescence - 10
•	 Combat Drugs - 25
•	 Lash of Torment - 25
•	 Minor Psychic Power - 10 each
•	 Needle of Desire - 25
•	 Rapturous Standard - 20

Allure of Slaanesh
During the Shooting Phase, instead of firing a weapon the 
Champion projects a siren song up to 12” at a single enemy 
unit not engaged in Close Combat. Make a Leadership test for 
the unit affected. If the test is failed they must immediately 
move D6” towards the model using the Allure, stoping 1” away. 
This movement is not effected by difficult terrain. Only Deamon 
Princes, Chaos Lords and Chaos Sorcerers may be equipped 
with the Allure of Slaanesh.

Aura of Acquiescence
Champions with this gift are wrapped in the glamour of 
Slaanesh. Such is their magnetism that their enemies subjugate 
their own survival instinct to the will of the Champion even if 
their cause is hopeless.

Enemy units fighting in Close Combat against a model with the 
Aura of Acquiescence counts as being Fearless and loses Hit & 
Run. Only Deamon Princes, Chaos Lords and Chaos Sorcerers  
may be equipped with the Aura of Acquiescence.

Combat Drugs
Slaaneshi Champions have access to a wide variety of combat 
drugs, each produced from the renderings of sentient crea-
tures. They may be taken at the start of any Assault phase and 
their effects will last until the end of that Assault phase. When 
used the player may choose up to 3 abilities from the list be-
low. The same ability may be selected more than once.

•	 +1 WS
•	 +1 S
•	 +1 A
•	 Feel No Pain

Roll a D6 for each ability selected. If a double is rolled the 
model takes a single wound with no saves of any kind allowed. 
If a treble is rolled the model looses all remaining wounds with 
no saving throws allowed. Only Chaos Lords may be equipped 
with Combat Drugs.

Lash of Torment
The Lash is a whip that twists and coils with a mind of its own. 
Cruelly barbed hooks run along its length and its sinuous coils 
are warm yet unsettling to the touch. It thrives on the pain of 
its victims; absorbing their fear and projecting it for the enjoy-
ment and terror of all around. The Lash is a Daemonic Weapon 
as described in Codex: Chaos Space Marines. The Lash of Tor-
ment counts towsrds the maximum that may be taken in the 
army. For each enemy model killed with the Lash of Torment 
in Close Combat, enemy units suffer a -1 Ld penalty for that 
Assault Phase.

Minor Psychic Power
All powers must be randomly selected from the Slaanesh Minor 
Psychic Powers list. Noise Champions may take one Minor Psy-
chic Power, Chaos Sorcerers may take up to three.

Needle of Desire
The Needle of Desire is a long, slim double-pointed needle 
inscribed with runes to a microscopic level. One half is embed-
ded in the arm of the Champion bearing it; where it absorbs 
the foul narcotics naturally synthesised by Champions of 
Slaaneshm only for it to be injected into enemies using the 
other end of the needle. Its venom will scourge a wounded 
enemy with extreme sensations from delirium to despair. The 
effect is so powerful that many victims will simply remain im-
paled on the needle and let the venom wash though them and 
destroying them from the inside.

The Needle is a Close Combat Weapon that always wounds on 
a 2+. Any models wounded but not killed by the Needle of De-
sire must tale a single Leadership test. If the test is failed they 
suffer a further D3 wounds with no saving throws allowed.

Rapturous Standard
The Rapturous Standard jingles with the sound of distant 
chimes and carries the scent of forbidden pleasure. The Stand-
ard counts as a Personal Icon. In addition, the bearer and their 
unit gain the Feel No Pain Universal Special Rule. Only one 
Rapturous Standard may be included in the army and may only 
be taken by a Noise Champion.

Warp Amp
The vehicle is equipped with a device designed to amplify emo-
tions and sensations by projecting resonant warp energies from 
rune-encrusted horns and pipes that sprout from the vehicle.

Enemy units with at least one model within 12” of a Warp Amp 
suffer -1 Ld, -2 Ld if within 6” or -3 Ld if in base-to-base contact.
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Emperor’s Children Units

UNIT DESCRIPTION

UNIT TITLE Points: 
NUMBER ALLOWED

Options:
•	 OPTIONSWS BS S T W I A Ld Sv

Champion 4 4 4 4 1 4 2 10 3+

Chaos Space Marine 4 4 4 4 1 4 1 9 3+

Composition:
9 Chaos Space Marines
1 Champion

Wargear:
Bolter
Bolt Pistol
Close Combat WeaponUnit Type:

Infantry

Special Rules:
Mark of Slaanesh

UNIT TITLE

UNIT DESCRIPTION

UNIT TITLE Points: 
NUMBER ALLOWED

Options:
•	 OPTIONSWS BS S T W I A Ld Sv

Champion 4 4 4 4 1 4 2 10 3+

Chaos Space Marine 4 4 4 4 1 4 1 9 3+

Composition:
9 Chaos Space Marines
1 Champion

Wargear:
Bolter
Bolt Pistol
Close Combat WeaponUnit Type:

Infantry

Special Rules:
Mark of Slaanesh

UNIT TITLE



Tzeentch weaves the threads that connect every action, plot 
and subtle intrigue in a galaxy wide game of manipulation and 
subterfuge. At the end of each of these threads writhes the 
ensnared soul of a Human puppet; his servants and agents who 
believe they serve the Lord of Sorcery in mutually beneficial 
pacts. The truth is that Tzeentch’s every action is planned with 
its ultimate goal as his own establishment as the pre-eminent 
power in teh Warp. Of course, the very nature of the Lord of 
Entropy is such that, were he to attain his goal, he would still 
strive for turmoil and change.

Tzeentch exerts his influence in the mortal realm through sub-
tle manipulations and devious ploys. His victims are sorcerers 
drawn by the promice of forbidden knowledge, politicians lured 
by the power to outmanoeuvre their opponents. His power is 
sorcery, and as all sorcery flows from the fount of the Warp, 
so too does Tzeentch the master of that twisted medium. 
Tzeentch embodies mutability and change, the drive to evolve 
and manipulate. This spirit is present in the essence of every 
living creature from the first division of cells within the womb 
to the ultimate craving for survival. It is in the hearts of those 
with the strongest desire to prevail that Tzeentch whispers 
his insidious promise; offering a means to life eternal to those 
unwilling to accept death and oblivion as inevitable.

The main rival of the Lord of Change is Nurgle. Where Tzeentch 
seeks to build and evolve, the Lord of Decay desires only to 
break down and dissolve. On innumerable occasions Tzeentch’s 
intricate plots have been foiled by Nurgle’s malign influence, 
and the two gods’ servants clash as often with each other as 
with their mutual enemies.

Despite Tzeentch’s rivalry with Grandfather Nurgle, he is 
nonetheless teh god with the most influence over the others. 
At times the Chaos Gods must unite and act in concert if their 
individual plans are to reach fruition, and it is always Tzeentch 
who brokers these alliances. However, Tzeentch never acts out 
of altruism, and it can be guaranteed that every time he moves 
to unite the powers of Chaos he does so ultimately with his 
own unfathomable goals in mind.

An age ago, the Thousand Sons were counted amongst the 
most loyal of the Emperor’s Legions, but that all ended when 
ther sorcerous Primarch, Magnus the Red, attempted to utilise 
forbidden magics in order to warn the Emperor of Horus’s 
treachery.

Cast out by the Imperium, the Thousand Sons now reside in a 
place of twisted sorcery from where they travel out into the 
galaxy to gather slaves for their magical experiments.

The majority of the Legion are now little more than mindless 
automatons, made soulless by thier Chief Librarian’s spell to rid 
them of the mutations that were running uncontrolled through 
the Legion. Now these silent, relentless enemies of the Imper-
ium are led into battle by the mightiest of sorcerers; individuals 
wholly dedicated to Tzeentch, the Lord of Sorcery.

Thousand Sons Chaos Space Marines
Every model in a Thousand Sons army must bear the Mark of 
Tzeentch. Units that cannot bear the Mark of Tzeentch may not 
be included in a Thousand Sons army. All unit champions and 
Chaos Lords gain the Psyker special rule.

Vehicles in a Thousand Sons army must be dedicated to 
Tzeentch. A vehicle dedicated to Tzeentch gains the Coruscating 
Flame upgrade at a cost of 15 points.

Army Selection Alterations
The only Troops choices that may be taken from Codex: Chaos 
Space Marines are units of Thousand Sons.

Units of Chaos Terminators and Chaos Havocs in a Thousand 
Sons army gain the special rules listed in the Thousand Sons 
unit entry. In addition, units of Terminators may be taken as 
Troops choices.

Favoured Units
Favoured Units that have the option to upgrade one model to a 
champion may do so for free.

Favoured units of Daemons add +1 to their Reserve rolls.

Thousand Sons Cultists
Units of Chaos Cults in a Thousand Sons army gain the Stub-
born Universal Special Rule. 

Chaos Cults may be taken as retinues for Chaos Lords and 
Chaos Sorcerers. A Chaos Cult taken as a retinue does not take 
up any choices on the force organisation chart.

In addition, once per turn, independent characters and unit 
champions leading units of Chaos Cultists may sacrifice D3 Cult-
ists boost the power of a single psychic power used that turn.

Chaos Daemoncannons
Chaos Daemoncannons in a Thousand Sons army gain AP4.
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Armoury of Tzeentch
The following items are added to those available to models 
with the Mark of Tzeentch in a Thousand Sons army. Details for 
each item, their rules and what models may be equipped with 
them are detailed below. Where items are given two points 
costs the first applies to Independent Characters and the sec-
ond applies to all other models.

•	 Bedlam Staff - 25
•	 Blasted Standard - 20
•	 Coruscating Flame - 15
•	 Eye of Tzeentch - 30
•	 Minor Psychic Power - 10 each
•	 Talisman of Tzeentch - 5
•	 Twisting Path - 15
•	 Warp Blade - 25

Bedlam Staff
The Thousand Sons Legion of Chaos Space Marines were 
powerful adepts before the horus Heresy compelled them into 
serving Tzeentch. Their sorcerers always used their staves to 
focus their powers and the few staves that remain are steeped 
in ten millennia of wild spychic power. Enemies struck by it are 
temporarily dazed as its power drives conscious thought from 
their minds.

The Bedlam Staff is a Power Weapon that gains an additional 
D6 for Armour Penetration. Any model wounded by the Staff 
but not killed reduse their Weapon Skill and Attacks to 1 until 
the end of the next Assault phase. Vehicles hit by it suffer Crew 
Shaken in addition to any other results they suffer. The Staff 
may only be taken by a Chaos Sorcerer.

Blasted Banner
Riddled with the power of change, the standard’s design shifts 
constantly through the battle. Energy and power growl through 
it and when an enemy approaches it the energy is released in a 
blinding roar. The Blasted Banner counts as a Personal Icon. 

In addition, once per battle, the power within the banner may 
be released. This power may be used during the Shooting 
phase instead of firing another weapon. When used the banner 
inflicts 2D6 S6 AP4 hits on a single enemy unit with at least 
one model within 12”, including a unit in Close Combat. Only 
one Blasted banner may be taken in the army and may only be 
taken by an Aspiring Sorcerer.

Coruscating Flame
The vehicle is covered in weird gargoyles that constantly chat-
ter incantations, pausing only to exhale great couds of Warp-
fire. The vehicle is covered in a sheet of Warp-spawned flames 
that consumes enemy troops.

Any model attacking a vehicle with this upgrade in Close 
combat takes a Strength 2+D3, AP5 hit before any attacks are 
resolved.

Eye of Tzeentch
The champion bears a third eye, either on his body or his 
wargear. The Eye sees what will come to pass, allowing the 
champion to adjust his actions in time. The Eye allows the 
champion to re-roll either a single saving throw, to-hit roll or 
to-wound roll per turn. Only Daemon Princes, Chaos Lords and 
Chaos Sorcerers may have The Eye of Tzeentch.

Minor Psychic Power
All powers must be randomly selected from the Tzeentch Minor 
Psychic Powers list. Chaos Lords and unit champions may take 
one Minor Psychic Power, Chaos Sorcerers may take up to 
three. 

Talisman of Tzeentch
Enemy psykers within 24” of a model with a Talisman of 
Tzeentch suffer a -1 Leadership penalty for Psychic tests. Only 
Chaos Sorcerers may take Talismans of Tzeentch.

Twisting Path
The sorcerer is preparing the way for Tzeentch’s grand design. 
The sorcerer can force visions upon the minds of those near 
him, giving them unsettling waking dreams in which they 
betray thair friends and ally themselves with the Dark Powers. 
The sorcerer can use these dreams to draw information from 
his victims’ minds, establish post-hypnotic suggestions and to 
alter their memories or perceptions to achieve some ineffable 
goal.

The power of the Twisting Path may be used during the Shoot-
ing phase instead of firing a ranged weapon. Choose a single 
enemy unit in line of sight and with at least one model within 
12“. The targed must immediately take a Leadership test. If 
the test is failed the unit becomes Pinned. In addition, when 
a sorcerer successfully Pins by this power he will gain a single 
Kill Point exactly as if the enemy unit had been destroyed. Only 
one Kill Point may be gained from each enemy unit no matter 
how many times they are pinned by this power. One Chaos 
Sorcerer per army may be given the Twisting Path.

Warp Blade
Gifted to the mightiest of sorcerers and most devious of plot-
ters, the Warp Blade has the power to dissipate and scatter 
psychic energy aimed at its bearer. This tends to attract the 
denizens of the Warp who hungrily sniff out the source of the 
wayward power.

The Warp Blade is a Daemonic Weapon as described in Codex: 
Chaos Space Marines. The Warp Blade counts towsrds the 
maximum that may be taken in the army. In addition, whenever 
an enemy Psyker attempts to use a psychic power while within 
12” of the bearer of the Warp Blade roll a D6. On a 1 to 3 the 
power fails and the enemy Psyker suffers a Perils of the Warp 
attack. The Warp Blade may only be taken by a Chaos Sorcerer.
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Thousand Sons Units

UNIT DESCRIPTION

The Cabal Points: 
May include up yo one Cabal in a Thousand Sons army

Options:
•	 OPTIONSWS BS S T W I A Ld Sv

Aspiring Sorcerer 4 4 4 4 1 4 2 10 3+

Composition:
5 Aspiring Sorcerers

Wargear:
Power Armour
Bolt Pistol
Close Combat Weapon

Unit Type:
Infantry

Special Rules:
Mark of Tzeentch
Psykers
4+ Invulnerable Save (including the Mark’s bonus)
Fearless
Inferno Bolts

The Cabal

UNIT DESCRIPTION

UNIT TITLE Points: 
NUMBER ALLOWED

Options:
•	 OPTIONSWS BS S T W I A Ld Sv

Champion 4 4 4 4 1 4 2 10 3+

Chaos Space Marine 4 4 4 4 1 4 1 9 3+

Composition:
9 Chaos Space Marines
1 Champion

Wargear:
Bolter
Bolt Pistol
Close Combat WeaponUnit Type:

Infantry

Special Rules:
Mark of Tzeentch

UNIT TITLE



Sons of Malice Chaos Space Marines
Every model in a Sons of Malice army must bear the Mark of 
Malice. Units that cannot bear the Mark of Malice may not be 
included in a Sons of Malice army.

Vehicles in a Sons of Malice army must be dedicated to Nurgle. 
A vehicle dedicated to Malice gains the Torture Rack upgrade at 
a cost of 15 points.

Army Selection Alterations
The only Troops choices that may be taken are units of Chaos 
Space Marines.

Favoured Units
Favoured Units that have the option to upgrade one model to a 
champion may do so for free.

Favoured units of Daemons add +1 to their Reserve rolls.

Sons of Malice Cultists
Units of Chaos Cults in a Sons of Malice army gain the Fearless 
and Feel No Pain Universal Special Rules.

Chaos Daemoncannons
Chaos Daemoncannons in a Sons of Malice army.
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Armoury of Malice
The following items are added to those available to models 
with the Mark of Malice in a Sons of Malice army. Details for 
each item, their rules and what models may be equipped with 
them are detailed below. Where items are given two points 
costs the first applies to Independent Characters and the sec-
ond applies to all other models. For vehicle upgrades the first 
cost is for vehicles with a base cost greater than 150 and the 
second cost is for vehicles with a base cost of 150 or less.

•	 Torture Rack - 15

Torture Rack
Torture Rack

Sons of Malice Wargear



Nurgle Minor Psychic Powers

1 - No Usable Power
Effect: The psyker’s patron pays no heed to his prayers. The roll 
is wasted.

2 - Nurgle’s Dance
Phase: Own Shooting
Range: 24”
Effect: The psyker calls to the enemy, inviting them to reveal 
themselves and join him in Nurgle’s exuberant cavalcade. The 
target unit must pass a leadership test or lose the benefits of 
that cover for the remainder of the turn.

3 - Nausea
Phase: Enemy Shooting
Range: 24”
Effect: The psyker is able to invoke nausea and disorientation 
amongst his foes. A single non-vehicle enemy unit within line of 
sight will be at -1 BS for the remainder of this Shooting Phase.

4 - Affliction
Phase: Own Shooting
Range: 12”
Effect: Calling upon Grandfather Nurgle, the psyker bestows 
a particularly choice contagion upon his foe. If successful, the 
psyker may target any single non-vehicle model in range. Roll 
a D6. If the result is higher than the target’s Toughness they 
will suffer a single wound. Armour Saves may not be taken but 
Invulnerable Saves may be taken as normal.

5 - Maisma of Pestilence
Phase: Own Movement
Range: Self
Effect: The psyker calls forth clouds of pestilent flies and chok-
ing vapours, through which few enemies have the stomach 
to advance. The Psyker and any unit they are part of, or have 
joined, gain a 5+ Cover Save for one turn.

6 - Aura of Decay
Phase: Either Assault
Range: 2”
Effect: The psyker surrounds himself with an aura of corruption 
and filth to such an extent that his enemies have difficulty en-
gaging him. All enemy models in range reduce their Attacks by 
1. If the Psychic test is failed the power will still take effect, ex-
cept that friedly models are infected instead of enemy models.

Minor Psychic Powers
To select a Minor Psychic Power roll a D6 on the appropriate 
Minor Psychic Powers table, re-rolling duplicate results.

Phase: 

Range

Effect:

Nurgle:
1 - No Usable Power
2 - Nurgle’s Dance
3 - Nausea
4 - Affliction
5 - Maisma of Pestilence
6 - Aura of Decay

Slaanesh:
1 - No Usable Power
2 - Fuelled by Pain
3 - Siren
4 - Beam of Slaanesh
5 - Touch of Slaanesh
6 - She Who Thirsts

Tzeentch:
1 - No Usable Power
2 - Pink Fire of Tzeentch
3 - Psychic Duel
4 - Reckoning of Tzeentch
5 - Weaves of Fate
6 - Withering Gaze



Slaanesh Minor Psychic Powers

1 - No Usable Power
Effect: The psyker’s patron pays no heed to his prayers. The roll 
is wasted.

2 - Fuelled by Pain
Phase: Either Assault
Range: Self
Effect: Pain serves only to heighten the psyker’s combat prow-
ess. For enemy close combat attack that wounds the psyker, 
but is stopped by a saving throw, the psyker may make an ad-
ditional attack at Initiative 1.

3 - Siren
Phase: Own Movement
Range: Self
Effect: The psyker assumes the appearance of an individual 
important, cherished or attractive to the enemy; one they 
would never harm in any way. While Siren is in effect, enemy 
models wishing to target the psyker must pass a leadership test 
to do so. This power may not be used if the psyker is engaged 
in close combat nor can it be used if the psyker is part of a unit. 
Unit champions that roll this power must re-roll to select a dif-
ferent power.

4 - Beam of Slaanesh
Phase: Enemy Shooting
Range: 24”
Effect: The psyker unleashes a dazzling rainbow display the be-
guiles and disorientates his foe. The target model or unit must 
take a Leadership test. If the test is failed the target counts as 
moving for the purposes of firing their weapons that turn.

5 - Touch of Slaanesh
Phase: Own Assault
Range: Self
Effect: The psyker gifts each of his opponents with a delicate 
caress that renders them insensible and unable to avoid harm. 
All enemy models in base-to-base with the psyker will suffer a 
-1 WS penalty, to a minimum of 1, for that Assault Phase.

6 - She Who Thirsts
Phase: Own Assault
Range: Self
Effect: The psyker reaches out and attempts to pluck the very 
soul from his enemy, leaving little more than a withered husk in 
his wake. This is a sight that may put even the bravest of troops 
to flight. If the psyker kills one or more enemy models during 
the Assault phase enemy units in the same Close Combat will 
be at -1 Leadership for that phase.

Tzeentch Minor Psychic Powers

1 - No Usable Power
Effect: The psyker’s patron pays no heed to his prayers. The roll 
is wasted.

2 - Pink Fire of Tzeentch
Phase: Own Shooting
Range: Template
Effect: Calling on his patron God, the psyker unleashes a tor-
rent of Warpfire upon his foes. The pink fire counts a a ranged 
weapon with Strength 2+D3, AP5, Assault 1.
Boosted Effect: Increase Strength to 2+D6.

3 - Psychic Duel
Phase: Own Shooting
Range: Unlimited
Effect: Reaching with his mind across the battlefield, the psyker 
seeks to undermine the concentration of enemy psykers. 
Choose a single enemy psyker, that psyker suffers a -1 Leader-
ship penalty for Psychic tests for one turn.
Boosted Effect: Additional -1 Leadership penalty.

4 - Reckoning of Tzeentch
Phase: Own Shooting or Assault
Range: Self
Effect: The psyker has received Tzeentch’s blessings, reading 
the strands of fate as they unravel before him. The psyker and 
any unit he leads may re-roll missed to-hit rolls this Phase.
Boosted Effect: Re-roll failed to-wound rolls as well.

5 - Weaves of Fate
Phase: Setup
Range: Self
Effect: Tzeentch is often called the master of deciet, and his 
followers will try to gain his blessings when planning an attack. 
This power is used after setup but before rolling to sieze the 
initiative. If the power is successful the owning player may re-
deploy D3 units
Boosted Effect: The owning player may also add +1 to their roll 
to sieze the initiative.

6 - Withering Gaze
Phase: Enemy Assault
Range: Self
Effect: The psyker’s eyes burn with a small portion of Tzeentch’s 
own baleful gaze, causing his enemies to avert their own eyes 
as they attempts to engage him. Enemy units must pass a 
Morale check in order to assault the psyker and any unit they 
accompany. If the test is failed the unit may assault a different 
target. This power may not be used if the psyker is engaged in 
close Combat.
Boosted Effect: The enemy unit may not assault at all this turn.

Minor Psychic Powers


