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The members of the Warmaster Tribune worked long and hard to bring you these proposed variant Chaos army lists !
	Necronomicon

Chaos Army Lists

	

	It is a greater threat then the fury dévastatrice of the Orks & Goblins, a plague more perfidious then the relentless will of the Undead. On the border of Kislev extends the ground corrompues of Chaos where the dark gods of the Warp work patiently for the destruction of all of civilisation.

Nobody is free of the threat of Chaos. The Humans of the Empire, Bretonnia and Kislev, Dwarfs of the Worlds Edge Mountains, or  High Elves of Ulthuan, all civilizations fear the advent of Chaos in the Old World.

Chaos corrupts anything and the wizards who draw their power from the Warp even bring into play their heart!

The Chaos army list presented in the Warmaster rulebook allows the players to deploy hordes dedicated to Chaos Undivided. However, there are dark powers, such as the four major gods who are Khorne, Tzeentch, Nurgle and Slaanesh.

The hordes dedicated to these gods are particular in their organization and even their composition.

Contrary to the forces of Chaos Undivided, these hordes can indeed deploy daemonic units specific to each of the Chaos gods.

In the same way, a horde pledged to one of the gods of Chaos can be directed by a Human Warlord or by a powerful Daemon Prince.

Power of Necronomicon

Once again, we invite you to use these army lists with a few precautions. Our writers lengthily discussed various rules in order to prevent creating unbalanced lists but, unfortunately, they are not perfect and some errors may have escaped.

Do not hesitate to contact the editorial team to let them know your suggestions and comments!


	Human and Daemonic Command

A horde of Chaos can be led by a Human Warlord or a daemon (Daemon Prince or Greater Daemon). Within this framework, the Min/Max of the army lists are not the same ones: thusly it is necessary to refer to Min/Max Human for a Human General  and to Min/Max Daemonic for a Daemon Prince or a Greater Daemon.

Finally, no army of chaos will be able to have more than 2 characters (Hero, Wizard and Exhaulted Daemon) per 1000 points, even if the list offers a broader choice of characters.

General Rules of Daemons

The units of demons never beat in retirement if ever they lose a Combat phase but they receive an additional number of (unsavable) wounds equal to the difference of wounds inflicted (this in order to illustrate daemonic instability). The combat then continues without the winner of the combat being able to decide to end the combat (the daemons do not leave him the choice), they, however, still receive the standard pursuit bonus (+1 attack per stand) which it would have received within the framework of a normal combat. 

The units of daemons are immune to Terror and cannot receive Magic Items.
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Mark of Khorne - Frensy

The frensied units add +1 attack per base when charging with overdraft. They must always use their initiative to charge. They do not fall back due to shooting but can become confused. They must always advance or pursue if possible.

Mark of Tzeentch

To represent the powerful magic of Tzeentch, the units benefiting from its mark are able to shoot up to 15cm all round, inflicting a -1 penality to armor saves.

Mark of Nurgle – Poisoned Attack

In close combat, any adversary of a unit bearing the Mark of Nurgle must re-roll one successful saving throw per round and per base combatant.

Mark of Slaanesh – Aura of Slaanesh

A unit bearing the Mark of Slaanesh can re-roll one missed attack per round of close combat.
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« Blood for the Blood god ! » Such is the war cry of the armies of Khorne, the great destroyer !
	Necronomicon

Hordes of Khorne

	Troops
Type

Att.

Hits

Save

Cmd

Size

Cost

M/M

Human

M/M

Dem.

Sp.

Chaos Warriors

Infantry

4

4

4+

-

3

150

1/-

-/2

-

Marauders

Infantry

3

3

5+

-

3

60

1/-

1/4

-

Knights of Chaos

Cavalry

4

4

4+

-

3

200

-/4

-/2

-

Marauder Horsemen

Cavalry

3

3

5+

-

3

90

-/4

-/2

-

Chariots

Chariot

3

3

5+

-

3

95

-/3

-/2

-

Furies

Monster

2

3

6+

-

3

65

-/1

-/1

1

Spawn of Khorne

Monster

6

4

3+

-

1

110

-/1

-/1

2

Bloodletters of Khorne

Infantry

4

3

5+

-

3

80

-/2

1/-

3

Flesh Hounds of Khorne

Cavalry

3

3

6+

-

3

50

-/2

2/-

3

Human Warlord

General

+2

-

-

9

-

135

1/1

0/0

4

Daemon Prince of Khorne

General

+6

-

-

9

-

235

0/0

1/1

5

Bloodthrister

Special

+2

-

-

-

-

+30

0/0

0/1

6

Human Hero

Hero

+1

-

-

8

-

80

-/2

-/1

-

Exaulted Daemon of Khorne

Hero

+4

-

-

8

-

170

-/1

-/2

7

Chaos Dragon

Monstrous Mount

+3/+3

-

-

-

-

100

-/1

0/0

8



	Special Rules 

1- Furies

Flying, based as Infantry.

2- Spawn of Khorne

Mark of Khorne. Can only move if in a brigade which contains more units then Spawn of Khorne. Does not count towards the limit of 4 units per brigade.

3- Bloodletters and Flesh Hounds of Khorne

Daemonic. Mark of Khorne. 

4- Human Warlord

Dispels magic (identical ability to the Dwarf Runemaster). An army of Khorne commanded by a Human Warlord must use the Human Min/Max.

5- Daemon Prince of Khorne

Causes Terror. Flying. Dispels magic (identical ability to the Dwarf Runemaster). Cannot receive Magic Items. An army of Khorne commanded by a Daemon Prince must use the Daemonic Min/Max.

6- Bloodthirster

Upgrade for a Daemon Prince of Khorne.
	"Blood for the Blood god" : Once per game, the Bloodthirster grants a +1 attack bonus to all friendly units with a base within 20cm.

7- Exaulted Daemon of Khorne

Causes Terror, Flying. Cannot receive Magic Items.

8- Chaos Dragon

Causes Terror, Flying, can shoot up to 20cm when joined with a unit.

Figures and Color Schemes

The hordes of Khorne are reconnizeable with there black and red colors, and their use of gilded metal and copper.

The daemonic characters can be represented by the Daemon Prince of Khorne and the Bloodthirster from the  Epic range. It is also possible to use the WFB models of the Bloodletters.

The Bloodletters can be represented by the Warmaster minor daemons. Use the Hounds of Chaos for the Flesh Hounds of Khorne and the Harpies for the Furies.
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The Lord of Change is the master of magie. Its daemons draw their powers directly from the Warp !
	Necronomicon

Hordes of Tzeentch

	Troops
Type

Att.

Hits

Save

Cmd

Size

Cost

M/M

Human

M/M

Dem.

Sp.

Chaos Warriors

Infantry

4

4

4+

-

3

150

1/-

-/2

-

Marauders

Infantry

3

3

5+

-

3

60

1/-

¼

-

Knights of Chaos

Cavalry

4

4

4+

-

3

200

-/4

-/2

-

Marauder Horsemen

Cavalry

3

3

5+

-

3

90

-/4

-/2

-

Chariots

Chariot

3

3

5+

-

3

95

-/3

-/2

-

Spawn of Tzeentch

Monster

3/3

4

3+

-

1

110

-/1

-/1

1

Horrors of Tzeentch

Infantry

3/1

4

6+

-

3

90

-/1

2/-

2

Flamers of Tzeentch

Infantry

2/2

4

6+

-

+1

30

-/1

-/-

3

Screamers of Tzeentch

Monster

2/1

3

6+

-

3

80

-/1

-/1

4

Human Warlord

General

+2

-

-

9

-

150

1/1

0/0

5

Daemon Prince of Tzeentch

General

+4

-

-

9

-

230

0/0

1/1

6

Lord of Change

Special

+1/+3

-

-

-

-

+50

0/0

0/1

7

Sorcerer

Wizard

+1

-

-

8

-

90

-/2

-/1

-

Exaulted Daemon of Tzeentch

Wizard

+3

-

-

8

-

170

-/1

-/2

8

Chaos Dragon

Monstrous Mount

+3/+3

-

-

-

-

100

-/1

0/0

9



	Special Rules

1- Spawn of Tzeentch

Mark of Tzeentch. Can only move if in a brigade which contains more units then Spawn of Tzeentch. Does not count towards the limit of 4 units per brigade.

2- Horrors of Tzeentch

Daemonic. Mark of Tzeentch.

3- Flamers of Tzeentch

Demonic. Skirmishers. Can only join units of Horrors.

4- Screamers of Tzeentch

Demonic. Mark of Tzeentch. Flying.


	8- Fanatic Daemon of Tzeentch

Causes Terror, Flying. Casts spells like a Wizard. Cannot receive Magic Items.

9- Chaos Dragon

Causes Terror, Flying, can shoot up to 20cm when joined with a unit.

Figures and Color Schemes

The worshipers of Tzeentch use the colors  blue, pink and yellow to distinguish themselves.

The daemonic characters of Tzeentch can be represented with the help of figures from WFB or Epic.

The other daemons of Tzeentch are more difficult to find, it will be necessary to call upon your gifts of conversion…
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	5- Human Warlord

Casts spells like a Wizard. An army of Tzeentch commanded by a Human Warlord must use the Human Min/Max.

6- Daemon Prince of Tzeentch

Causes Terror, casts spells like a Wizard. Flying. Cannot receive Magic Items. An army of Tzeentch commanded by a Daemon Prince must use the Daemonic Min/Max.
7- Lord of Change

Upgrade for a Daemon Prince of Tzeentch. Once per turn, may re-roll a missed spell.
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Grandfather Nurgle sows disease and rot all over the Old World.
	Necronomicon

Hordes of Nurgle

	Troops
Type

Att.

Hits

Save

Cmd

Size

Cost

M/M

Human

M/M

Dem.

Sp.

Chaos Warriors

Infantry

4

4

4+

-

3

150

1/-

-/2

-

Marauders

Infantry

3

3

5+

-

3

60

1/-

1/4

-

Knights of Chaos

Cavalry

4

4

4+

-

3

200

-/4

-/2

-

Marauder Horsemen

Cavalry

3

3

5+

-

3

90

-/4

-/2

-

Hounds of Chaos

Cavalry

3

3

0

-

3

30

-/2

-/1

-

Furies

Monster

2

3

6+

-

3

65

-/1

-/1

1

Spawn of Nurgle

Monster

3/3

4

3+

-

1

110

-/2

-/2

2

Plaguebearers

Infantry

3

4

5+

-

3

90

-/2

2/-

3

Nurglings

Infantry

2

4

0

-

3

40

-/1

2/-

3

Human Warlord

General

+2

-

-

9

-

125

1/1

0/0

-

Daemon Prince of Nurgle

General

+5

-

-

9

-

225

0/0

1/1

4

Great Unclean One

Special

+1/+3

-

-

-

-

+50

0/0

0/1

5

Fanatic Daemon of Nurgle

Hero

+3

-

-

8

-

170

-/1

-/2

6

Hero

Hero

+1

-

-

8

-

80

-/1

-/1

Sorcerer

Wizard

+1

-

-

-

-

90

-/1

-/1

Chaos Dragon

Monstrous Mount

+3/+3

-

-

-

-

+100

-/1

0/0

7

Daemonic Mage

Special

+0

-

-

-

-

+25

0/0

-/1

8



	Special Rules

1- Furies

Flying, based as Infantry.

2- Spawn of Nurgle

Mark of Nurgle. Can only move if in a brigade which contains more units then Spawn of Nurgle. Does not count towards the limit of 4 units per brigade.

3- Plaguebearers and Nurglings

Daemonic. Mark of Nurgle.
	8- Daemonic Mage

All Daemons have the ability to cast spells but only some have the ability to cast sufficently powerful spells to be able to affect the battlefield. This upgrade permits an Fanatic Daemon to cast spells like a Chaos Wizard, as it needs to concentrate, its range of command is 20 cm.
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	Figures and Color Schemes

The worshipers of Nurgle generally have an unsavory aspect : those colors which are dull and tending towards green are prefered...

The Daemonic Characters of Nurgle with the aid of the WFB daemonic figures. The Nurglings can be represented by the corresponding WFB figures.
It is possible to use a certain number of Epic figures to represent the worshipers of Nurgle : Daemon Princes, Greater Daemons, Spawn of Nurgle, etc...

	4- Daemon Prince of Nurgle

Mark of Nurgle. Causes Terror, Flying, cannot receive Magic Items.

5- Great Unclean One

Upgrade for the Daemon Prince of Nurgle. Casts spells like a Wizard. Can use its Stream of Pestilence when joined with a unit (range 20cm).

6- Fanatic Daemon of Nurgle

Mark of Nurgle. Causes Terror, Flying, cannot receive Magic Items.

7- Chaos Dragon

Causes Terror, Flying, can shoot up to 20cm when joined with a unit.
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Noone can resist the temptations of the Lord of Pleasures whose hordes take pleasure from the brutality and the lust!
	Necronomicon

Hordes of Slaanesh

	Troops
Type

Att.

Hits

Save

Cmd

Size

Cost

M/M

Human

M/M

Daem.

Sp.

Chaos Warriors

Infantry

4

4

4+

-

3

150

1/-

-/2

-

Marauders

Infantry

3

3

5+

-

3

60

1/-

1/4

-

Knights of Chaos

Cavalry

4

4

4+

-

3

200

-/4

-/2

-

Marauder Horsemen

Cavalry

3

3

5+

-

3

90

-/4

-/2

-

Hounds of Chaos

Cavalry

3

3

0

-

3

30

-/2

-/1

-

Chariots

Chariot

3

3

5+

-

3

95

-/3

-/2

-

Furies

Monster

2

3

6+

-

3

65

-/1

-/1

1

Spawn of Slaanesh

Monster

3/3

4

3+

-

1

110

-/2

-/2

2

Daemonettes

Infantry

4

3

6+

-

3

80

-/2

2/-

3

Mounted Daemonettes 

Cavalry

4

3

6+

-

3

100

-/1

2/-

3

Human Warlord

General

+2

-

-

9(10)

-

135

1/1

0/0

4

Daemon Prince of Slaanesh

General

+5

-

-

9(10)

-

225

0/0

1/1

5

Keeper of Secrets

Special

+0/+3

-

-

+1

-

+180

0/0

-/1

6

Hero

Hero

+1

-

-

8

-

80

-/1

-/1

-

Fanatic Daemon of Slaanesh

Hero

+3

-

-

8(9)

-

170

-/1

-/2

7

Wizard

Sorcier

+1

-

-

8

-

90

-/1

-/1

-

Chaos Dragon

Monstrous Mount

+3/+3

-

-

-

-

+100

-/1

0/0

8

Daemonic Mage

Special

+0

-

-

-

-

+25

0/0

-/1

9



	Special Rules

1- Furies

Flying, based as Infantry.

2- Spawn of Slaanesh

Mark of Slaanesh. Can only move if in a brigade which contains more units then Spawn of Slaanesh. Does not count towards the limit of 4 units per brigade.

3- Daemonettes

Daemonic. Mark of Slaanesh. 

4- Human Warlord

Mark of Slaanesh. For the first order of each turn,  its command is increased by +1  (maximum 10). An army of Slaanesh commanded by a Human Warlord must use the Human Min/Max.
5- Daemon Prince of Slaanesh

Causes Terror. Flying. Aura of Slaanesh. Cannot receive Magic Items. An army of Slaanesh commanded by a Daemon Prince must use the Daemonic Min/Max.
	6- Keeper of Secrets

Upgrade for Daemon Prince of Slaanesh. Can cast spells like a Wizard.

7- Fanatic Daemon of Slaanesh

Mark of Slaanesh. For the first order of each turn,  its command is increased by +1. Causes Terror, Flying. Cannot receive Magic Items.

8- Chaos Dragon

Causes Terror, Flying, can shoot up to 20cm when joined with a unit.

9- Daemonic Mage

All Daemons have the ability to cast spells but only some have the ability to cast sufficently powerful spells to be able to affect the battlefield. This upgrade permits an Fanatic Daemon to cast spells like a Chaos Wizard, as it needs to concentrate, its range of command is 20 cm.
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	Figures and Color Schemes

Henchmen of Slaanesh have a preference for sensual colors.

The Daemonic Characters can be represented by the Daemon Prince of Slaanesh or the Keeper of Secrets from the Epic range. It is also possible to use the WFB figures of Daemonettes.

[image: image18.jpg]





	[image: image19.png]



In lieu of the spells of Chaos Undivided, the Warmaster Tribune propose to you a series of spells adapted to each of the gods of the Warp.
	Necronomicon

Daemonic Magic

	

	Magic of Tzeentch

Green Flames of Tzeentch (6+) - 60 cm

Target a unit in line of sight. Roll a D6, if the result is equal to or higher then the hit points of a stand of the unit then the targeted unit loses a base. The unit falls back like shooting.

Mutation of Tzeentch (5+) - 30 cm

A unit of Blue Horrors of Tzeentch is placed in combat, it does not count as charging and does not count towards the break point of the army.

Blue Horror : Infantry, 2 attacks, 4 Hit Points, no Armor save, and three stands.

Anger of Tzeench (5+) – 30 cm

3 shooting attacks, no Armor save, line of sight is needed.

Blessing of Tzeentch (4+) - Contact

+1 attack to each stand of the unit joined by the Wizard, including himself, during the entire Combat phase.


	Magic of Nurgle

Nurgle’s Rot (4+) - 30 cm

Cast on an enemy unit engaged in combat which does not have to be in line of sight. If successful, the units’ Armor save is reduced by -1.

Vomit of Nurgle (4+) – 30 cm
1D6 shooting attacks, with all normal Armor saves, on a unit which does not have to be in line of sight. If cast on a unit in combat, hits caused due to the spell count towards the combat.

Blessing of Nurgle (4+) - Contact

The unit joined by the wizard can re-roll their missed Armor saves, even if the unit is under the effect of Rage of Nurgle, but in this case the Blessing must be cast before the Rage. This spell lasts until the end of the Wizards’ following Magic phase.

Rage of Nurgle (5+) - 30cm

A unit is affected for the duration of the Combat phase. The player can re-roll 1d6 per stand and add it to their attacks; in the event of a double, the unit itself is target of these extra attacks.


	Magic of Slaanesh

Carnal Fascination (4+) – 30 cm
All units within range of the Wizard suffer a -1 Command penalty, the spell lasts until the end of your opponents’ next turn. A unit can only be affected by one spell of this type per turn. 

Exquisite Pain (4+) - 30 cm

The target unit undergoes 1d3 shooting attacks with no Armor saves allowed. Each successful attack allows the wizard to carry out a new shooting attack, up to a maximum of 6 consecutive attacks. 

Whip of Slaanesh (4+) - Contact
+1 attack to all bases of the unit joined by the wizard, including the Wizard himself, for the entire Combat phase. 

Change of Allegiance (5+) - 60 cm

The target unit cannot move during the next Command phase and the unit cannot shoot during the following Shooting phase. 
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