Hordes of Chaos 

V1.2 By Brian Szymanek

HORDES OF CHAOS ARMY SELECTOR

	Troops
	Type
	Attacks
	Hits
	Armour
	Command
	Unit Size
	Points
	Min/Max
	Special

	Chaos Warriors
	Infantry
	4
	4
	4+
	-
	3
	150
	1/-
	-

	Marauders
	Infantry
	3
	3
	5+
	-
	3
	60
	1/-
	-

	Daemon Horde
	Infantry
	4
	3
	5+
	-
	3
	75
	-/2
	-

	Daemon Swarm
	Infantry
	2
	4
	6+
	-
	3
	45
	-/2
	1*

	Marauder Horsemen
	Cavalry
	3
	3
	5+
	-
	3
	90
	-/3
	-

	Chaos Knights
	Cavalry
	4
	4
	4+
	-
	3
	200
	-/3
	-

	Chaos Hounds
	Cavalry
	3
	3
	-
	-
	3
	30
	-/2
	-

	Daemon Cavalry
	Cavalry
	4
	3
	5+
	-
	3
	110
	-/1
	-

	Chaos Spawn
	Monster
	3/3
	4
	3+
	-
	1
	110
	-/1
	2*

	Daemon Flyers
	Monster
	2
	3
	5+
	-
	3
	80
	-/1
	3*

	Greater Daemon
	Monster
	8
	6
	4+
	-
	1
	300
	-/1
	4*

	General
	General
	+2
	-
	-
	9
	1
	125
	1
	-

	Hero
	Hero
	+1
	-
	-
	8
	1
	80
	-/1
	-

	Sorcerer
	Wizard
	+1
	-
	-
	8
	1
	90
	-/1
	-

	Chaos Dragon
	M. Mount
	+3
	-
	-
	-
	1
	+100
	-/1
	-

	Chaos Mount
	M. Mount
	+1
	-
	-
	-
	1
	+10
	-/1
	-


COMMON DAEMON RULES

The following rules apply to units of Daemons.  (Any unit with Daemon in the title)
1. They do not suffer a -1 Combat penalty for fighting terrifying troops. You can’t frighten them at all.  Nor are they subject to confusion.

2. Daemons are insubstantial beings that may be banished back to the realm of Chaos at any moment.  Daemons in a Hordes of Chaos army do not have all their warp-blessed brethren around to summon them back to battle, but do have mortal allies to keep them rooted in the real world.  As such, Daemons use a different set of instability rules in a mortal army…

        If a Daemonic unit loses a round of hand-to-hand combat, their opponents may immediately make          

        an additional set of attacks against them, the number equal to the number of hits they won the 

        combat round by.  These attacks hit on a 4+, and may be saved against as normal.  The results of       

        these additional attacks are added in when determining just how many hits the winning side 

        inflicted, and count as true wounds, meaning additional stands may be removed.  These additional 

        hits are scored before wound markers are removed at the end of the combat round.

SPECIAL DAEMON UNIT RULES

1.    Daemon Swarms – Cannot driven back.  Cannot be given magic items.

2.    Chaos Spawn – As per Chaos Spawn in the main Chaos army list.

3.    Daemon Flyers – As Chaos Harpies (both in rules, and in basing)

4.  Greater Daemons can fly, following the standard flying rules. Some Greater Daemons have huge wings, whilst others can teleport or move themselves over great distances through sheer force of will. 

Greater Daemons are terrible creatures to behold, and all but the bravest warrior would be paralyzed to the spot if ever they saw one. A Greater Daemon causes Terror in its enemies, as described in the Warmaster rulebook. 

If a Greater Daemon receives between 3 and 5 hits by either the end of the shooting phase or combat phase then it is considered to be badly hurt and is reduced to 4 attacks and 3 hits respectively for the duration of the game. 

Note: The Hordes of Chaos use the same spell list as the Chaos army from the main rulebook.

Designer’s Notes

v1.2 Composite Notes

First, this list is the result of Daemon units not being included in the main Chaos list.  Fanatic has made it clear they will not alter any official list, but we were free to make variants.  Since the main list more represented a mixed list of hordes and beasts of chaos, I figured I’d create something more in line with just the Hordes of Chaos book from Warhammer Fantasy.

The original 1.0 list was simply the result of removing any Beasts of Chaos units, and adding Daemons in.

Okay, revision 1.2 is here, based on more feedback. There are several major changes here.  After careful consideration, five cavalry/chariot units were too many, and although there are chariots in the Hordes of Chaos book, I decided to go the way of the Warmaster Dark Elves and remove them.  Really, the remaining choices are all better fits.  This also solves the problem of people never using Marauder Horsemen because Chariots are only 5 points more.

The Daemonic Beasts were removed.  Though in the past there have been Bloodletters riding Juggernauts and such, I needed to trim the list down.  And in the Hordes of Chaos book, no such unit exists.  I replaced the Spawn, as it seemed to fit the theme of the Chaos army.  I considered altering it’s stats and such, quite radically, but I felt a spawn is a spawn, and there are already too many special rules.

As per a suggestion, the major change is in the instability rules.  I read and reread them in the Hordes of Chaos book, but wanted something simple.  This is Warmaster after all, not Warhammer.  The idea is to punish daemons that lose combats.  In this case, allowing a number of additional attacks equal to the amount they lost the combat by seemed fitting, and fast.  The worse off the daemons lose, the worse things get, and the Chaos player is at the mercy of the dice.  This seemed an appropriate trade-off for the immunity to confusion and terror.

Again, any and all feedback is appreciated.  I can only play a handful of Warmaster games a month, so I won’t be able to balance this list on my own.  I’d appreciate it if you could help me playtest this list, and send any comments and suggestions back to me, either in the Yahoo! group, or to my email at szym2511@adelphia.net
Thank you…

-Brian (Warmaster Brian II) 

