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The Beasts of Chaos can survive PRIMEVAL ORIGINS

There are almost as many stories and legends regarding the origins

of the Beasts of Chaos as there are stars in the sky. Tribal shamans,

Azyrite scholars and duardin stone-speakers all have their own
theories. Some believe that the beastmen are simply a race of

from extremes of h 1d cold. degenerale beings native to Ghur, nothing more than the realm’s

More than this, they are creatures inherent savagery given form in flesh and fur. Others insist that, at
uch, there is some distant time, they were once men and women, civilised people
eir physical who entered into a terrible pact with the Ruinous Powers to ensure

appearance, which varies greatly their dominance of the wilderness and, in turn, were transformed
from region to region. Some into animalistic monsters.
gor-kin have avian heads or

The Beasts of Chaos do not typically trouble themselves with lofty
matters of theology, but they do maintain a few of their own crude
with ease. Others have writhing myths of creation, kept alive by the Greal Bray-Shaman seers. Many

pseudopods where their ar gor-kin worship an entity known as the Gorfather or the Sire of
should r compound eyes like Ruin, who long ago made the entirety of the Mortal Realms his
those of corpse-flies. There are hunting ground. They believe that all of their kind descend from this
even accounts of ocean-dwelling sole ancient progenitor, and they continue to honour his dreadful

beastmen with the heads of sharks, legacy through acts of desecration and rampant propagation.

their bites strong enough to crack Others venerate the being known as Morghur, the Great Devolver.
the hull of a Freeguild steamship. This protean entity once haunted the wilds of the World-that-Was,
spewing corruption across the lands, and now his essence has spread
All of these disparate specimens through reality to infect the Mortal Realms. His worshippers seek to
are united by a need to crush and reduce all existence to a morass of primordial ooze, thereby joining
kill anything that does not adhe as one with their formless master.

to their crude vision. Their greatest

desire is to transform the realms Whatever the truth of their origins, the Beasts of Chaos are united in
into a blood-drenched hunting their belief that they were the first to lay claim to the Mortal Realms
ground in which the civilised races and that it is theirs by right to despoil and corrupt as they see fit. To
are reduced to helpless playthings the beastmen, humans, aelves and duardin alike are nothing more
for the beastmen’s vile amusement. than invaders to be hunted and slain without mercy.







NEW HUNTING
GROUNDS

It has been many years since the
God-King's armies returned to

the realms, Free cities have sprung
up, their populations numbering
in the hundreds of thousands in

a matter of decades, Sigmar now
rules over a swathe of territories;
bound together by fragile links of
trade and magical energy, these are
protected by well-equipped mortal
armies as well as the mighty
Stormhosts. Yet as impressive as
these holdings are, they are buta
drop in the ocean when compared
to the sheer immensity of the wilds
beyond. This is the domain of the
Beasts of Chaos, and they lurk
there still, eyeing the intrusions

of civilisation into their corrupted
herd-lands. Snaking columns of
Dawnbringer crusaders venture
out from the walls of the free
cities with increasing regularity,
flanked by Freeguild companies of
rifle-wielding Outriders or plumed
Greatswords. Often, these convoys
can march for days through the
wilderness, encountering nothing
more than the odd ravenous
predator. Others are not so
fortunate. Crusading Dawners

feel a trickle of cold sweat running
down their backs - the icy chill

of a prey-beast that knows it is
being hunted. Perhaps they hear
the thump of hoofbeats hurtling
through the brush around them,
or maybe they catch the gleam of

slit-pupilled eyes in the darkness
beyond their campfires. They
might even stumble upon the
ripped-apart remains of missing
comrades, left draped across
stones and trees.

Rising paranoia soon crystallises
into terror as the maddening
sound of brayhorns fills the air and
a mass of howling figures descends
upon them. All Dawners know
that it is better to die fighting until
the last than to be snatched away
by gor-kin; gruesame sacrifice

is central to the culture of the
beastherds, for each soul delivered
in agony to Chaos empowers
them, granting gifts of mutation
and unnatural might.

MAN SHALL BECOME BEAST







The precise meaning of these
markings is known only to the

: but when mortal
prisoners are dragged before a
herdstone, they are almost always
struck desperate madness
bleating and wailing in terror
as the bestial stone seems
come to life before their eyes.
Often, a firepit is carved into the
herdstone’s base. Blazing with
unnatural heat, this not only
bathes nearby gor-kin in Chaos
energy but also functions as a fc
in which Ungor labourers can melt
down captured weapons and ¢
new implements of ruin.

Such excesses serve a key purpose:
they draw the gaze of the Dark
Gods and awaken the dormant
hunger of the stone, causing it
to send forth a wave of profane
power to mutate and strengthen
the herd. Malformed beasts such as
s, Chaos Warhounds and
even fire-spewing Chimeras are
all inexorably lured towards the
thrumming aura, and the boldest
Beastlords may attempt to leash
these monsters to their ruinous
cause - at the risk of being torn
limb from limb.

Innately attuned to the wild magic
of the hinterlands, the Great Bray-
Shamans seek out those regions

as yet unmarked by Chaos and
there order the raising of new
herdstones. In doing so, the lands
are soured and any element of
purity is washed away by a tide of
mutating magic. Often, they will
search for potent fonts of arcane
power - ancient ruins located atop

pulsing ley lines or areas where

magic has solidified into some
astonishing natu

twist these beautiful vistas into
their own vile image, slaughtering
any weakling races that try to defy
them. More than one herdstone
has been raised over the burning
embers of a destro gmarite
strongpoint, looming eerily above
the erackling emanations of a
ruptured arcane nexus.
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collect bloody teeth and scraps of
fur and arrange them in strange
patterns, while others are found
lurking amidst the pens of herd-
beasts, muttering in a strange,
grating tongue that seems to
captivate the creatures,

Eventually, the badies of the
cursed will begin to mutate
along with their minds: horns
will sprout from their brows and
matted clusters of thick, coarse
fur will cover their limbs, Those
who succumb to this horror are
driven out of their homes and
must flee into the wilds, else they
will be seized and put to the stake
by agents of Sigmar’s merciless
Order of Azyr.

Often, these damned souls will
wander aimlessly until they are
picked up by a roaming beastherd,
where the fortunate find a place
beneath the herdstone. Even

then, their suffering does not
abate, foritrue gor-kin name

them ‘gaves’ or ‘turnskins' and
torment them relentlessly, Some
rare few earn respect through
acts of particularly terrible
savagery, and it is not unheard of
for turnskins to rise to become
Bray-Shamans or even Beastlords.
Those gaves who can still pass
for humans, however, are seen as
little more than useful chattel;
draped in rags, they are sent back
to civilisation to spread word of
the Horned Ones to all who will
listen, thereby disseminating the
malady even further.

The Turnskin Plague can also be
spread by more gruesomely direct
means. At the command of a
Bray-Shaman, fleet-haofed Ungors
slip inside Sigmarite townships
when the twin beast-moons of
Koptus and Gnorl Half-eaten

| align, draping sleeping townsfolk

with the blood-smeared skins of
slaughtered animals or tainting
water sources with cupfuls of
clotted blood and filth cursed by
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gor-kin shamans. When the light
of Hysh filters through the early
morning clouds, the air is rent by
chilling screams as the populace
of the stricken settlement awakens
to discover the hideous evidence
of mutation: trails of blood and
gelid slime that lead up and over
the perimeter walls and the half-
devoured corpses of loved ones

torn to shreds in a ravenous frenzy.

Grim stories have spread across
the God-King Sigmar’s empire,
some telling of entire strongpoints
consumed from within by a

feral madness, others of citizens
trampled and devoured by their
herd-beasts. There are even tales
of the fur cloaks and rhinox hides
worn by Ghurish hunters suddenly
adhering to the wearer’s flesh as

if stuck fast by boiling tar, and

as the luckless victim screams

in agony, their bones twist and
elongate until they resemble the
very creature whose skin they
were formerly wearing.
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caused the land itself
to shift and swell
with terrifying
speed. The spell of
vitality reached

into the heart of
every realm, and

in its wake, nodes of
geomantic power began
to coalesce, develop form
and acquire a flickering,

animal sentience.

These entities are
known as incarnates.
Their magical essence
binds itself around
physical objects, such
as fragments of
bone and rock

or chunks of
realmstone that
serve to increase
their deadly strength,
The forms taken and
powers generated by these
incarnates vary wildly from realm
to realm, but all are capable of
wreaking terrible destruction upon
those who disturb them. Most are
not inherently malicious, but as
elemental beings, the concentrated
forces that animate them are often
lethal to lesser entities. Moreover,
some incarnates possess an innate
aggression that can be exploited by
a skilled mage.

Those constructs that coalesce
within the Ghurish continent of
Thondia have come to be known as
Krondspine Incarnates, and they
are as belligerent and territorial
as any creature from the Amber
Realm. The Beasts of Chaos were
amongst the first to encounter
these beings and recognise their
deadly potential. Ghorraghan Khai
and his fellow soothsayers have
already begun to bring word to the
greatfrays of the Krondspine
Incarnates and the methods
by which they might be tracked
down and magically bound, and
many Beastlords have sworn to
leash these bestial destroyers
to their service.






DARKWALKER PATHS

The shadowy greatfray known as the Darkwalkers
travels across the vast expanse of the Swathe through
a series of corrupted and vine-wrapped realmgates.

SICKLING
SEA

THE BLOODSPLINTER STONE
An immense herdstone of the
Allherd, carved from the petrified
corpses of several dozen slain Treelords.
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WITHERDWELL
Foul, corrupting sludge seeps forth from
this pulsing world-scar, a site of holy
worship for the Gavespawn.

THE RUINS OF CYRHHUS
*culture and magic long ago
mabs of rampaging Cygors

ol mow home to the beasts.

























THE GODSWORN FRAYS

The majority of beastmen refuse to bare their necks to the Dark Gods, but there are many herds that doso |
willingly and, in the process, are granted unnatural potency in return for submission. Often, this occurs
when a Beastlord falls under a deity’s sway and, through ferocity and violence, forces his lesser gor-kin

to walk the same path. Those Beasts of Chaos who worship the Blood God Khorne form themselves into
Skullfrays, honing their innate rage and murder-lust and embracing a kind of organised militarism quite
at odds with the beastmen’s signature way of war, Hides matted with gore and faces daubed with profane
runes, they consume the corpses of those they have slain, believing that by doing so, they will gain their
power. Only their victims' brains are left to rot, for they contain no strength at all. Beastmen who worship
Tzeentch are drawn towards the acrid scent of raw magic, adorning themselves with arcane trinkets
stolen from raided repositories and pages torn from priceless eldritch tomes. Their great hosts are known
as Twistfrays, Beneath their warped and ever-shifting herdstones, they enact dreadful rituals that see
captured prisoners moulded and twisted into the form of new beastmen or other, more terrible monsters

The Ratfrays of Nurgle comprise plague-ridden beastmen who believe themselves to be martyrs and
soothsayers come to deliver a glorious new world for gor-kind. They seek to decompose reality itself,
rendering the lands down into a festering wilderness — a ‘paradise’ for all beastmen. Their skin is covered
by weeping lesions; their manes are clogged with pus and crawling with bloodmites and scabspyders. By
contrast, the Slakefrays of Slaanesh seek to imitate the hedonistic glamour of their master, the Decadent
Fiend. They drape themselves in rich silks stolen from sacked cities, pouring unctuous oils and perfumes
over their skin and gilding themselves with glittering trinkets and jewels. They live for the chance to

|\ ravage the settlements of their defeated foes, looting, killing and brutalising their prey in demented

\ revelries that last for many days - sometimes months.

Most Skullfrays venerate Khorne as the Great Brass Trzaangors scorn the savagery of the Twistfrays but
Bull, a snorting manifestation of primal rage. respect the raw power of their Bray-Shamans.

Rotfrays often cavort with Nurgle’s daemons, Slakefrays combine a lust for glamour and
calling them forth in vile rituals of putrefaction. indulgence with the basest animal urges.
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BEASTLORDS
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The largest and cruellest of their kind, Beastlords rule over their herds with an iron hoof. They lead
their vast throngs in an endless war against civilisation, stamping out the light of progress and reason

wherever they can.

To become a Beastlord is to hack,
choke and gouge one’s way to the
top in a world where only savagery
is respected. Typically, these
figures are the brawniest of their
kind, for sheer physical power is
greatly admired by the Beasts of
Chaos. Yet in order to call oneself
an alphabeast, size alone will not
suffice; it must be combined with
predatory cunning.

Beastlords begin their lives as
common gor-kin. Their existence
is one of unrelenting violence, a

day-to-day struggle for survival
that culls the weak and hones the
strong. As the aspiring Beastlord
slaughters their enemies and
commits acts of desecration, they
increase in size and dominance.
Their muscles swell with power,
and their horns grow out to form
a natural war-helm. The stronger
they become, the greater the
plunder they gather from raids
upon enemy territories; screaming
sacrifices are offered up before the
greatfray’s sacred herdstone, whilst
sturdy weapons and armour are

T R S e

seized from eviscerated challengers

| or fashioned from the melted-

down wargear of slain foes.

Eventually, this up-and-coming
Gor will be formidable enough

to challenge the alphabeast that
rules their beastherd. These brutal
contests can last a day or more,
though some are over in the blink
of an eye. When the contestants’
blades shatter, they turn to natural
weapons, grappling in the mud
and butting one another with their
horns. Eyes are gouged out and
bellies torn open in a graceless
brawl that ends only when one

of the combatants is slain. The
victor will command the entire
beastherd - a position they will
hold until they too are overcome
by a younger and stronger rival.

Possessed of an instinctive grasp
of ambush tactics, Beastlords send
their herds to encircle an enemy
army, cutting off all escape routes
to ensure the maximum number of
prisoners. When the foe stumbles
guilelessly into their killing
ground, the Beastlord gives voice
to a full-throated bellow. Then do
the beastmen sweep down on all
sides, and the butchery begins.

Beastlords are inevitably found

at the forefront of this carnage,
indulging their lust for slaughter.
Many wield a pair of brutal axes,
tools that suit their headlong way
of war, and enemy champions are
a favoured target, for a Beastlord
must constantly prove their
dominance over all. They take
delight in holding aloft the severed
heads of those they slay, knowing
that few things shatter an army’s
morale more effectively than
witnessing the dismemberment of
their most powerful warriors.
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GREAT BRAY-SHAMANS

The Dark Tongue is the language of Chaos, and among the gor-kin, none are as fluent in its harsh syllables
as the Bray-Shamans. They are the preachers and mystics of the brayherds, prophets of desecration capable
of wielding chaotic energy to obliterate their foes and grant their own kind unnatural strength.

Even the burliest Gor is wary of
raising the ire of a Great Bray
Shaman, for what these twisted
creatures lack in stature, they
make up for with unnatural

gifts. Bray-Shamans can perceive
and channel the raw currents of
Chaos energy that permeate the
Mortal Realms. They wield this
corrupting, mutating force as both
weapon and boon, laying waste to
their foes with enervating storms
of magic or filling the dark hearts
of their kin with a feral madness
that renders them all but immune
to fear. They are soothsayers and
rabble-rousers, augurs and ranting
demagogues, and it is they who
guide the stampeding beastherds
on their odyssey of destruction.

There is no one path to becoming
a Great Bray-Shaman. The destiny
of many is obvious from birth, for
they come into the world bearing
marks of Chaos favour, whether
these be writhing appendages,
coal-black and pupilless eyes, or
strange pelt markings in the shape
of profane runes. Sometimes a
Gor will ascend to the role, either
by exposing themselves to fonts
of raw mutation or through some
ather malevolent means. However
they come to possess their power,
Bray-Shamans naturally rise

to positions of prominence in
their tribe, typically serving asa
Beastlord’s advisor and seer. Less
commonly, a Bray-Shaman will

seize total control of their greatfray

and lead alone, listening only to
the voices that whisper at the back
of their mind.

Great Bray-Shamans possess a
potent connection to the bestial
magic of the Chaos-ravaged wilds
and can call upon this energy to
imbue their kin with the speed

and ferocity of alpha predatars.

| Before battle, they drive the herd

into a frenzy through dark rituals
of sacrifice and bloodletting,
carving angular sigils into the

| rough rock of their herdstone
| and commanding the gor-kin to

lap up the blood-like substances

| that coze forth.

To the other members of the
brayherds, a Great Bray-Shaman
is a beacon of ruin on the
battlefield that stirs their lust
for slaughter to even greater

| heights. They channel Chaos

energy with instinctive skill,
summoning swarms of fiendish
insects to devour the foe's flesh

or seizing hold of the mind of

an enemy warbeast and using
their dominating will to turn

the creature against its master,
Though they often lack the same
physical power of their warrior
kin, a Bray-Shaman’s fetish

staff is adorned with runes of
corruption - one struck with such
a weapon finds their flesh writhing
and sloughing away.
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BEASTMEN

Twisted amalgamations of humans and animals make up the snarling mass of a Beasts of Chaos
herd. Fleet of hoof and possessed of near-endless stamina, these ambushers run their prey to

ground and tear them apart in a frenzy of bloodletting.

UNGORS

Ungors have the ill fortune of being the smallest of the
beastman breeds. With their stubby horns and wispy
patches of beard, they could almost pass for human

— a fact that ensures they are regularly tormented

and beaten by their larger cousins, the Gors. They

are almost always the first of the herd to be sacrificed
under a Bray-Shaman’s knife when it is necessary to
sate the herdstone with fresh blood.

Only by sticking together in squabbling throngs can
the Ungors hope to survive, snatching what scraps of
charred flesh they can in the aftermath of the herd’s
raucous feasts. They also rely upon their modest skills
at weaponcrafting and repair as a bargaining chip to
prevent their more powerful kin from simply wiping
them out. Unsurprisingly, the harshness of their
existence breeds a particularly malevolent cruelty in
the Ungors. They take a terrible delight in unleashing
this pent-up fury upon enemies and captured
prisoners, displaying a sadism beyond that of other
gor-kin, Possessed of a natural agility, they are often
found lurking on the outskirts of a roving greatfray,
skulking through the shadows in search of prey.

Ungors typically wield an assortment of crude

yet effective blades in battle, relying upon leather-
wrapped half-shields to deflect blows. They are also
adept in the use of the raider bow, a compacl weapon
with a string of cured human-gut that is easy to draw
and loose. While the main force of their herd crashes
into the enemy lines, Ungors take up position on the
fringes of the battle, firing arrows into unprotected
flanks or setting upon stragglers, always seeking
opportunities to kill without risking their own hides,

GORS

Gors are the most numerous of the beastmen and

the core of the greatfrays’ rampaging armies. Slightly
larger and stronger than a typical human, Gors are
covered in matted fur and have impressive horns that
sprout from their sloped brows. Individually,

these beastmen are tough fighters - not skilled,
perhaps, but possessed of an instinctive -
ability to sniff out a foe’s weaknesses

and exploit them. However, it is when
th:ypﬂ:erm huge numbers that they

A herd of Gors radiates bestial rage, each
member feeding off the collective aura of
savagery and swiftly becoming drunk on
its heady vapours - or sometimes on a
viscous, foul-smelling brew of their own
making. Thus empowered, they seek

to outdo one another with the most
gruesome acts of violence, using

brutish, spiked axes and hacking

blades to cleave their foes limb from
limb or simply lowering their heads

and ramming their horns straight
through their victim’s chest. In battle,
some Gors will use a shield to turn

aside incoming attacks before

splitting the aggressor’s skull with

a slhagging blow of their own.

The infamous cacophony that

both precedes and accompanies

a Gor onslaught is the booming
dirge of the creatures’ brayhorns — a
sound that never fails to il the veins
of those who hear it with icy dread.
Often, these instruments are carved
from the corpses of those slain by
the herds and etched with runes

by the Great Bray-Shamans,

which ensures that the

blare of the horns cuts

above the clangour of

battle and rattles the souls

of the enemy.




BESTIGORS

The strongest gor-kin in a tribe are the first to sift
through the wreckage of each raid; they take the best
weapons and armour from the corpses of those they
have slain - or strip them from their own fallen kin.
Known as Bestigors, these creatures occupy positions
of great power within the herd, often actingasa
bodyguard for their Beastlord. There is irony in this,

for the gravest challenge to a Beastlord’s dominance
will almost always arise from the Bestigor ranks. Yet
for as long as the Beastlord can use their strength and
intimidating prowess to keep the Bestigors in line,
the beastmen will smash and crush their enemies,
exulting in the opportunity to prove their might.

A Bestigor’s status affords them the honour of sitting

closest to the herdstone during ceremonies of sacrifice

and ritual feasts of man-flesh. Drinking in the fell

power that radiates from this warped idol causes them

to grow even more fearsome, their muscles bulging

with anarchic strength and their horns growing to the
| length of longswords,

In battle, Bestigors fight from the front by their
Beastlord's side, forming a great, armoured wedge
that punches deep into the enemy’s gut. They typically
wield immense, two-handed axes befitting their
stature as alpha killers, sweeping these great blades

| back and forth to send body parts flying and corpses

| toppling to the bloody soil. Few can recover from such
a charge, and countless formations of well-armed

| city-dwellers have been shattered by the onslaught of

| these arch-despoilers.

“These hornless weaklings will be ground
beneath our hooves. Their cities will be burned,
their shining towers trampled into dust. Kill!
Gore! Stamp and crush!

- Lankorr Split-eye, Beastlord of the Allherd
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mortals, Even other gor-kin do
not dare take a draught, and
not only because the Centigors
would beat to a bloody pulp
any creatures bold enough to
steal their liquor, Yet every
mouthful of the stuff seems to
heighten the Centigors’ reckless
bravado, causing them to enter an
inebriated rage that can only be
sated through bloodshed.

RAZORGORS

At first glance, a Razorgor appears
to resemble a monstrously
oversized boar with a smattering
of coarse fur and jutting tusks,
Yet their flesh is so warped by

the emanations of Chaos that
clusters of muscle poke through
their tough hide and bony spurs
jut from their flanks and spine.
Indeed, there have been sightings
of even more hideously mutated
Razorgors, ones with writhing
tentacles and fanged mouths
erupting from their bodies. These
growths only make the Razorgor
a more dangerous beast to face
on the battlefield.

The gor-kin like to rile these beasts
up and then drive them into the
heart of the enemy's ranks, where
their insatiable hunger causes utter
carnage. A Razorgor can devour
an armoured knight in but a few
crunching gulps, and they will
often seize a new meal in their jaws
even as the previous one is still
sliding down their throat.

SLAANGOR
FIENDBLOODS

Slaangors are those rare beastmen
that have sworn themselves
body and soul to Slaanesh.
Amongst these vile creatures,
the long-limbed beasts known
as Fiendbloods are considered
particularly blessed by the Lord of
Excess. They are rarely seen in the
company of other Beasts of Chaos,
for they delight in luxuries that
are alien to the degenerate hosts

| of the wilds.

Fiendbloods like to drape
themiselves in sumptuous silks
stolen from the temples and
mansions of sacked cities, and they
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| seek out the bacchanals of

douse themselves in perfumes that
fog the mind while heightening
the senses. Occasionally, roving
bands of the creatures will enter a
beastherd’s territory, often while
questing for some wild debauch
that will stir them from their

state of lethargic apathy. Any
gor-kin foalish enough to scorn
the Fiendbloods as weakling

god-worshippers are either seized
between the beasts’ gargantuan
pincers and squeezed until their
innards burst or have their flesh
slowly peeled away by gilded
blades. This display of sadistic
brutality is usually enough to
secure the Slaangors’ place in

the next raid.

More commonly, the creatures

Slaanesh-worshipping slakefrays,
where they are received with
adoration as avatars of the Dark
Prince, The Slaangor Fiendbloods
inevitably find a festival of
slaughter that awakens their basest
urges, and they charge into battle
with an ear-splitting how! of
delight to the terror of their prey.
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the tribe devoured entire herds

of lesser kin, decimating their

own kind in a matter of years. By
consuming such vast quantities

of Chaos-tainted meat, these
legendary beasts grew to an
enormous size and became the first
of the Ghorgons.

When unleashed upon an enemy
army, a Ghorgon can wreak truly
horrendous violence. Their upper
arms end in razor-sharp hooks of
solid bone, which they whip back
and forth to slice their prey into
bloody chunks. The Ghorgon’s
lower arms are equally powerful;
with these, they snatch up victims
and cram them - still screaming
' and thrashing - into their

b slobbering, bovine maw.

CYGORS
Cygors are another strange
offshoot of the Bullgor species,
though these creatures suffer
from a unique ciirse: rather than
hungering for blood and meat,
they must feast upon raw magic.
A cyclopean eye protrudes from
the centre of a Cygor's sloping
brow, entirely blind to the physical
world but finely attuned to the
snaking trails of arcane energy
that bind the realms together. Able
to pick out the souls of wizards
and sorcerers as a shark scents a
drop of blood in the ocean, Cygors
[ thunder straight towards their

| favoured meal, snatching the ill-
fated spellcaster up and biting deep
into their eldritch flesh.

Beastmen preserve no history
beyond the crude runes etched into
the surface of their herdstones, but
it is believed that Cygors first came
into being at the dawn of the Age
of Myth, when mighty herds of the
Beasts of Chaos roamed the Mortal
Realms, feeding upon primitive
human, duardin and aelf tribes.
Some Bullgors began to develop
i a taste for those mortals who
possessed innate magical ability,
such as hedge mages, soothsayers

and sorcerers. Eventually, '
these creatures began to feast

upon the Great Bray-Shamans

of their own herds, leading to
centuries of infighting,

Whether these aberrant Bullgors
were driven out of their herds or
were forced to search elsewhere
for the energies they craved is
not clear, but it appears that
they ventured close to the edge
of the realms, perhaps seeking
the concentrations of magic that
coalesced there. Gorging on this
untapped power, the beasts grew

| massive in size, and their eyes

melted and congealed into a single,
blind organ that could sense
only eldritch power. Thus did the

Cygors come to be,

As a result of their mutation,
Cygors can scent arcane energy
across huge distances, and they
will follow these invisible trails
for countless miles to find their
source. Sometimes, their search
culminates at a ley line marked
by crumbled ruins, each stone
of which is steeped in magic.
Using their shovel-like hands,
Cygors will dig up one of these
mystical rocks, which they then
carry around with them in order
to absorb its innate power. Upon
sniffing out a cluster of foes - for
though they lack sight, Cygors
still possess other bestial senses
~ they will hurl this boulder with
devastating force and surprising
accuracy, leaving their targets
smeared across the ground.
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Shaggoth will descend from their
lofty domain, thundering down the
mountainside and making straight
for their quarry.

The wise flee in the face of the
terrible catastrophe hurtling
towards them, but few can hope

to outrun its fury. Bolder souls
remain, hastily erecting what
defences they can. It isnever
enough, Castle walls and ranks of
gleaming pikes are nothing but
minor impediments to a Shaggoth,
which smashes through such
abstructions with contemptuous
ease, Men and women are tossed
so high into the air that their every
bone is shattered upon landing,
and stones are sundered with the
thunderous slam of a reptilian tail.
The Shaggoth’s axe — as tall as a
building and infused with lethal
storim energy - can effortlessly
slice:a Dracoth-mounted

knight in two.

The immortality of Dragon

Ogors dogs not always ensure a
long life, for they can still fall in
battle, Indeed, the creatures are so
consumed by thoughts of warfare
that violent death s a constant risk
~ and all too often, this end comes
at the edge of a kinbeast’s axe.

A rare few of their kind survive
century after century, growing ever
more immense as the years roll by.
Their claws lengthen and begin

to crackle with the energies of the
storm, and their voices become

so deep that a simple growl can
cause mountain-shaking tremors.
Reverent throngs of younger
Dragon Ogors gather around them,
seeking to emulate the Shaggoth's
thunderous fury and hoping to one
day attain the same power.

It takes millennia for a Dragon
Ogor to become a Shaggoth, but
once a creature has reached that
venerable status, almost nothing
living can kill them. Their scales
become nigh impenetrable, able
to turn aside blades and bullets
and even providing protection
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against blasts of a magical nature.
Their scales also have another
benefit. In a Shaggoth’s mighty
palms, conventional weapons
become little more than ridiculous
playthings. Rather than wield
something so inadequate, the beast
| forges their own armaments. The

| Shaggoth collects the shedding
scales that fall from their draconic
lower torso, each of which is
infused with storm-magic and

as sharp as a Carnosaur's fang.

In the heart of a lightning storm,
these scales are fused to sheets

of metal to create a titanic axe
more saited to a Shaggoth's
tremendous strength.
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So long have the Dragon Ogor
Shaggoths spent absorbing
the fulminating energies of
the starm that their bodies
ripple with elemental power.
Cyclonic winds roar and howl
about them, snatching up
splintered weapons and debris
and whipping them through
the air with eviscerating force.

When their rage is at its height,

a Dragon Ogor Shaggoth can

tear bolts of lightning from the

sky, choosing either to hurl them

at their enemies or to pull thei
crackling strands apart and
wreathe their allies in arcs of
protective electricity.
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TZEENTCHIAN BEASTMEN

Entire tribes of beastmen have given themselves over to Tzeentch, god of sorcery and change. Warped in
body and mind, these cunning creatures make their dwellings in lands saturated with corrupting magic,
periodically surging forth to seize new territories in the name of their demanding patron.

TZAANGORS

To set foot in the territories of the
Tzaangors is to enter a place where
reason is an alien concept and the
very earth boils and shifts to the
whim of Chaos. From beneath the
glittering boughs of crystal forests
and the cyclopean columns of
age-old ruins, the avian beastmen
peer at their advancing foes, eyes
filled with eager malice. When
the fated moment arrives, they
surge forth from their illusory
hiding places with a chorus of

high-pitched trills and the blaring

of atonal brayhorns. This aural
assault fills their prey with a half-
mad panic and, combined with
the suddenness of the Tzaangors’
strike, leaves them reeling and
helpless. With glittering blades
and stabbing beaks, the Tzaangors
slaughter at will, each agonising
death another offering to the
Changer of the Ways.

All beastmen possess a certain
low cunning, but those tauched by
Tzeentch have a particularly high
opinion of their own intelligence.

They look down on their kin as
simple-minded animals, unable to
grasp the beauty and complexity
of magic and reliant upon brute
force to overwhelm their prey.
Tzaangors, in contrast, are masters
of deception and misdirection.
They attack from the cover of
shimmering illusions cast by their
Shamans, wielding ornate weapons
and shields with a skill beyond that
of a common Gor.

Tzaangors constantly obsess over
the power and potential of magic,
even though many of them lack
the will required to fully control

it. Nevertheless, they seek out
places where sorcerous energies
proliferate, basking in them in the
hope of absorbing them into their
flesh. They hoard magical weapons,
pieces of armour and other
trinkets, placing greal piles of such
treasures alongside the writhing
forms of half-mutated prisoners at
the foot of rune-etched herdstones.
In this way, they seek to-earn

the favour of almighty Tzeentch,
whom they venerate above all,

TZAANGOR
SHAMANS

Tzaangor Shamans are the
undisputed leaders of the
warflocks, possessing the full might
of the Change God’s blessings.
They are masters of mutation and
magic, capable of unleashing all
manner of destructive spells and
curses upon their foes. The sacred
tasks allotted to them by Tzeentch
are twofold: ta bring about the
ruination of all who would interfere
with his plans, and to propagate
the Tzaangor race by any means
possible. There are many humans
who actively seek to twist their
own flesh into the blessed image







BESTIAL HOSTS

Welcome to the rules section of Battletome: Beasts of Chaos, On the
following pages, you will find all of the rules you need to field your
Beasts of Chaos collection and lay waste to the Mortal Realms in a

rampage of anarchic bloodshed.

@ ARMY RULES &

ALLEGIANCE
ABILITIES

This section describes the
allegiance abilities available to a
Beasts of Chaos army. The rules
for using allegiance abilities can
be found in section 27.0 of the
core rules,

BATTLE TRAITS
Abilities available to every unitina
Beasts of Chaos army (pg 62-63).

ENHANCEMENTS
COMMAND TRAITS
Abilities available to the general
of a Beasts of Chaos army ifit is a
HERO (pg 64).

ARTEFACTS OF POWER
Artefacts available to HEROES in a
Beasts of Chaos army (pg 65).

SPELL LORES
Spells available to WizarDs ina
Beasts of Chaos army (pg 66-67).

GREATFRAYS

Abilities for the four main
greatfrays. These rules can be
used by units in a Beasts of Chaos
army that have been given the
appropriate subfaction keyword
by the Greatfrays battle trait

(pg 68-69).

WARSCROLLS
Warscrolls for each unit and
endless spell from the Beasts
of Chaos faction, as well as the
faction terrain warscroll for
the Herdstone, are found here
(pg 82-103).
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PITCHED BATTLE
PROFILES

This section contains Pitched
Battle profiles for the units and
endless spells in this battletome
(pg 104).

ALLIES

This section lists the allies a
Beasts of Chaos army can include
(pg 104).




@ PATH TO GLORY ¢
This section contains rules for .
using your Beasts of Chaos
collection in a Path to Glory
campaign. It includes quests,
veleran abilities and battleplans
(pg 70-79).

WARSCROLL
BATTALIONS

This section includes warscroll
battalions that can be included in a

Beasts of Chaos army (pg 75).

Designer’s Note: On this page, you
will find 3 warscroll battalions.
Each warscroll battalion has access
to the ability presented below it,

@ MATCHED PLAY o
GRAND STRATEGIES

When fighting a matched play
battle that instructs you to pick

a grand strategy, you can pick a
grand strategy from this section
if you are using a Beasts of Chaos
army (pg 80).

SHTNY AWYV

BATTLE TACTICS
When fighting a matched play
battle that instructs you to pick
battle tactics, you can pick battle
tactics from this section if you
are using a Beasts of Chaos army
(pg 81).
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ALLEGIANCE ABILITIES
BATTLE TRAITS

GREATFRAYS BEASTHERD AMBUSH
Each of the greatfrays wages war inits own uniquely  As the beasts close upon their foes, horn-blasts
savage way. sound in every direction, signalling the launch of a

deadly ambush.

ARMY RULES

You can pick | of the following subfactions for

your army (core rules, 27.2.1). All BEASTS OF During deployment, instead of setting up a BEASTS
CHAOS units in your army gain the keyword of ofF CHAOS unit on the battlefield, you can place it
the subfaction you picked, and you can use the to one side and say that it is set up in ambush as a
allegiance abilities for that subfaction. If a unit reserve unit. At the end of your first and second
already has a different subfaction keyword on its movement phases, you can set up any friendly
warscroll, it cannot gain another one. This does reserve units that are in'ambush on the battlefield,
not preclude you from including the unit in your wholly within 9° of the battlefield edge and more
army, but you cannot use the allegiance abilities for ~ than 9" from all enemy units. At the start of the
its subfaction. third battle round, BEAsTs oF CHAOS units that
are still in reserve are destroyed. Add 1 to charge
« ALLHERD (pg 68) rolls for friendly BEASTS OF CHAOS units that are
« DARKWALKERS (pg 68) set up on the battlefield in the same turn.
» GAVESPAWN (pg 69)
« QUAKEFRAY (pg 69) Designer’s Note: This battle trait allows you fo

deploy all of the unilts in your army as reserve units,
unless noted otherwise in the battleplan being used.

MASTERS OF THE WILDERNESS
The wild lands of the Mortal Realms are the territory
of the Beasts of Chaos, and they have dwelt in these
places for longer than can be remembered.

In your hero phase, if the model picked to be your
general is in reserve at the start of that phase, you
receive 1 command point,
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RITUALS OF RUIN
The mightiest of the beastmen worship the power
of primeval Chaos, slaughtering and devouring in
order to be blessed with strength or to force their
opponents into throes of primal savagery.

In your hero phase, you can carry out 1 of the
heroic actions from the table below with each
friendly BEasTs or CAos HERO that is on the
battlefield in addition to any other heroic actions
you can carry out with those HEroES. If you do
s0, before resolving the effect of that heroic action,
you must allocate D3 mortal wounds that cannat
be negated to that HERO or to another friendly
BeAsTS oF CHAOS unit within 3" of that Hero,
If those mortal wounds slay that Hero, the heroic
action has no effect.

In addition, in your hero phase, you can carry out
1 of the heroic actions from the table below with 1
friendly BEAsTS oF CHa0s HERO that is in reserve.
If you do so, before resolving the effect of that
heroic action, you must allocate D3 mortal wounds
that cannot be negated to that Hero. If those
mortal wounds slay that Hero, the heroic action
has no effect. If the heroic action instructs you to
pick an enemy unit, you must also pick 1 point on
the battlefield edge. That point is considesed to

be the HERO carrying out that heroic action for

the purposes of measuring range and visibility, If
the heroic action instructs you to pick a friendly
unit, you must pick the HERo carrying out that
heroic action.

The same heroic action from the table below cannot
be carried out more than once per phase,

Warping Curse: Pick 1 enemy unit within 12" of the BEAsTS OF CHAOS HERO carrying
out this heroic action and visible to them. That unit suffers D6 mortal wounds.

Blood Taunt: Pick 1 enemy unit within 12" of the BEAsTS oF CHA0S HERO carrying
out this heroic action that is more than 3" from all friendly units and is visible to that
HERo. Your opponent must make a 2D6" move with that unit. All of the models in that
unit must finish that move as close as possible to the BeasTs oF CHAOS HERO carrying
out this heroic action and more than 3" from all other units in your army.

Brand of Wild Fury: Pick 1 friendly BEAsTs oF CHA0S HERO wholly within 12" of
_ the BEAsTs oF CHAos HERO carrying out this heroic action and visible to them. Until
X the end of this turn, friendly BEAsTs 0F CHAOS units have a ward of 6+ while they are
wholly within 12" of the HERO you picked.

Alphabeast Instinct: Pick 1 friendly BEasTs OF CHAO0S unit wholly within 12" of the
BeAsTs oF CHAOS HERO carrying out this heroic action and visible to them. Do not
take battleshock tests for that unit this turn.
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ARMY RULES

ENHANCEMENTS

COMMAND TRAITS

ALPHABEAST INSTINCTS
BeAsTs OF CHAOS HERO only.

Bestial Cunning: Guided by predatory instincts,
this general arders the herd to lie in wait and prepare
to ambush the enemy.

After deployment, you can pick 1 friendly BEAsTS
oF CHAOSs reserve unit. When you set up that unit
at the end of your movement phase, you can set it
up anywhere on the battlefield more than 7" from
all enemy units.

Propagator of Ruin: This general seethes with
anarchic power and with their every action seeks to
promulgate the majesty of Chaos.

If this general is on the battlefield and you pick
them to carry out a heroic action from the Rituals
of Ruin battle trait (pg 62-63), you can carry out a
second different heroic action from the Rituals of
Ruin battle trait with this general in that phase, and
you do not have to allocate mortal wounds to this
general before resolving the effect of that second
heroic action.

Skullfray Gorehorn: This creature radiates the fury
of the Great Brass Bull, and nearby gor-kin seek to
emulate its murderous rampages.

While this general is within 3" of any enemy units,
add 1 to the Attacks characteristic of melee weapons
used by friendly BEASTS OF CHAOS BRAYHERD
units wholly within 12" of this general.

Twistfray Cursebeast: Dark omens are spat from
the maw of this alphabeast, who aspires to draw the
gaze of the Beast with Many Forms.

Add the number of the current battle round to
casting rolls for this general.

Rotfray Plaguepelt: This agent of entropy has
developed a taste for bringing the enenty low through
corruption and decay.

At the start of the combat phase, roll a dice for each
enemy unit within 3" of this general. On a 2+, that
unit suffers D3 mortal wounds.

Slakefray Reveller: This alphabeast drives their
bestial kin relentlessly onwards, despoiling the lands
in the name of the Decadent Fiend.

If this general is on the battlefield at the start

of your moyvement phase, add 3" to the Move
characteristic of friendly BEASTS OF CHAOS units
that start a normal move within 6" of a terrain
feature until the end of that phase.




ARTEFACTS OF POWER

ANARCHIC RELICS
Beasts oF CHAos HErO only.

Slitherwrack Helm: This war-helm was fushioned
from the skull of an infamous toad dragon; its pure
repulsiveness causes enemies to retch and reel,
rendering them helpless in their disgust.

After the bearer makes a charge move, pick 1 enemy
unit within 1" of them and roll a dice. Ona 2+, the
strike-last effect applies to that unit until the end of
that turn.

Brayblast Trumpet: Carved from the bone of a
Shaggoth, the thunderous blasts of this horn draw
the true children of Chaos towards it.

Once per battle, at the end of your movement phase,

you can say that the bearer will sound the brayblast
trumpet. If you do s, roll a dice. On 2 2+, you can
summon 1 unitof 10 Gors, 1 unit of 10 Ungors or 1
unit of 10 Ungor Raiders to the battlefield and add
it to your army. On a 1, vou can still summon 1 of
the units listed, but you must do so at the end of
your next movement phasé instead. Set up that unit
wholly within 9" of the battlefield edge and more
than 9" from all enemy units.

The Knowing Eye: This misshapen lump of flesh
has an all-seeing eye at its centre that forever gazes
in the direction of its quarry. The bearer knows

not where the eye guides them but soon learns to
trust its divinations.

If you take the first turn in the current battle
round, after the players have received their starting
command points, you receive | command point
that can only be spent during that turn to allow the
bearer to issue a command. If you take the second
turn in the current battle round, after the players
have received their starting command points, the
bearer can make a normal move of up to 6",

Tl W

fizzes with the corruption of the Shadowgave and

Axe of Morghur: The edge of this pitted greataxe
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tears through steel, bone and arcane ward alike.
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Pick 1 of the bearer's melee weapons. Ward rolls
cannot be made for wounds caused by attacks made
with that weapon.

Bleating Gnarlstaff: Infused with the warping
taint O_f'Chrms. the bestial sounds emitted by this
twisted branch cause stones and plants to awaken
with animalistic fury.

At the end of your movement phase, you can pick 1
objective or terrain feature within 6" of the bearer
and roll a dice. On a 2+, each unit within 6" of

that objective or terrain feature suffers D3 mortal
wounds, This ability has no effect on BEASTS oF
CHAODS units.

Blackened Talisman of Chaos: Whenever magic
is cast in the presence of this talisman, it pulses
like a beating heart, greedily devouring the
swirling eldritch energies.

Each time the bearer is affected by a spell or prayer
or by the abilities of an endless spell or invocation,
you can roll a dice. On a 4+, ignore the effect of that
spell or prayer or the effects of the abilities of that
endless spell or invocation on the bearer,



ARMY RULES
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SPELL LORES
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LORE OF THE TWISTED WILDS
BRAYHERD WizARrD only.

Viletide: A seemingly ceaseless wave of bile, gore
and writhing insects crashes into the enemy.

Viletide is a spell that has a casting value of 6 and
a range of 12", If successfully cast, pick 1 enemy
unit within range and visible to the caster. That
unit suffers D3 mortal wounds and cannot receive
commands until the end of that turn.

Vicious Stranglethorns: Twisting, thorn-covered

vines erupl from the undergrowth to ensnare the foe.

Vicious Stranglethorns is a spell that has a casting
value of 5 and a range of 18", If successfully cast,
pick 1 enemy unit within range and visible to the
caster. That enemy unit cannot make pile-in moves
until your next hero phase.

Primal Dominance: Locking eyes with a mighty
beast, the shaman reaches deep into its animal
psyche and imprints upon it a primal fear, causing
the creature to hesitate for a crucial moment,

Primal Dominance is a spell that has a casting
value of 5 and a range of 18", If successfully cast,
pick 1 enemy MoONSTER within range and visible
to the caster. Until your next hero phase, that
MonsTER counts as | model for the purposes

of contesting objectives and cannot carry out
monstrous rampages.

Tendrils of Atrophy: Deadly coils of untamed
Chaos energy wrap around the caster’'s enemies,
rotting flesh and corroding armour.

Tendrils of Atrophy is a spell that has a casting
value of 7 and a range of 12" 1f successfully cast,
pick 1 enemy unit within range and visible to
the caster. Add 1 to the damage inflicted by each
successful attack made with a melee weapon that
targets that unit until your next hero phase.

Wild Rampage: The scent of violence and bloodshed
spreads, sending warriors into a frenzy.

Wild Rampage is a spell that has a casting value
of 7 and a range of 12", If successfully cast, pick

1 friendly BEasTs oF CHAOS unit wholly within
range and visible to the caster. Until your next hero
phase, if the unmodified hit roll for an attack made
with a melee weapon by that unit is 6, that attack
scores 2 hits on the target instead of 1. Make a
wound roll and save roll for each hit.

Titanic Fury: The shaman draws upon the chaotic
nature of a nearby beast to imbue it with strength.

Titanic Fury is a spell that has a casting value of

6 and a range of 12". If successfully cast, pick 1
friendly BEasTs oF CHAOS MONSTER wholly
within range and visible to the caster. Until your
next hero phase, add 1 to the Attacks characteristic
of that MONSTER’s melee weapons.




Hailstorm: The Shaggoth utters an ancient
incantation, and the skies respond by unleashing a
debilitating hailstorm,

Hailstorm is a spell that has a casting value of

6 and a range of 21", If successfully cast, pick 1
enemy unit within range and visible to the caster.
Until your next hero phase, halve the Move
characteristic of that unit, and halve run rolls and
charge rolls for that unit,

Fulgurous Blades: Lightning crackles across the
blades of those near to the caster, shocking opponents
who dare to cross swords with them.

Fulgurous Blades is a spell that has a casting value
of 6 and a range of 18", If successfully cast, pick 1
friendly BEasTs oF Craos unit wholly within
range and visible to the caster. Until your next hero
phase, subtract 1 from the Attacks characteristic
of melee weapons that target that unit (to a
minimum of 1),

LORE OF DARK STORMS

THUNDERSCORN WizarD only.

Thunderwave: A blast of raw Chaos energy is
released in all divections.

Thunderwave is a spell that has a casting value
of 5 and a range of 3". If successfully cast,

each unit within range of the caster suffers

D3 mortal wounds, This spell has no effect on
THUNDERSCORN units,

Furious Gale: The Shaggoth summons a sudden,
roaring wind that sends incoming missiles spinning
harmlessly away.

Furious Gale is a spell that has a casting value of

6 and a range of 18". Until your next hero phase,
subtract 1 from the Attacks characteristic of missile
weapons used by enemy units while they are within
range of the caster (to a minimum of 1).

Raging Storm: The Shaggoth beckons arcs of
lightning down to the battlefield, imbuing the
Thunderscorn with renewed vigour and smiting their
enenties with lethal crackling enérgy.

Raging Storm is a spell that has a casting value

of 8, If successfully cast, you can heal 1 wound
allocated to each friendly THUNDERSCORN unit on
the battlefield. In addition, each enemy unit on the
battlefield suffers 1 mortal wound.
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ARMY RULES

GREATFRAYS

ALLHERD

The Allherd is the most widespread and belligerent of all greatfrays, its numbers greater than all of
its rivals combined. There is no realm bar Azyr that has not suffered under the brutal onslaughts of
its beastherds, who have transformed vast tracts of land into bloodstained hunting grounds where
they raid and slaughter at will,

Bestial Might: Ferocious and
formidable, the Allherd are the most
numerous of all the greatfrays. Their
teeming beastherds ensure that its raging
stampedes continue to grow.

At the end of the battleshock phase,

vou can return D343 slain models to
each friendly ALLHERD Gor HERD,
ALLHERD UNGORS and ALLHERD
UnGor RAIDERS unit on the battlefield,

DARKWALKERS

The mysterious Darkwalkers are apex ambushers, skulking along the hidden pathways that link
the realms. Possessed of a cruel, predatory cunning, they prefer to surround their prey on all sides,
cutting off any escape routes before pouncing from the shadows to butcher them wholesale.

Shadowbeasts: None know the
pathways of the Mortal Realms like the
Darkwalkers, Disappearing into the
shadows, they prow! unseen to outflank
the enemy.

At the end of your movement

phase, you can pick 1 friendly
DARKWALKERS GOrR HERD,
DARKWALKERS UNGORS or
DARKWALKERS UNGOR RATDERS

unit that is wholly within 9° of the
battlefield edge and say that it will slink
into the shadows. If you do so, remove
that unit from the battlefield and set

it up again wholly within 9" of the
battlefield edge and more than 9" from
all enemy units.




o d

GAVESPAWN

Truly the most depraved of the greatfrays, the Gavespawn worship Chaos in its purest form and seek
to return the realms to a primordial state of anarchy. To these insane creatures, the mutated and
misshapen Chaos Spawn is a thing of sacred wonder.

Gibbering Congregations: The
Gavespawn assemble congregations of
loathsome Morghurite Chaos Spawn
that set wpon the foe in a roiling tide of
madness, tentacles and fanged maws.

SHINY ANV

You can include Gibbering
Cnngregatinns in your army (pg 104).

QUAKEFRAY

Ancient destroyers risen once more to lay waste to civilisation, the Quakefray are led into battle by
Cygor prophets whose bodies thrum with chaotic power. They will not cease their rampages until
every last city, fortress and monument in the realms has been ground to dust beneath their hooves.

Living Idols of Ruin: Quakefray Cygors act as inspiring icons to the lesser breeds of beastmen, and they
can summon the power of Chaos to despoil the lands around them.

Friendly QuAKEFRAY CYGOR units gain the
PRrIEST keyword. In addition, friendly QUAKEFRAY
Cyconr PriesTs know the following prayer in
addition to any others that they know:

Earthshatter: Channelling their pure, destructive
fury, the Cygor causes the ground to tremble and
split apart, opening great fissures that swallow their
foes whole.

Earthshatter is a prayer that has an answer value of
3 and a range of 12", If answered, pick | objective
within range and visible to the chanter. Each

unit within 6" of that objective suffers D3 mortal
wounds, and, until your next hero phase, when
determining the number of models in units that
are contesting that objective, that number must be
halved (rounding down), This prayer has no effect
on BEASTS OF CHAOS units.
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PATH TO GLORY

The following section includes rules for your Path to Glory campaign if
you are using a Beasts of Chaos army.

OFFERINGS FOR THE HERDSTONE

Living sacrifices are continually fed into the fires that burn at each
herdstane’s base. Some of these profane monoliths have been fed so much
flesh over their long existence that their rock has been replaced with
throbbing muscle and blood-filled veins.

Each time an enemy unit is destroyed by an attack made with a melee
weapon by a friendly BEAsTs oF CHAOS unit, you can say that your
beastherd will attempt to gather offerings from the defeated foe to
sacrifice at your herdstone.

PATH TO GLORY

If you do so, roll a number of dice for that enemy unit as noted in the
table below. Each of these rolls is called a gathering roll. For each 4+, an
appropriate offering has been gathered from the destroyed unit and you
receive 1 savagery point.

Wounds characteristic of 3 or
more, not a HERO or MONSTER

Wounds characteristic of 2 or less

BEACON OF RUIN

As the fires of the herdstone blaze, abominations of all kinds emerge from
the Chaos-twisted wilds, drawn by degenerate instinct to join the brutality.

During step 7 of the aftermath sequence, you can add new units to your
order of battle using savagery points instead of glory points. Each unit
you can add costs a number of savagery points as shown on the table
opposite, and you can only add a unit if you have enough savagery points
to pay its cost. Each time you spend a savagery point in this way, subtract
1 from your savagery points total.

At the end of the aftermath sequence, your remaining offerings are
brutally devoured by your beastherd and your savagery points are
reduced to 0.
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L R Savagery Points
1 Ghorgon 10
1 Cygor 10
1 Chaos Gargant 10
3 Tzaangor Skyfires

3 Tzaangor Enlightened on Discs of Tzeentch
10 Tzaangors
1 Chimera
1 Cockatrice
1 Jabberslythe
3 Dragon Ogors
3 Bullgors
3 Tzaangor Enlightened
5 Centigors
10 Bestigors
10 Ungor Raiders
1 Tuskgor Chariot
10 Chaos Warhounds
10 Gors
1 Razorgor
10 Ungors
1 Chaos Spawn
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PATH TO GLORY

QUESTS

When you pick a quest, you can pick from the following quests in addition to those in the Core Book.

v
QUEST
BAITING THE TRAP
Your Ungor scouts have discovered an eneny
force that seeks to destroy your herdstone and
cripple your beastherd’s power. Perhaps, with
a few probing raids, these fools can be lured
into a rash assault - and then surrounded
and massacred.

° At the end of each Path to Glory battle, add 1

* quest point to the progress section of your quest

“ log for each terrain feature in enemy territory
that you control.

Once you have gained 6 or more quest points,
| you can fight Path to Glory battles using the
‘Ruinous Ambush’ battleplan (pg 76-77). If you
* win a major victory when using that battleplan,
+  you complete this quest. The rewards of
"; completing this quest are listed in the battleplan.

il
QUEST
BESTIAL SUPREMACY
With every battle they fight, the Beasts of Chaos
become stronger and more ferocious. When they
prove their monstrous might in the eyes of Chaos,
the rewards are great indeed.

At the end of a Path to Glory battle, you
complete this quest if you won a major victory
and there were at least 3 friendly BEASTS OF
CHAOS units on the battlefield at the end of
the battle.

When you complete this quest, increase your
savagery points by 1 for each friendly BEasTs
or CHAO0S unit on the battlefield at the end of
the battle.

Wl
QUEST
SAVAGE BOONS
Only through relentless acts of slaughter and
desecration can lesser gor-kin gain the blessings of
Chaos and thereby earn a taste of true power.

“ At the end of a Path to Glory battle, you
complete this quest if you won a major victory.

When you complete this quest, in the next Path
to Glory battle you fight against an opponent
who is using a Path to Glory army, before
deployment, you can give each friendly UNGors
and UNGOR RAIDERS unit | veteran ability that
can only be used in that battle.

i
QUEST
WHOLESALE SLAUGHTER
Nothing empowers a beastherd more than
a terrible massacre, an orgy of slaughter so
unrestrained that the herdstone’s firepit is choked
with butchered corpses.

At the end of a Path to Glory battle, you
complete this quest if you won a major victory
and your savagery points total is 12 or more.

When you complete this quest, in the next Path
to Glory battle you fight against an opponent

- who is using a Path to Glory army, at the end of

your first movement phase, you can summon 1
unit from the table on page 71 and add it to your
army. That unit must be set up wholly within 9"

1 of the battlefield edge and more than 9" from all

enemy units.




VETERAN ABILITIES

Fach time a BEASTS OF CHAOS unit on your Path to Glory roster gains a veteran ability, you can pick from the
following veteran abilities in addition to those in the Core Book.

e T

bacrlﬁce beekers H’leae beasrs have become proﬁuerrf in seeking out the most W{lr’”IJ sac rrﬁces and :i'rrtggmg
them back to be butchered before the herdstone.

This unit can use this veteran ability once per battle at the start of the combat phase. Until the end of that
phase, you receive 1 savagery point for each enemy model slain by an attack made by this unit in addition to
any savagery points received for destroying that unit,

AdOTD OL HLVd

Toughened Hides: The leathery skin of these beastmen is unnaturally tough and can repel even the
sharpest blades.

This unit can use this veteran ability once per battle at the start of the combat phase. The first 2 wounds or
mortal wounds caused to this unit in that phase are negated.

Frenetic Stampede: Tireless and always eager for blood, this beastpack is renowned for the swiftness of
their charge,

BrAYHERD only. This unit can use this veteran ability once per battle after you make a charge roll for this
unit. You can re-roll the charge roll.

Wilderness Stalkers: These warriors fade into the shadows with unnatural speed, only to reappear at their
opponent’s flank.

This unit can use this veteran ability once per battle at the end of your movement phase. Remove this unit
from the battlefield and set it up again more than 9" from all enemy units.

Bestial Guile: These creatures skulk in ambush, creeping silently through the undergrowth to close in on the
enemy and take them by complete surprise.
This unit can use this veteran ability once per battle before it is set up at the end of your movement phase

using the Beastherd Ambush battle trait (pg 62). You can set up this unit on the battlefield wholly within 9" of
the battlefield edge and more than 3" from all enemy units instead of more than 9" from all enemy units,

Mutative Aura: These beastmen radiate an aura of raw Chaos energy, crippling their foes with the sheer
malignancy of their presence.

This unit can use this veteran ability once per battle at the end of the combat phase if it is within 3" of any
enemy units, Roll a dice. On a 44, each enemy unit within 3" of this unit suffers D3 mortal wounds.
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PATH TO GLORY

TERRITORIES
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When making an exploration roll, if the roll is 61-66, that roll will correspond to a territory on the table below.
Alternatively, you can pick 1 result from the Territories table in the Core Book that corresponds to a roll of 21-42,

61 FERTILE BLOODGROUND

Many forces seem intent upon claiming this stretch of
resource-rich land. This makes it a perfect territory
for raiding and pillaging - one that will provide your
herd with countless sacrifices.

You can never have more than 1 territory of this
type. This territory has no effect until it is upgraded.
[Upgrade 15GP] Reliable Source of Flesh: At the
start of the aftermath sequence, you can increase
your savagery points by 3.

62-63 NEXUS OF RUIN

This site is replete with dormant Chaos energy that
is waiting to be unleashed. If enough blood is spilled
here, your beastherd will be bolstered tenfold.

This territory cannot be upgraded. In step 1 of the
aftermath sequence, if you won your last Path to
Glory battle, you receive D3 additional glory points
if you won a minor victory and D6 additional glory
points if you won a major victory.

64-65 CORRUPTED REALMGATE

This malignant, swirling portal conceals secret
pathways to the outer edges of the realm.

You can never have more than 1 territory of this type.
Each time you upgrade a territory, reduce the cost in
glory points by D3 (to a minimum of 0).

[Upgrade 15GP] Twisting Tunnels: In addition,

you can make 2 exploration rolls in the aftermath
sequence of each battle instead of 1.

66 TWISTING BEASTPATH

This concealed pathway within the warping wilds
leads to unknown regions for you to conquer.

This territory cannot be controlled. You can pick a
different territory from this table as the result of this
exploration roll.
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DESOLATING BEASTHERD

For as long as any can remember, the Beasts of Chaos have rampaged across the realms, gathering in
teeming herds to lay waste to cities and fortresses and slaughter the inhabitants. They are true children
of Chaos, and civilisation shall be reduced to ashes in their wake.

WARSCROLL WARSCROLL WARSCROLL
BATTALION BATTALION BATTALION

MARAUDING HUNGERING THUNDERSCORN
BRAYHERD WARHERD STORMHERD

Organisation: Organisation: Organisation:
o 1'Beastlord o 1 Doormbull | »  1-3 Dragon Ogor Shaggaths
« 1-3 Great Bray-Shamans = 3 Bullgors units + 3.9 Dragon Ogors units
= 2-6 Bestigors or Tuskgor Charlots » 1:3 Cygorsor Ghorgons in any
units in any combination combination
3:9'Gors units
4-12 Ungors, Ungor Raiders

or Centigors unitsin any
combination

ABILITIES

Ferocious Despoilers: The beastherds stampede from all directions to tear the enemy asunder. As blood
begins to flow, they allow their bestial fury to build before unleashing it in a devastating burst of brutality.

Add 1 to hit rolls for attacks made with melee weapons by units in this battalion while they are within 6"
of any other units in the same battalion. In addition, once per battle, in your hero phase, you can say that
you will unleash this battalion’s bestial fury. If you do so, until your next hero phase, add 1 to the Attacks
characteristic ol melee weapons used by units in this battalion while they are within 6" of any other units in
the same battalion, \ /
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BATTLE LENGTH
The battle lasts for 5 battle
rounds or until the Herdstone
is destroyed.

GLORIOUS VICTORY
1f the Herdstone is destroyed, the
invader wins a major victory.

If the Herdstone has fewer than 6
wounds allocated to it at the end

of the battle, the Beasts of Chaos

player wins a major victory,

[f neither player has won a major

| victory, the invader rolls a dice

and adds the number of wounds
allocated to the Herdstone to
the roll:

» If the total is greater than 12, the
invader wins a minor victory.

« If the total is less than 12, the
Beasts of Chaos player wins a
minor victory.

« [f the total is exactly 12, the battle
is a draw.
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PATH TO GLORY
REWARDS

If the Beasts of Chaos player wins
a major victory, they complete
the ‘Baiting the Trap' quest, gain
10 glory points and can make 2
exploration rolls in step 6 of the
aftermath sequence of the battle
instead of 1.







that has been desecrated. That
terrain feature gains the Entropic
Lodestone scenery rule (pg 103).

BATTLE LENGTH

The battle lasts for 5 battle
rounds or until one player wins a
major victory.

GLORIOUS VICTORY
‘The Beasts of Chaos player wins
a major victory if all of the
terrain features wholly within
the defender’s territory have

been desecrated.

NO WALLS CAN KEEP THE BEAST AT BAY FOREVER =

The defender wins a major victory
if every unit in the Beasts of Chaos
player’s army has been destroyed.

If neither player has won a major
victory by the end of the fifth
battle round, the Beasts of Chaos
player wins a minor victory if at
least half of the terrain features
wholly within the defender’s
territory have been desecrated,
and the defender wins a minor
victory if fewer than half of the
terrain features wholly within their
territory have been desecrated.

79
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PATH TO GLORY
REWARDS

If the Beasts of Chaos player
wins the battle, in step 7 of the
aftermath sequence, they can add |
additional new unit to their order
of battle.




MATCHED PLAY

If the battlepack you are using says that you must pick grand strategies and battle tactics for your army, you
can pick from the following lists as well as those found in the battlepack you are using.

GRAND STRATEGIES

After you have picked your army, you can pick 1 of the grand strategies from the list below and record it on your
army roster,

THE WAY OF THE BEAST

Beasts of Chaos army only,

MATCHED PLAY

Protect the Herdstone: When the battle ends, Flanking Warherd: When the battle ends, you

you complete this grand strategy if there are no complete this grand strategy if there are 2 or more

enemy units within 9" of your Herdstone and your friendly WARHERD units on the battlefield wholly

Herdstone was not affected by a rule that said you within 9" of the battlefield edge.

could not use the scenery rules on its warscroll

during the battle. Age of the Beast: When the battle ends, you
complete this grand strategy if 2 or more friendly

Desecrating Brayherd: When the battle ends, you CyGoRrs or GHORGONS are on the battlefield and

complete this grand strategy if you control 2 or none of those units have a number of wounds

more objectives and those objectives are contested allocated to them that exceeds half of their

by any friendly BRAYHERD units. Wounds characteristic.
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BATTLE TACTICS

At the start of your hero phase, you can pick 1 battle tactic from the list below. You must reveal your choice to
your opponent, and if your battle tactic instructs you to pick something, you must tell your opponent what you
pick. You have until the end of that turn to complete the battle tactic. You cannot pick the same battle tactic

more than once per battle.

HUNTERS OF THE WARPING WILDS

Beasts of Chaos army only.

In the Shadow of the Herdstone: Pick | enemy unit
within 12" of your Herdstone. You complete this
tactic if that unit is destroyed during this turn.

Bestial Wrath: You can pick this battle tactic only
in your first or second turn. You complete this tactic
if your general and 2 or more other friendly BeasTs
oF CHAOS units are within 3" of any enemy units at
the end of this turn,

Rampaging Beastherd: Pick 1 objective controlled
by vour opponent. You complete this tactic if you
control that objective at the end of this turn and
that objective is contested by a friendly unit that has
10 or more models.

B 1T TR TR e T o

Reduced to Savagery: Pick 1 enemy unit on the
battlefield. You complete this tactic if that unit
is picked as the target of a heroic action from
the Rituals of Ruin battle trait (pg 62-63) and is
destroyed during this turn.

Trampled to Mulch: You complete this tactic if
any enemy units are destroyed during this turn by
mortal wounds allocated in your charge phase.

Aid of the Wilderness: You complete this tactic

if there are 2 or more friendly BEasts oF CHAOS
units in cover wholly outside of your territory at the
end of this turn.
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WARSCROLL

BEASTLORD

MELEE WEAPONS
Paired Man-ripper Axes

Range  Attacks
1" 5 3+

ToHit ToWound Rend Damage

3+ -1 2

A Beastlord is armed with Paired Man-
ripper Axes.

In the merciless society
of the Beasts of Chaos,
only the mightiest rise
to power. These are the
Beastlords, hulking killers
who command through
intimidation and brutality
and delight in sinking their

Dual Axes: Armed with two man-ripper
axes, the Beastlord rains down blows
upon the foe, hacking them apart with
animalistic fury.

If the unmaodified hit roll for an attack
made with a melee weapon by this unit
is 6, that attack causes a number of
mortal wounds to the target equal to
the weapon’s Damage characteristic and
the attack sequence ends (do not makea
wound roll or save roll}.

Hatred of Heroes: A Beastlord reserves
their prodigious strength and fury for
the greatest of the enemy’s champions,
calling upon their follawers to witness
and join the butchery.

If this unit is within 3" of any enemy
HeroEes, add 1 to hit rolls and wound
rolls for attacks made with melee
weapons by friendly BEasTs oF CHADS
units while they are wholly within 12"
of this unit.

Call of Battle: Beastlords swiftly
lead their underlings towards the foe,
desperate to get to grips with the enemsy
so that the bloodletting can begin.

In the combat phase, when you pick this
unit to fight for the first time in that
phase, you can pick 1 other friendly
BrayHERD unit that is not a Hero,
that is wholly within 12" of this unitans
that has not yet fought in that phase.
This unit and that other BRAYHERD
unit can fight one after the other in the
order of your choice.

to the
foes.

man-ripper a
skulls of thei

ORI INE CHAOS, BEASTS OF CHAOS, GOR, BRAYHERD, HERO, BEASTLORD

WARSCROLL

GREAT BRAY-SHAMAN

MELEE WEAPONS
Fetish Staff

Range Attacks ToHit ToWound Rend

2" 3 3+

A Great Bray-Shaman is armed with a
Fetish Staff.

WIZARD: This unit can attempt to
cast 1 spell in your hero phase and
attempt to unbind 1 spell in the enemy
hero phase.

The Greal Bray-Shamans are

the soothsayers and my:

of the beastherds. What they
lack in raw strength, they

make up for with a mastery
of Chaos magic that can

Infused with Bestial Vigour: Raw
Chaos energy emanates from the
Bray-Shaman, ampiifying the power of
their rituals.

Add 6" to the range of heroic actions
from the Rituals of Ruin battle trait that
you carry oul with this unit.

reduce a foe to a writhing
mass of corrupted flesh.

KEYWORDS

Damage
3+ - 2
Devolve: Delving into the minds of their
enemies, the Bray-Shaman magnifies the
savage and animalistic parts of their foes
psyches until they are little more than
growling beasts.

Devolve is a spell that has a casting
value of 7 and a range of 18", If
successtully cast, pick 1 enemy unit
within range and visible to the caster
Until your next hero phase, roll 316
before that unit makes a normal move,
runs, retreats or makes a charge move,
If the roll is greater than that unit’s
Bravery characteristic, the maximum
distance of that move is halved.

CHAOS, BEAsTS OF CHAOS, GOR, BRAYHERD, HERO, W1ZARD, GREAT BRAY-SHAMAN




Gors form the greater mass
of a beastherd's fighting
force, Taller and more

t than humans, these
us wa s wield
axes and pitted swords.
They rely upon superior
numbers and the element
of surprise to overcome
their foes, crushing their
will to fight with sudden,
devastating stampedes.

Bestigors are the strongest
and fiercest of the gor-kin.
Clad in stolen armour and
wielding two-handed axes,
they charge into the thick
of the fighting, ramming

enemies to the ground with

their horns before delivering

a brutal killing blow.

WARSCROLL

- MELEE WEAFONS
Hacking Blade
Paired Hacking Blades

This unit is referred to as a Gor Herd.,
Each model in a Gor Herd is armed
with 1 of the following weapon options:
Hacking Blade and Beastshield; or
Paired Hacking Blades. All models in
the unit must be arned with the same
weapon option.

SHIELD: If this unit is armed with
Hacking Blades and Beastshields, it has
a Save characteristic of 4+ instead of 54

CHAMPION: 1 maodel in this unit
can be a Foe-render. Add 1 to the
Attacks characteristic of that model’s
melee weapons.

STANDARD BEARER: 1 in every 10
models in this unit can be a Banner
Bearer. If this unit receives the Rally
command while it includes any Banner
Bearers, when you roll a dice for a slain
model from this unit, you can return 1
slain model to this unit on a 5+ instead
of only a 6.

MUSICIAN: 1 in every 10 models in
this unit can be a Brayhorn Blower, Add
1 to run rolls and charge rolls for this
unit if it includes any Brayhorn Blowers,

Range Af_t_aﬁ:s To Hit  To Wound 'Renj Dama_g;._
g 2 4+

1" ) 4+

3+ - |
3+ - 1

Gor Stampede: Gors gather in massive
droves before charging their enemies,
seeking to overwhelm them with superior
numbers and brutish aggression,

At the end of your charge phase, if
this unit made a charge move in the
same turn, you can pick 1 enemy unit
within 1" of this unit that has fewer
models than this unit and roll a dice,
On a 3+, the strike-last effect applies
to that enemy unit in the following
combat phase.

MELEE WEAPONS
Despoiler Axe

Each model in a Bestigors unit is armed

with a Despoiler Axe.

CHAMPION: | model in this unit
can be a Gouge-horn. Add 1 to the
Attacks characteristic of that model’s

melee weapons,

STANDARD BEARER: 1 in every 10
madels in this unit can be a Banner
Bearer. If this unit receives the Rally
command while it includes any Banner
Bearers, when you roll a dice for a slain
model from this unit; you can return 1
slain model to this unit on a 5+ instead
ofonlya 6

MUSICIAN: 1 in every 10 models in
this unit can be a Brayhorn Blower. Add
I to run rolls and charge rolls for this
anit if it includes any Brayhorn Blowers,

WARSCROLL

BESTIGORS

Range

Despoilers: Bestigors reserve the greatest
part of their hatred for those whe rally
under the banners of civilisation.

Add | to the Attacks characteristic

of this unit’s melee weapons while it

is within 3" of any enemy units that
received the All-out Defence command
in the same phase.

2" 2 3+

3+ -1 1

Bestial Charge: Always al the forefromnt
of a herd, Bestigors launch themselves at
their foes with unnerving speed, leaving
little time for the enemy to react,

Subtract | from wound rolls for attacks
that target this unit if the attack was
made with a missile weapon by an
enemy unit that received the Unleash
Hell command in the same phase.

KEYWORDS

CHAOS, BEASTS OF CHHAOS, BRAYHERD, BESTIGORS
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The most man-like of
the gor-kin, Ungors are
tormented and despised by
their stronger cousins, They

take out their bitterness on
their enemies, spitefully
thrusting their shortspears
into throats and bellies and
darting away before the foe
can retaliate,

WARSCROLL

MISSILE WEAPONS Range Attacks ToHit ToWound Rend Damage

) ~ Gnarled Shortspear 8" 1 4+ 44 - 1
MELEE WEAPONS Range Attacks ToHit ToWound Rend Damage

Pitted Blade 1" 2 4+ 4+ - 1

Gnarled hhur_!.-.‘_pc_'gr 2" 1 4+ 4+ - 1

Each model in an Ungors unit is armed
with 1 of the following weapon options:
Gnarled Shortspear; or Pitted Blade.
All models in the unit must be armed
with the same weapon option.

CHAMPION: 1 model in this unit
can be a Halthorn. Add 1 to the
Attacks characteristic of that model’s
melee weapons.

STANDARD BEARER: 1 in every 10
models in this unit can be a Banner
Bearer. If this unit receives the Rally
command while it includes any Banner
Bearers. when you roll a dice for a slain
model from this unit, you can return 1
slain model to this unit on a 5+ instead
ofonlya6

MUSICIAN: 1 in every 10 models in
this unit can be a Brayhorn Blower, Add
1 to run rolls and charge rolls for this
unit if it includes any Brayhorn Blowers.

Fleet of Hoof: The wiry agility of the
Ungors allows them to move with great
speed while evading eneny attacks,
making them difficult to pin down.

In the combat phase, when you pick
this unit to fight, you can say that it will
evade the enemy. If you do so, this unit
retreats instead of fighting,

AR CHAOs, BEASTS OF CHAOS, BRAYHERD, UNGORS

Beneath the crimson glare of a cursed sky, the Allherd marches to war. Alongside throngs of gor-kin stride all manner of Chaos-twisted horrors,
. ﬁ'mn fowering Ghorgons to packs of slavering Warhounds. Woe betide the weakling defenders of civilisation, for the hour of their doom is nigh,




Raider Bow

MISSILE WEAPONS

WARSCROLL

UNGOR RAIDERS

| Range  Attacks

 MELEE WEAPONS
Jagged Shank

Eacl model in an Ungor Raiders
unit is armed with a Ratder Bow and

Jagged Shank.

CHAMPION: 1 model in this unit
can be a Halthorn, Add | to the
Attacks characteristic of that model’s
missile weapons.

STANDARD BEARER: 1 in every 10
models in this unit can be a Banner
Bearer. If this unit receives the Rally
command while it includes any Banner
Bearers, when you roll a dice for a slain
model from this unit, you can return 1
slain model to this unit on a 5+ instead
of onlya 6,

Many Ungors prefer to
fight with shortbows, for
this allows them to keep

their foes at a safe distance.

Skulking about on the edges

of the battlefield, they riddle
their quarry with hails of
arrows before fading away

Rend Damage .

12" 2 44 4+ 5 1
Range  Attacks ToHit ToWound Rend Damage
1" 54 5+ - |

MUSICIAN: 1 in every 10 models in
this unit can be a Brayhorn Blower. This
tnit can run and still shoot later in the
turn if it includes any Brayhorn Blowers.

Hidden Volley: Ungor Raiders are
capable of unleashing devastating volleys
of arrows from the safety of canopies and
vantage points, By the time the foe knows
where the attacks are coming from, the
Raiders have already maved on.

Once per battle, at the start of your
movement phase, if this unit is in
reserve, you can pick a point on the
battlefield edge and say that this unit
will unleash a hidden volley, If you do
50, this unit can shoot in that phase, but
it must target the closest enemy unit to
that point, If more than 1 enemy unit

is tied to be the closest, you can pick
which unit is the target.

into the wilds in search of
new victims.

CHAOS, BEASTS OF CHAOS, BRAYHERD, UNGOR RAIDERS







WARSCROLL

MELEE WEAPONS Range
Large Tusks and Hooves 1" 4 44

Feed on Mangled Remains: Such is the
appetite and metabolism of a Razorgor
that it can consume a slain warrior,
armour and all, in a matter of seconds

Each model in @ Razorgors unit is
armed with Large Tusks and Hooves,

and still remain unsatisfied.

At the end of each ET"_-'.I}{'. you can heal
| wound allocated to this unit if it is
within 6" of any enemy units that have
had any models slain in that phase.

Razorgors are mountains of
twisted flesh and wiry hair
possessed of a vicious fury
and a bottomless appetite,

They gobble their prey
down in a few gulping bites,

RAZORGORS

Attacks  To Hit ToWound Rend

Damage
S+ 7

Baited Charge: Alphabeasts that wish
to direct the savagery of the Razorgors
against an enemy force must coax the
insatiable creatures to the battleground
by using weaker gor-kin as bait,

If this unit is within 3" of any [riendly
UnGoRrs units at the end of your
charge phase, and this unit made a
charge move in the same turn, double
the Attacks characteristic of this
unit’s melee weapons until the end of
that turn.

consuming flesh, metal,

wood and stone alike. ORI Crraos, BEASTS oF CHAOS, RAZORGORS

WARSCROLL
BEASTS OF CHAOS

_______ MELEE WEAPONS  Range Attacks To Hit
Razor-sharp Claws 2" 4 4+
Razor-sharp Claw and Gilded Weapon o 5 4+

Slaughter at Any Cost: When stirred by
the excesses of batile, Fiendbloods waste
1o time in hunting down their victims,

Each model in a Beasts of Chaos
Slaangor Fiendbloods unit is armed
with Razor-sharp Claws.

CHAMPION: 1 model in this unit

can be a Slake-horn, That model

is armed with a Razor-sharp
Claw and Gilded Weapon

N, instead of Razor-

sharp Claws.

At the end of any phase, if any wounds
or mortal wounds were allocated to this
unit in that phn-\u:, and this unit is more
than 9" from all enemy units, this unit
can move up to D6,

Decadent beastmen who
have devoted themselves to
the pursuit of excess in all its
forms, Slaangor Fiendbloods
delight in slaughter and
mayhem. They peel open
their prey’s flesh with

SLAANGOR FIENDBLOODS

To Wound  Rend Damage
3+ -1
34 -1

| S

Obsessive Violence: The brutal and
unrelenting attacks of these bedsts can
overwhelm even the staunchest defence,

Once per battle, in the combat phase.
after this unit has fought for the first
time in that phase, you can say that it
will continue its obsessive onslaught.
If you do so, this unit can fight fora
second time in that phase. The strike-
last effect applies to this unit when it
fights for that second time,

e . b e

chitinous claws, exulting in
the pained cries of the dy

CHAOS, BEASTS OF CHAOS, SLAANESH, BRAYHERD, SLAANGOR FIENDBELOODS
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Ghorgons are
unquenchable de

drooling maw,

WARSCROLL

GHORGON

I MELEE WEAPONS | Range
Butchering Blades 2"
Hug_c blaﬂ'inﬁ_ﬂ_ia\y T

: i __ Butchering Blades Swallow Whole
0-6 8" 7 3

13+ 4" 4

A Ghorgon is armed with Swallow Whole: The huge, cavernous Feast on Flesh: A wounded Ghorgon
Butchering Blades and a maw of a Ghorgon can swallow a man enters a ferocious, all-devouring rage,
Huge Slavering Maw. whole - a grisly fate for any warrior. gaining strength and sustenance fram
» { 1 S rgh r ) a4 T he
After this unit makes a pile-in move, i:::.}-r:z:;:f:;fl:?.:r‘?:.:'Lt]r}m5 s
you can pick a number of enemy models - ,
within 3" of this unit equal to or less You can carry out the Feast on Flesh .
than the Swallow Whole value  monstrous rampage below with this
shown on this unit's damage = unit instead of any other monstrous
table, and roll a dice for each.  rampage you can carry out with
If the roll is greater than that this unit,
model’s Wounds characteristic,
it is slain. If an enemy model is slain
by this ability, you can heal a number
of wounds allocated to this unit equal
to the Wounds characteristic of that
slain model.

|“||H\\:l1L wmbll P } 1ase. In Luidmm‘ ll|11| l!h <Ill| of tl‘u IHH\\H 11,.(‘.0rl‘llml ﬂh se, ifany ene
are slain by attacks made by this unit, you can heal up to 3 wounds allocated to this unit after
attacks have been resolved.

AR AU CHAOS, BEASTS OF CHAOS, BULLGOR, WARHERD, MONSTER, GHORGON




WARSCROLL

MISSILE WEAPONS Range Attacks ToHit To Wound
Desecrated Bu__gldur____ 12" . 1 3+ 2+ 2 £

MELEE WEAPONS Range Attacks ToHit ToWound Rend Damage
Massive Horns 2" & 3+ 24 -1 2

.  Wounds Suffered Desecrated Boulder ~ Massive Horns
0-6 8" 5 7
7-9 6" 4 6
10-12 5. 3 5
13+ B = 2 i @
A Cygor is armed with a Desecrated Soul-eater: Feeding off the swirling
Boulder and Massive Horns. winds of magic, Cygors pase an
- Gonsumse Kndless Speld 4 Cpor incredible threat to spellcasters,
perceives mystic evocations as they are This unit can attempt to unbind 2 spells
being formed, swallowing manifested in the enemy hero phase in the same
spells as easily as the wizards that manner as a WIZARD.

surnmmoned them. o L
In addition, each time an enemy

You can carry out the Consume Endless  Wizarp within 30" of any friendly

Spell monstrous rampage below with
this unit instead of any other monstrous
rampage you can carry out with

this unit.

units with this ability successfully casts
a spell and that spell is not unbound,
the caster suffers 1 mortal wound after
the effect of that spell has been resolved.

Cygors are blind lo the x
physical world but can sense JS RAMPAC( e i . . b
of —— S ]

Consume Endless Spell: Pick 1 endless spell within 6" of this unit and roll 2D8. If the roll is greater
than the casting value of the spell used to summon that endless spell, that endless spell is dispelled and
eldritch po o b e ; H ‘ ts 50 the 2 ; "
you can heal a number of wounds allocated to this unit equal to the 2D6 roll.
ng these spellcasters ;
ir slavering maws
asting upon the raw
magic that spills from their

Bekn bodles. {E M CHA0s, BEasTs or CHAOS, BULLGOR, WARHERD, MONSTER, CYGOR
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WARSCROLL

DRAGON OGOR SHAGGOTH

A Dragon Ogor Shaggoth is armed with
Crackling Bolts, a Storm-forged Axe,
Draconic Tail and Taloned Forelimbs.

WIZARD: This unit can attempt to
cast | spell in your hero phase and
attempt to unbind 1 spell in the enemy
hero phase.

Scion of the Primordial Storm: The
untrammelled fury of the primordial
storm flows through this creature, a
fulminating power so intense that it can
render malevolent sorceries harmless,

Each time this unit is affected by a spell
or the abilities of an endless spell, you
can roll a dice. On a 4+, ignore the effect
of that spell or the effects of that endless
spell’s abilities on this unit.

Diragon Ogor Shaggoths
sient and powerful

the mountains themselves

Beneath the Tempest: Dark clouds
gather above the battlefield, threatening
to unleash the fury of the tempest.

At the end of the combat phase, roll a
dice for this unit. On a 2+, you can heal
up to D3 wounds allocated to this unit,
In addition, at the end of the combat
phase, roll a dice for each enemy unit
within 3" of any friendly units with this
ability. On a 2+, that unit suffers D3
mortal wounds.

MISSILE WEAPONS Range Attacks ToHit ToWound Rend
e Crackling Bolts 12"  2D6 3+ 3+ -1 1
MELEE WEAPONS Range Attacks ToHit ToWound Rend Damage
Storm-forged Axe 2" 5 3+ 3+ -1 2
Draconic Tail 3" D6 3+ 3+ - 2
Taloned Forelimbs 1" E 3+ 34 1

Summon Lightning: The Shaggoth
calls down a fork of eldritch lightning te
empower its allies.

Summon Lightning is a spell that has a
casting value of 7 and a range of 24", If
successfully cast, pick up to D3 friendly
THUNDERSCORN units within range
and visible to the caster. You can heal
up to D3 wounds allocated to those
units (roll separately for each unit).

tremble and foes are hewn
apart by the score.

KEYWORDS

CHAOS, BEASTS OF CHAOS, THUNDERSCORN, HERO, MONSTER, WIZARD, |
DRAGON OGOR SHAGGOTH

WARSCROLL

DRAGON OGORS

MELEE WEAPONS

Storm-forged Weapons
Raking Foreclaws
Each model in a Dragon Ogors unit is

armed with Storm-forged Weapons and
Raking Foreclaws.

ELITE: Models in this unit can issue
commands to their own unit.

T N e

Imposing creatures with
muscular, humanoid torsos
and the lower bodies of

draconids, Dragon Ogo
are for ible
They overrun their foes
with a headlong charge,
lashing out with crackling
storm-weapons and

i_i_inge____ Attacks ToHit ToWound Rend Damage
2" 5 3+ 3+ -1 2
1 2 44 44 i

Beneath the Tempest: Dark clouds
gather above the battlefield, threatening
to unleash the fury of the tempest.

At the end of the combat phase, roll a
dice for this unit. On a 2+, you can heal
up to D3 wounds allocated to this unit.
In addition, at the end of the combat
phase. roll a dice for each enemy unit
within 3" of any friendly units with this
ability. On a 24, that unit suffers D3
mortal wounds.

Storm Rage: Akin to a storm front,
Dragon Ogors display unmatched
[ferocity on the charge.

if this unit made a charge move in the
same turn, if the unmodified hit roll
for an attack made by this unit is 6, that
attack wounds the target automatically
(do not make a wound roll).

ebliterating their enemies in
2 tempestuous rage.

010 CHAOS, BEASTS OF CHAOS, THUNDERSCORN, DrRAGON OGORS




Lean, vicious and hideously
mutated, Chaos Warhounds
are products of the hellish
environments in which
they dwell. They are tireless
pursuers that will chase their
prey for hours before ripping
them to bloody shreds.

linboth
1 by the

g power of pure
anarchy, the hideous

creatures known as Chaos
Spawn lurch into battle,
lashing outl with whip-like
tendrils and scyth
ina maddened frenzy.

5 talons

WARSCROLL

CHAOS WARHOUNDS

Each model in a Chaos Warkounds unit
is armed with Slavering Jaws.

Range  Attacks

Outrunners of Chaos: Packs of Chaos
Warhounds close upon therr prey with
unnatural quickness,

When you make a charge roll for this
unit, you can change | of the dice in
thatroll toa 4.

To Hit To Wound

1 2 44

34 - 1

BRI CHAOS, BEASTS OF CHAOS, CHAOS WARHOUNDS

WARSCROLL
BEASTS OF C DS

CHAOS SPAWN

MELEE WEAPONS

Freakish Mutations

Range  Attacks
i 2Dé6 4+

A Beasts of Chaos Chaos Spawt is
armed with Freakish Mitations.

Writhing Tentacles: The bodies of these
creatures are ever in flux, making them
wildly unpredictable,

If you roll a double when determining
the number of attacks made by Freakish
Mutations, add 1 to hit rolls and wound
rolls for attacks made by this unit until
the end of that phase.

i‘o Hit To Wound

Rend

4+ < 1
Propagator of Devolution: Chaas
Spawn will mindlessly follow their
beastherd into battle, striking in fiis of
rage, anguish and seething hatred.

‘This unit can run and still charge later

in the turn.

B R Ll B



Jabberslythes are
nightm hfu .
replile, ampk
insect, with s

and a spi
punch through solid
The e 50 uncarthly in
their hideousness that to
merely look upon one is lo
risk insanity,

A Cockatrice is a fell
creature that dwells in the
harshest wastelands of the
Mortal Realms, Its cursed

gaze can transform a foe

into a screaming statue,
while its raking talons and
crucl beak shred flesh and

muscle effortlessly.

WARSCROLL

JABBERSLYTHE

MISSILE WEAPONS Range Aftacks ToHit ToWound Rend Damage
Slythey Tongue 10" 3 3+ 3 = 2
MELEE WEAPONS Range Attacks ToHit ToWound Rend Damage
Vorpal Claws ) B 6 3+ 34 - 1

Spiked Tail c 1 d+ 3+ -1 D3 =

Aura of Madness: Those who gaze upon
a Jabberslythe are soon overcome by a
babbling madness, rendering thent easy
prey for the creature

A Jabberslythe is armed with a
Slythey Tongue, Vorpal Claws and a
Spiked Tail.

Spurting Bile Blood: Jabberslythes are
filled with deadly acidic blood that can
cause horrific burns to those who dare

attack them.

Roll a dice each time a wound caused
by an attack made with a melee weapon
is allocated to this unit. On a 4+, the
attacking unit suffers 1 mortal wound.

You can carry out the Aura of Madness
monstrous rampage below with this
unit instead of any other monstrous
rampage you can carry out with

this unit.

g

Aura of Madness: Pick 1 enemy HeEro within 3" of this unit and roll a dice. On a 1, nothing happens
On a 2-5, worsen the Save characteristic of that HEro by 1 (to a minimum of 6+) until the end of the
following combat phase. On a 6, worsen the Save characteristic of that HEro by 2 (to a minimum of 6+)
until the end of the following combat phase

|
(ARSI CHAOS, BEASTS OF CHAOS, MONSTER, JABBERSLYTHE

WARSCROLL

COCKATRICE

MELEE WEAPONS Range Attacks ToHit ToWound Rend Damage
Stabbing Beak 2" 2 34 3+ - 2
Sword-like Talons 3 3 3+ 3+ - 2

A Cockatrice is armed with a Stabbing

Beak and Sword-like Talons,

FLY: This unit can fly.

Petrifying Gaze: As a Cockatrice surges
Sforwards, its eyes begin to glow with
warping energy, fransfixing foes where
they stand.

At the start of the combat phase, you
can pick 1 enemy unit within 6" of this
unit and roll a dice. On a 4+, that unit
suffers D3 mortal wounds.

In addition, if any mortal wounds
cansed by this ability are allocated toa
unit, until the end of that phase, only
unmodified hit rolls of 6 for attacks
made with melee weapons by that unit
score a hit. The same unit cannot be
affected by this ability more than once
per phase.

Maddened Ferocity: A Cockatrice
prefers to kill swiftly and messily. When
it picks its moment to strike, it fails upon
its prey in a berserk frenzy.

Double the Attacks characteristic of this
unit’s melee weapons if it made a charge
move in the same turn.

KEYWORDS

CHAOS, BEASTS OF CHAOS, COCKATRICE
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WARSCROLL

_ MISSILE WEAPONS _ Range Attacks ToHit ToWound Rend Damage
Fiery Breath ll"_l_ 1

See below

_ MELEE WEAPONS Range Attacks ToHit ToWound Rend Damage
Avian Head 3 44 34 ! 3
Draconic Head 1% 3 4+ 3+ -1 1
Leonine Head 1 3 4+ 34 D6
Mauling Claws s 5 4+ e ————
A Chimera is armed with Fiery Breath,  Fiery Breath: Whipping its draconic Thricefold Savagery: Each head of a
an Avian Head, a Draconic Head, a head back to inhale deeply, the Chimera  Chimera operates independently aof the
Leonine Head and Mauling Claws. unleashes a gout of flame at its foes. others, and though they are prone to

violent disagreement as to which prey
they should hunt, they are capable of
working in terrifying concert,

FLY: This unit can fly. Do not use the attack sequence foran
attack made with Fiery Breath. Instead,
the target suffers D3 mortal wounds,

You can carry out the Thricefold

Savagery monstrous rampage below

with this unit instéad of any other

monstrous rampage you can carry out
with this unit.

Warped and ravenous alpha-
predators of the s wilds,
Chimeras are tri-headed Thricefold Savagery: Until the end of the following combat phase, add
abominations that descend of this unit’s melee weapons, but all of the attacks made with this un relee weapons must target the
from th erwhelm y
; same enemy unit
their prey. Three strous d
heads rip, tear and -

stream

beast's vicious claws maul
and mutilate. LSRR VIOIIN CHAOS, BEASTS OF CHAOS, MONSTER, CHIMERA
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WARSCROLL
BEASTS OF CHAOS

TZAANGOR SKYFIRES

MISSILE WEAPONS | Range Attacks ToHit ToWound Rend Damage
Arrow of Fate 24" 1 4 3+ -1 D3
MELEE WEAPONS Range  Attacks ToHit ToWound Rend Damage
Bow Stave Ly 2 5+ 5+ }
Vicious Beak I 1 4+ 3+ - 1

_Teethand Horns It D3 4+ 3+ 1 D3

Each model in a Beasts of Chaos Guided by the Future: The attacks of Judgement from Afar: To be struck

Tzaangor Skyfires unit is armed  these warriors are directed by glimpses of by an Arraw of Fate is to be judged by
z==* . withan Arrow of Fate, Bow the future. destiny itself.

Stave and Vicious Beak.

Ignore negative modifiers to hit rolls If the unmaodified hit roll for an attack
FLY: This unit can fly. or wound rolls for attacks made with made with an Arrow of Fate is 6, the
i missile weapons by this unit, and target suffers D3 mortal wounds and
! INT: This unit’s Discs of Tzeentc i i) ;
MOU h{ B I;h 1_1:1 ]L_ hll\ of 1J ;?"'“Lh ignore positive modifiers to save the attack sequence ends (do not make a
p ach arm : hoan » 5 % Y
SAe SRCiL ALMEd with- lecth-and Lotns. rolls for attacks made with missile wound roll or save roll). :
CHAMPION: | model in this unit can weapons by this unit. l
be an Aviarch. Add 1 to the Attacks ]
characteristic of that model’s Arrow
of Fate,
raining death upon the
foe. Able to catch },hmpmt.
onlulllmg lnpen.tur' .
striking their target’s most
vulnerable weak spots with
confounding accuracy. LEA QUGS CHAOS, BEASTS OF CHAOS, TZAANGOR, TZEENTCH, BRAYHERD, TZAANGOR SKYFIRES
1.

The enmity between the megor warflocks and the sky-faring Kharadron Overlords is both bitter and long- smndmg, and ?m;m
take every apportunity to slaughter and maim their hated foes.
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Teaangor Enlightencd are
arrogam creatures, for they
can the lessons of the
past as easily as mortals
sec daylight. They gleefully
caw out Lthe past mistakes
of their enemies, unnerving
them before moving in to
capitalise with each blow.

Some Tzaangor Enlightened
soar into battle atop the
bladed, daemonic mounts
known as Discs of Tzeentch,
recounting their foes’ most
terrible failures and sins
as they strike out with
gilded spears.

WARSCROLL
EASTS OF CHAOS

TZAANGOR ENLIGHTENED

'MELEE WEAPONS

Tzeentchian Spear
Vicious Beak

Range Attacks ToHit ToWound Rend Damage
2" 3 4+ 3+ -1 2
1" 2 4+ 3+ - 1

Each model in a Beasts of Chaos
Tzaangor Enlightened unit is armed
with a Tzeentchian Spear and
Vicious Beak.

CHAMPION: 1 model in this unit
can be an Aviarch. Add 1 to the
Attacks characteristic of that model’s
Izeentchian Spear

Babbling Stream of Secrets: The
dark truths revealed by the Tzaangor
Enlightened utterly unnerve the foe.

In the combat phase, enemy units
within 3" of any friendly units with this
ability cannot receive commands.

Guided by the Past: These warriors

see at once every moment that led to

the present and use this knowledge to
:l’l’m”}’ Lﬂt'{'a’.

You can add 1 to wound rolls for attacks
made with melee weapons by friendly
units with this ability if you are taking
the second turn in the current battle
round. This ability does not affect
attacks made by 2 mount.

'ORDS CHAOs, BEASTS OF CHAOS, TZAANGOR, TZEENTCH, BRAYHERD,
Bl TZAANGOR ENLIGHTENED

WARSCROLL
SASTS OF CHAOS

TZAANGOR ENLIGHTENED

ON DISCS OF TZEENTCH

 MELEE WEAPONS

- Ri-l-nge Attacks

Tzeentchian Spear
Vicious Beak
Teeth and Horns

20 5 4+
1" 2 4+
N D3 4

Each model in a Beasts of Chaos
Tzaangor Enlightened on Discs

of Tzeentch unit is armed with a
Tzeentchian Spear and Vicious Beak.

FLY: This unit can fly.

MOUNT: This unit’s Discs of Tzeentch
are each armed with Teeth and Horns.

CHAMPION: | model in this unit
can be an Aviarch, Add 1 to the
Attacks characteristic of that model’s
Tzeentchian Spear.

Babbling Stream of Secrets: The
dark truths revealed by the Tzaangor
Enlightened wtterly unnerve the foe.

In the combat phase, enemy units
within 3" of any friendly units with this
ability cannot receive commands.

 ToHit ToWound Rend Damage
3+ -1 2
3+ - 1
_3+ -1 D3

Guided by the Past: These warriors

see at once every moment that led to

the present and use this knowledge to
deadly effect.

You can add 1 to wound rolls for attacks
made with melee weapons by friendly
units with this ability if you are taking
the second turn in the current battle
round. This ability does not affect
attacks made by a mount.

ey Ml CiA0s, BEASTS OF CHAOS, TZAANGOR, TZEENTCH, BRAYHERD,
KEYWORDS =i d = T
I'ZAANGOR ENLIGHTENED, TZAANGOR ENLIGHTENED ON Discs oF TZEENTCH



savage, avian
heastmen dedicated (o
Treentch and gified with
his dark blessings
impress their dug
god, the Teaangors fight with
lunatic energies, hoping to
earn further gifis o

The mutated aberrations sent
forth as shock troops by the
Gavespawn are vile even by
the standards of their kind.
They are capable of spewing

streams of flesh-melting
corruption and inspiring a
crippling madness in those
whao look upon them.

WARSCROLL
BEASTS OF CHAOS

MELEE WEAPONS
Savage Greatblade
Savage Blade

Pair of Savage Blades
~ Vicious Beak
This unit is referred to as a Beasts of
Chaos Tzaangor Host. Each model in
a Beasts of Chaos Tzaangor Host is
armed with a Vicious Beak and 1 of the
following weapon options: Savage Blade
and Arcanite Shield; or Pair of Savage
Blades. All models in the unit must be
armed with the same weapon option. 2 in
every 5 models can replace their weapon
option with a Savage Greatblade

CHAMPION: 1 model in this unit
can be a Twistbray, Add | to the
Attacks characteristic of that model’s
'I'('ll;';‘_"’ \\'t‘lil‘i]]l"-

STANDARD BEARER: | in every
10 models in this unit can be an
Icon Bearer. If this unit includes any
Icon Bearers, it can use the Ornate
Totems ability.

TZAANGORS

Range  Attacks ToHit To Wound
i1 1 4+ 3+
1* 2 1+ 34
1" 3 3+ 3+ . 1
1" 1 4+ 34 1

MUSICIAN: 1 in every 10 models in
this unit can be a Brayhorn Blower.
This unit can run and still charge
later in the turn if it includes any
Brayhorn Blowers

TZAANGOR MUTANT: 1 in every 5
models in this unit can be a Tzaangor
Mutant armed with a Vicious Beak
and Pair of Savage Blades. Add 1 to the
Attacks characteristic of that model's
Pair of Savage Blades.

Arcanite Shields: These ornate shields
are imbued with potent wards.

A model that has an Arcanite Shield has
a ward of 6+,

Savagery Unleashed: Favoured by their
god, these warriors unleash a flurry of
attacks upon their foes

Add 1 to the Attacks characteristic of
this unit's Vicious Beaks if it made &
charge move in the same turn.

Ornate Totems: The icons carried by the

cal pawer from
wizards and use it to blast the enemy.

Tzaangors can steal ma

If this unit includes any lcon Bearers,

at the start of your hero phase, you can
pick 1 enemy unit within 18" of this unit
that is visible to it and roll 1 dice for
each Wizarp within 9" of thisunit, For
each 4+, the unit you picked suffers 1
mortal wound

LSRRI CHAOS, BEASTS OF CHAOS, TZAANGOR, TZEENTCH, BRAYHERD, TZAANGOR HOST ‘

Spews of Corruption

WARSCROLL

MORGHURITE CHAOS SPAWN

_Range  Attacks ToHit ToWound Rend Damage

8" D6 3+

MELEE WEAPONS
Bizarre Mutations

A Morghurite Chaos Spawn is armed
with Spews of Corruption and

Bizarre Mutations.

Range  Attacks
1" 8 3+

Aura of Insanity: Those who stand
in the presence of a Morghurite
Chaaos Spawn find themselves raking
at their flesh as their body and

mind slowly unravel.

Subtract I from the Attacks
characteristic of weapons used by
enemy units while they are within 1" of
this unit (to a minimum of 1).

34 -1 2

ToHit ToWound Rend Damige.
- 1

34

Propagator of Devolution: Claos
Spawn will mindiessly follow their
beastherd into battle, striking in fits of
rage, anguish and seething hatred

This unit can run and still charge later
in the turn

KEYWORDS

CHAOS, BEASTS OF CHAO0S, MORGHURITE CHAOS SPAWN




Lumbering, living totems of
corruption, Chaos Gargants
combine the formidable
strength of their kind with
all manner of grucsome
mutations. Swinging crude
weapons and hollering at
the top of their lungs, they
throw themse nto the
thick of battle, stomping and
crushing their foes beneath
their claven hooves.

WARSCROLL

CHAOS GARGANT

 MELEE WEAPONS Range Attacks ToHit ToWound Rend Damage

Massive Club 2" * 3+ 3+ - 2
'Eadbutt 2" 1 4+ 3+ -2 *
Mighty Kick 2" 1 3+ 3% -1 D3
'}'f:'li'f:lﬂ"!ﬂiklj}ﬂ I T

Wounds Suffered Massive Club *Eadbutt
0-5 5 4
6-7 4 3
8-9 3 2
10+ 2 1

A Chaos Gargant is armed with
a Massive Club, "Eadbutt and
Mighty Kick.

Timber!: A dying gargant is a weapon
of ruin in its own right, though it is
anyones guess where — and on whom -
their body l\'f”_fr!”.

If this model is slain, before removing
the model from the battlefield, the
players must roll off. The winner picks
a point on the battlefield 3" from the
slain model. Each unit within 2" of that
point that is not a GARGANT or MEGA-
GARGANT suffers D3 mortal wounds.
The slain model is then removed from
the battlefield.

Stuftf’Em In Me Bag: Gargants are
known to grab hapless warriors and stuff
them screaming into their bags for later.

After this unit makes a pile-in move,
pick 1 enemy model within 3" of it and
roll a dice. If the roll is at least double
that model’s Wounds characteristic, it
is slain,

Whipped into a Frenzy: The leaders of
a beastherd often goad gargants so as to
send them into a berserk rage

At the start of the combat phase, if
this unit is within 6" of any friendly
BeasTs oF CHA0s HEROES, add |

to the Attacks characteristic of this
unit’s melee weapons until the end of
that phase.

Aura of Foulness: Chaos Gargants
project an aura Ll_f-l'}h’l atic energy
that appears to seep from their skin,
tainting any who approach with
ruinous [.'(}F'P'Npri-i?!:.

Subtract 1 from save rolls for enemy
units within 3" of any friendly units
with this ability.

LEAQ UV CHAOS, BEASTS OF CHAOS, GARGANT, MONSTER, CHAOS GARGANT




WARSCROLL

GRASHRAK FELLHOOF

_ MELEE WEAPONS _Ran Attacks _ToHit ToWound Rend Damage uh
Obsidian Blade L 3 3+ 3+ -1 2 !
Grashrak Fellhoof is armed with an Infused with Bestial Vigour: Raw Savage Bolt: Seething encrgy crashes ’
Obsidian Blade, Chaos energy emanates from the into the enemy, tearing at their flesh asd )
! Bray-Shaman, amplifying the power of driving them: from their feet
WIZARD: This unit can attempt to their rituals PHYINg / A i L :
cast 1 spell in your hero phase and Savage Bolt isa spell that has a i
attempt to unbind | spell in the enemy Add 6" lo the range of heroic actions casting value of 7 and a range of 18"
hero phase. from the Rituals of Ruin battle trait that  If successfully cast, pick 1 enemy unit
vou carry out with this unit, within range and visible to the caster.

That unit suffers D3 mortal wounds. In
addition, add 1 to hit rolls for attacks
made with melee weapons that target
that unit until your next hero phase.

leader of the De:
mous pack of cruel-
hearted raiders, the Greal
Bray-Shaman known as
Grashrak Fellhoof wields the

“m‘f::::.':::,:. ﬂ“_mi:\“ o Qa0 1Ll HAOS, BEASTS OF CHAOS, GOR, BRAYHERD, ALLHERD, HERO, WIZARD, [
: : i B GREAT BRAY-SHAMAN, GRASHRAK FELLHOOF

WARSCROLL

GRASHRAK’S DESPOILERS

__ MISSILE WEAPONS _Range Attacks ToHit ToWound Rend Damage
Shortbow 12" 2 4+ 4+ |
Shortspear gt 1 5+ 4+ = L
MELEE WEAPONS _ Range Attacks ToHit ToWound Rend Damage
Ripper Axe 1" 3 3+ 3+ -1 2
Shortspear 2" 2 54 4+ - 1
Flint Weapon k! 2 5+ 5+ - 1
The models in Grashrak’s Despoilers  Grashrak’s Savage Herd: Grashrak Violent Despoilers: Grashrak's gor-kin
are Draknar, Murghoth ”ﬂ!f— f".'-‘!-.f_l;rqu|':|nr.:.'u.i:rgf_< his band af gor-kin leave a trail <::;"1\-'RI'!1’|H.' destruction in
horn, Korsh ‘the Sneak’, Ushkor through fear and cruelty. their wake, for they hate the trappings of
and Gnarl. Draknar is armed with ) civilisation with q bestial vehemence.
a Ripper Axe. Murghoth Half-horn Before you u_l.'locatc a 3v‘c-und or mortal . ;
and Korsh ‘the Sneak’ are each armed ~ Wound to afriendly GrasHrAK Add 1o hit rolls for attacks made
with a Shortspear. Ushkor and Gnarl FELLHOOF within 3" of this unit, or by this unit if it is wholly outside of
are each armed with a Shortbow and instead of making a ward roll for a your territory.
Flint Weapon. wound or mortal wound that would

be allocated to a friendly GRASHRAK
FeLinoor within 3" of this unit, roll
a dice, On a4+, that wound or mortal
wound must be allocated to this unit
instead of GRASHRAK FELLHOOF.

Grashral’s Despoilers
are a motley collection of
gor-kin, hand-picked by the
Bray-Shaman for their cruel
cunning. They fear Fellhoof
more than any foe and will

i d limb to
protect their master, mtmns, BEASTS OF CHAOS, GOR, BRAYHERD, ALLHERD, GRASHRAK'S DESPOILERS
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ng |
i gcrs: of doom, filling
the n s ol those who
hear their piercing caws
withan rable sense of
dread. They cle over the
battleficld, harrying those
who try to flee the carnage.

Wrought from coales
C 4 ies, the
nblast Dirgehorn en
an unending, dolorous
blast that drowns out all
thought. The howling
cacophony strips those in
earshot of their sanity and
reduces skilled warr

fumbling fools.

PARTS: This endless spell has 3 parts.

SUMMONING: This endlegs spell
is summoned with a spell that has a
casting value of 5 and a range
of 12", If successtully cast, set
up the parts of the endless spell
within 3" of each other, wholly
within range and visible to the caster,

and more than 1" from all models, other

endless spells and invocations.

Only BEasTs oF CHADS WiZARDS
can attempt to summon this
endless spell.

PREDATORY: This endless spell is a
predatory endless spell. It car
up to 8" and can fly. The parts of this
endless spell must remain within 3" of
each other.

: moved

ENDLESS SPELL WARSCROLL

RAVENING DIREFLOCK

Harbingers of Dark Omens: Those who
hear the cawing of these feil creatures
experience terrifying visions of their own
impending doom

Models cannot issue the Rally or
Inspiring Presence commands while
they are within 6" of this endless spell.
This ability has no effect on BEASTS OF
CHAOS units.

The Stalking Shadow: A Ravening
Direflock casts a doom-filled shadow
onto the battiefield below, stirring panic
in those that find themselves beneath its
c'.'.'t‘ff.‘ril-‘f.".l."g torment.

Roll a dice each time an enemy model
issues a command within 8" of this
endless spell. On a 5+, that command is
not received (the command ability still
counts as having been used) and the
command point that was spent to issue
that command is lost.

ENDLESS SPELL WARSCROLL

DOOMBLAST DIRGEHORN

SUMMONING: This endless spell

is summoned with a spell that has

a casting value of 6 and a range of
12" 1f successfully cast, set up this
endless spell wholly within range and
visible to the caster, and more than 1"
from all models, other endless spells
and invocations.

Only BEASTS OF CHAOS WIZARDS can
attempt to summon this endless spell.

Booming Cacophony: [t the terrible
blasting of the Dirgehorn can be
heard the bestial growls of a thousand
beastherds, a discomposing sound that
grows ever louder until it reverberates
across the entire battlefield.

When this endless spell is set up,

its range is 6", At the start of each
subsequent battle round, its range is
increased by 6. Subtract 1 from wound
rolls for attacks made by units within
range of any endless spells with this
ability. This ability has no effect on
BeAsTS oF CHAOS units,

Designer's Note: If this endless spell is
removed from play, the next time it is set
up, its range reseis to 6.




Wildfire Tauruses are
summoned from the fires of
the largest herdstones. They
take the shape of gargantuan

flaming bulls, stampeding
through massed ranks

armoured wa TS, setting
flesh ablaze and Hatten

those not consumed in

the conflagration.

Heérdstones are the sites at
which the Beasts of Chaos
carry out their savage
ritaals. Wrought from the
Chaos-infused substance of
the realms, from them spills
the corruptive taint of the
anarchic wilds to bleed freely

o the land.

SUMMONING: This endless spell

is summaned with a spell that has
ing value of 7 and a range of

6", If successtully cast, set up this
endless spell wholly within range and
visible to the caster, and more than 1"
from all models, other endless spells
and invocations.

dca

Only BEASTS oF CHAOS WIZARDS can
attempt to summon this endless spell

PREDATORY: This endless spell isa
predatory endless spell. It can be moved
up to 12" and can fly.

ENDLESS SPELL WARSCROLL

WILDFIRE TAURUS

Whirlwind of Destruction: Warriors
are sent sprawding setaflame and
trampled undechoof as the Wildfire
Taurus charges headlong through

their ranks

dless spell has moved, roll
enit that has any models

After thise

adic

it passed gnd bor each other unit
that is w af it at the end of its

tunit suffers D3

d< ln addition, the strike
bt o units within 3" of
this ez well This ability has no
effect on Beasts oF CHAOS units

move. L

FACTION TERRAIN: Only Beasts of
Chaos armies can include this faction
terrain feature,

SET-UP: After territories are
determined, you can set up this faction
terrain feature wholly within vour
erritory and more than 3" from all
objectives and other terrain features. If
both players can set up faction terrain
features at the same time. they must roll
off and the winner chooses who sets up
their faction terrain features first

IMPASSABLE: You can

model over this terrair

notl move a

ure unless it

move a model
is terrain feature or set upa

it this terrain feature (even if it

and you canno

mod
can fly}

FACTION TERRAIN WARSCROLL

HERDSTONE

Entropic Lodestone: As the corrupting
influence of the herdstone spreads,
buildings, armour and other trappsngs
of civilisation begin to crumble to Sest
allowing even the crude weapess & S
Beasts of Chaos to cut through these
defences with ease

From the start of the second battle
round, improve the Resd (acseigsg
of melee weapons ased by SrendSs
BEASTS OF CHans soog om e
battlefizld by 1

From the se of the oSS bl
of mrSre et csed b Eaemy
BEasTs o Cmabs === == &
Sarvetell b= T astend oF |
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PITCHED BATTLE PROFILES

The tables below contain the Pitched Battle profiles for all of the warscrolls in this battletome and a list of
allies that can be taken in a Beasts of Chaos army. See section 25.0 of the core rules for further information
about Pitched Battle profiles and allied units. Updated February 2023.

Bl'..r\b I 5 01 (,HAO'\

Gors

Morghurite Chaos Spawn
(Gibbering Congregation)
MarEhurite-Chaas Spawn
(Gibbering Congregation)
| Morghurite Chaos Spawn
|(Gibbering Congregation)
[Un gOrs

ﬁChans Gargant

[Chimera

gCy'gur

{Ghorgoen

; Jabberslythe

Beastlord

]Beasts of Chaos Tzaangor Shaman
| Doombull

]Dragnu Ogor Shaggoth

Grashrak Fellhoof

| Grashrak’s Despoilers

Great Bray-Shaman

| Beasts of Chaos Chaos Spawn

Beasts of Chaos

Slaangor Fiendbloods

Beasts of Chaos

Tzaangor Enlightened

Beasts of Chaos Tzaangor
Enlightened on Discs of Tzeentch

Beasts of Chaos Tzaangor Skyfires
Beasts of Chaos Tzaangors

Bestigors

Bullgors

Centigors

Chaos Warhounds
Cockatrice
Dragon Ogors
Razorgors
Tuskgor Chariots

Ungor Raiders

Doomblast Dirgehorn
Ravening Direflock
Wildfire Taurus
Herdstone

10

10

un

10

110

30
40
70

Battleline
Battleline
Battleline

Battleline
Battleline

Behemoth
Behemoth

Behemoth

Behemoth

Behemoth
Leader
Leader
Leader
Leader
Leader

Leader

Endless Speli
Endless _\'p‘._\lr!l
Endless Spell

Faction Terrain Feature

Single. Can only be included in
a Gavespawn army. These units
must be taken as a set referred
to as a Gibbering Congregation.
Although taken as a sef, each is a
separate unit.

Single
Single
Single, Battlelinein a
Quakefray army
Single. Battleline in a
Quakefray army
Single
Single
Single
Single
Single
Single, Unique. These units must
be taken as a set. Although taken
as a set, each is a separate unit.
Single

Single. Battleline in a
Gavespawn army

Battleline if general is a Beastlord
or Great Bray-Shaman
Battleline if general isa

Doombull
Battleline if general is a Great
Bray-Shaman

Single
Battleline if general is a Dragon
Ogor Shaggoth

For each Ungors unit included in
your army, you can take 1 Ungor
Raiders unit as a Battleline unit.

Slaves to Darkness
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