Individuals and Leaders

Beastman Chieftain


Individual

Unlike the leaders of other armies a Beastman Chieftain has not got to a position of power through brains or brawn. Each year the sub-chiefs have the right to become chief, but layers of gristly scar tissue formed after countless battles have made the chief impervious to the blows of his fellows. Only when a pretender who is slightly faster, slightly stronger, or, more likely, far more resilient enters the fray, will the chief finally be toppled. Maybe next year but like as not a fight will kick off tomorrow, even when facing a unit of Regency cavalry.

A Beastman Chieftain enters battle either at the head of a unit of Beastmen, or Lesser Beastmen, or on the back of a chariot pulled by a pair of huge tuskers.

The Beastman Chieftain may not be the Chaos army general if there are any other non-Beastman candidates present, in which case one of them must be the army general. 

Name
AC
RA
CC
ST
T
W
CO

Beastman Chieftain
9
4
5
5
6
4
6




Weapons
Battleaxe

Armour
Heavy armour (AR4)

Special Rules
Infighting

Structure
Individual or unit leader

Points Cost
88 Points

Beastman Sub-Chief


Individual

Not a chief yet but there is always next year. In the meantime there are battles to be fought to build up the resistance to pain and lay down layers of scar tissue.

A Beastman Sub-Chief enters battle either at the head of a unit of Beastmen, or Lesser Beastmen, or on the back of a chariot pulled by a pair of huge tuskers.

The Beastman Sub-Chief may not be the Chaos army general.

Name
AC
RA
CC
ST
T
W
CO

Beastman Sub-Chief
9
4
5
5
5
3
6




Weapons
Battleaxe

Armour
Light armour (AR3)

Special Rules
Infighting



Structure
Individual or unit leader

Points Cost
61 Points

Beastman Shaman

Individual

A Beastman Shaman enters battle either at the head of a unit of Beastmen, or Lesser Beastmen, or on the back of a chariot pulled by a pair of huge tuskers.

The Beastman Shaman may not be the Chaos army general.

Name
AC
RA
CC
ST
T
W
CO

Beastman Shaman
9
4
4
4
5
3
6




Weapons
Axe

Armour
None

Special Rules
Infighting

Magic User 1

Structure
Individual or unit leader

Points Cost
68 Points

Beastman Champion


Individual

Not a chief yet but there is always next year. In the meantime there are battles to be fought to build up the resistance to pain and lay down layers of scar tissue.

A Beastman Champion enters battle either at the head of a unit of Beastmen, or Lesser Beastmen, or a unit of chariots pulled by pairs of huge tuskers.

The Beastman Champion may not be the Chaos army general.

Name
AC
RA
CC
ST
T
W
CO

Beastman Champion
8
3
5
4
5
2
5




Weapons
Battleaxe

Armour
Light armour (AR3)

Special Rules
Infighting



Structure
Unit leader

Points Cost
36 Points

Plague Lord


Individual

The Plague Lord is a huge mound of putrefying flesh. Fearsome in close combat it appears impervious to pain or injury, while it can crush opponents or eject a stream of caustic vomit to dissolve their flesh.

Name
AC
RA
CC
ST
T
W
CO

Plague Lord
10
2
6
6
7
7
8




Weapons
None (hand weapon)

Armour
None

Special Rules
Extra Attack x3

Fear 2

Large Model

Magic User 3

Daemon Aura (AR3)

Mutations: rotting flesh, tentacles, vomit breath,

Structure
Individual

Points Cost
303 Points

Lust Lord


Individual

The Lust Lord embodies moral and physical corruption. Armed with a gigantic blade it wields one-handed, its ‘natural’ weapons are equally terrifying: pincers where it doesn’t have claws and huge horns.

Name
AC
RA
CC
ST
T
W
CO

Lust Lord
12
6
8
6
6
5
9




Weapons
Broadsword

Armour
None

Special Rules
Extra Attack x3

Fear 2

Large Model

Magic User 3

Daemon Aura (AR3)

Mutations: extra limbs, pincers, horns

Structure
Individual

Points Cost
254 Points

Blood Lord


Individual

The Blood Lord is a fighting machine pure and simple. Existing only to inflict pain and death, driven by a lust for carnage a desire to cause suffering. He wields a dreadful serrated blade in one hand and a fearful whip in the other but is likely to lose control and attack with tooth, claw or horn.

Name
AC
RA
CC
ST
T
W
CO

Blood Lord
12
2
9
7
6
5
9




Weapons
Sword and whip

Armour
Heavy armour (AR4)

Special Rules
Extra Attack x4

Fear 2

Bloodlust

Large Model

Flying

Mutations: horns

Structure
Individual

Points Cost
231 Points

Core Units

Beastmen


Core

A mainstay of the Armies of Chaos, these creations of the Dark Powers stream from The Wastes in their tens of thousands. Bestial in appearance, most resemble men with the head and legs of goats or other animals. Bred only for war they tend to fight amongst themselves, even when confronted with any enemy. Expendable, they carry only the lightest armour hastily scavenged from previous battlefields. Likewise they carry a motley assortment of weapons. Their bestial ancestry makes them very resistant to injury, allowing them to sustain terrible wounds before finally falling.

Troops in a unit may all be equipped individually, but to save time it is often useful to consider all members of a unit to be equipped the same, even if the odd model does not have a shield, for example.

Name
AC
RA
CC
ST
T
W
CO

Beastman
8
3
4
4
5
2
5




Weapons
Axe, battleaxe, mace, spear, halberd, sword, Mongolian bow or hand weapon

Armour
No armour or light armour (AR1), shield optional

Special Rules
Infighting

Structure
6+ per unit

Points Cost Examples
22 (no armour and hand weapon), shield +1

32 (light armour and shield, halberd)

30 (no armour and battleaxe)

28 (light armour and Mongolian bow)

Lesser Beastmen


Core

An earlier attempt to create Beastmen has resulted in these runt-like aberrations. Created before the process was refined, Lesser Beastmen tend to have more and wilder mutations than their larger successors. Now uncommon in Chaos warbands their may soon come a time when Lesser Beastmen are an almost comical memory.

For safety, Lesser Beastmen form larger units and tend to arm themselves with weapons to keep their enemies as far away from them as possible. Expendable, they carry only the lightest armour hastily scavenged from previous battlefields. Likewise they carry a motley assortment of weapons.

Troops in a unit may all be equipped individually, but to save time it is often useful to consider all members of a unit to be equipped the same, even if the odd model does not have a shield, for example.

Name
AC
RA
CC
ST
T
W
CO

Lesser Beastman
8
3
4
4
4
1
4




Weapons
Spear, halberd or hand weapon

Armour
No armour, shield optional

Special Rules
Infighting

Structure
10+ per unit

Points Cost Examples
8 (No armour and hand weapon), shield +1

16 (No armour and halberd), shield +1

12 (No armour and spear), shield +1

Elite Units

Minotaurs


Elite

An ancient race of Chaos creatures, these brutish bull-headed monsters may have provided the inspiration for the creation of the races of Beastmen. The only thing that stops minotaurs from rampaging across the battlefield is their propensity to gorge upon the corpses of their slain enemies.

Name
AC
RA
CC
ST
T
W
CO

Minotaur
8
2
5
6
5
3
4




Weapons
Axe, battleaxe or mace

Armour
Light armour (AR1) or heavy armour (AR3)

Special Rules
Mutilate

Large Model

Structure
2+ per unit

Points Cost Examples
60 (light armour and axe)

62 (heavy armour and mace)

Chaos Ogres


Elite

When is an ogre a Chaos ogre? When he’s wearing black and isn’t in it for the money.
Name
AC
RA
CC
ST
T
W
CO

Chaos Ogre
8
2
5
5
6
3
6




Weapons
Axe or hand wepon

Armour
Light armour (AR1) or heavy armour (AR3), shield optional

Special Rules
Large Model

Structure
2+ per unit

Points Cost Examples
54 (light armour and hand weapon)

62 (heavy armour, shield, and axe)

Plague Daemons


Elite

The mainstay of the armies of the Plague God, 

Name
AC
RA
CC
ST
T
W
CO

Plague Daemon
10
2
6
4
6
1
7




Weapons
Sword or broadsword

Armour
None

Special Rules
Daemon Aura (AR3)

Fear 0

Poisoned Attack

Mutations: one eye, rotting flesh, buboes.

Structure
3+ per unit

Points Cost Examples
54 (sword)

59 (broadsword)

Plaguelings


Elite

Plaguelings are the least of the servants of the Plague God. They swarm over opponents ripping flesh to expose the entrails.

Name
AC
RA
CC
ST
T
W
CO

Plaguelings (base)
8
2
4
3
4
3
5




Weapons
None (hand weapon)

Armour
None

Special Rules
Daemon Aura (AR3)

Fear 0

Team Work

Mutation: rotting flesh

Structure
1+ per unit

Points Cost
57

Plague Beast


Elite

The Plague Beast is the most bestial of the Plague Gods creations. Like a giant slug it leaves a slime trail. Its head is covered with tentacles to pull opponent in to it maw filled with razor teeth.

Name
AC
RA
CC
ST
T
W
CO

Plague Beast
6
2
4
4
6
3
6




Weapons
None (hand weapon)

Armour
None

Special Rules
Daemon Aura (AR3)

Fear 0

Mutations: rotting flesh, tentacles, slime trail

Structure
1+ per unit

Points Cost
68

Wantons


Elite

These corruptions of the female form combine the seduction of the most beautiful wench with the horror of a fiend. Dressed like the most debased harlot, they have pincers instead of hands and their mouths are filled with razor sharp filaments of teeth. 

Name
AC
RA
CC
ST
T
W
CO

Wantons
10
2
6
4
4
1
8




Weapons
None (hand weapon)

Armour
None

Special Rules
Daemon Aura (AR3)

Fear 0

Mutations: pincers

Structure
3+ per unit

Points Cost
48

Wanton Cavalry


Elite

When Wantons take to the field they may ride the steeds of their lord, The God of Lust. These creatures have only two limbs but they are long striding legs that propel them across the battlefield at tremendous rate. To ‘compensate’ they have a prehensile tongue that they can use to trap opponent, making them easier for the Wanton to attack.

Name
AC
RA
CC
ST
T
W
CO

Wanton

Steed
12
2
6
4
4
1
8



4
4
4


Weapons
None (hand weapon)

Armour
None

Special Rules
Daemon Aura (AR3)

Fear 0

Cavalry Move

Mutations: pincers (lust daemon), whip tongue (steed)

Structure
3+ per unit

Points Cost
74

Pincer Fiends


Elite

These daemons may be what the God of Lust uses to mate with humans to create the Wantons or they may be enhancements of the creatures Wantons use as steeds, either way their pincers and scorpion tails are rightly feared.

Name
AC
RA
CC
ST
T
W
CO

Pincer Fiend
10
2
5
3
4
2
8




Weapons
None (hand weapon)

Armour
None

Special Rules
Daemon Aura (AR3)

Fear 0

Cavalry Move

Mutations: pincers, scorpion tail, whip tongue

Structure
3+ per unit

Points Cost
66

Corruption of Chaos


Elite

Although formerly some other creature of Chaos, the warped energy that Chaos taps into has finally got out of control in its dark heart. As such the creature is probably unrecognisable as what it formerly was, be it man, hound or beast, and is now just a mindless mass of flailing limbs.

The corruption always moves as fast as it can towards the nearest enemy model, regardless of intervening terrain. If no enemy models are within line of site it moves at half speed in a random direction. How the army general manoeuvres the corruption onto the battlefield is not entirely clear.

Name
AC
RA
CC
ST
T
W
CO

Corruption
9
3
4
5
5
4
4




Weapons
None (hand weapon)

Armour
None

Special Rules
Unwavering

Armoured Hide

Mutations: 1-6 mutations appropriate to the model can be chosen

Structure
1 per unit. Multiple ‘units’ may be fielded

Points Cost
89 + mutations

Naga

Elite

Neither a daemon nor the corruption of another race, nevertheless the ancient Nagas have naturally migrated to the service of the Chaos Gods. Their desire to feat upon the flesh of men and elves in particular has brought them to the service of the God of Lust in particular (although they will serve any of the Chaos Gods). A Naga has the body of a great serpent with a humanlike head. 
Name
AC
RA
CC
ST
T
W
CO

Naga
9
4
6
5
5
3
9




Weapons
None (hand weapon)

Armour
None

Special Rules
Serpent Tail
Gaze Attack

Large Model


Structure
1+ per unit

Points Cost
87

Chaos Dragon

Elite

Even the ancient and mighty race of dragons are not immune to the corruption of the Chaos Gods. If it were possible the Chaos Dragon is even more terrifying than its incorrupt progenitors. It has two heads (one breathing fire, the other poisonous gas), two tails with which it can lash opponents and dreadful talons to pierce armour and tear flesh.

Intelligent and proud enough to enter the battlefield alone they may also be the mounts of Chaos Heroes, Lords and Sorcerers. 
Name
AC
RA
CC
ST
T
W
CO

Chaos Dragon
10
3
6
7
7
5
8




Weapons
None (hand weapon)

Armour
Armoured scales (AR5)

Special Rules
Extra Attack x3
Flying

Tail Attack

Large Model

Fire Breath

Poisonous Breath

Claws


Structure
Individual

Points Cost
226
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