


� CHAOS DAIIONS 

CHAOS DAIMDN Ki ll 11AM 
A CHAOS DAEMONI kill team consists of two fire teams selected from the following list: 

• BLOODLETTER 
• DAEMONETTE 
• PLAGUEBEARER 
• PINK HORROR 
• BLUE HORROR (max one per kill team) 

ARCHITYPI: SHK AND DISTRDY 

BlDDDllTTIR f IHI TIAI 
� A BLOODLETTER fire team includes six BLOODLETTER operatives selected from the following list: 

• BLOODLETTER FIGHTER 
• BLOODLETTER ICON BEARER 
• BLOODLETTER HORN BEARER 

Other than BLOODLETTER FIGHTER operatives, your kill team can only include each operative above once. 

� If your kill team does not include any other LEADER operatives, instead of selecting one BLOODLETTER FIGHTER operative 
for one BLOODLETTER fire team, you can select one BLOODREAPER operative. 



ARCHHYPI: SHK ANO DESTROY / RECDN 

DAEMINETIE f IRE TEAM 
� A DAEMONETTE fire team includes six DAEMONETTE operatives selected from the following list: 

• DAEMONETTE FIGHTER 
• DAEMONETTE ICON BEARER 
• DAEMONETTE HORN BEARER 

Other than DAEMONETTE FIGHTER operatives, your kill team can only include each operative above once. 

� If your kill team does not include any other LEADER operatives, instead of selecting one DAEMONETTE FIGHTER operative 
for one DAEMONETTE fire team, you can select one ALLURESS operative. 

ARCHETYPE: SECURITY 

PlAGUEBEARIR f IHI 11AM 
� A PLAGUEBEARER fire team includes six PLAGUEBEARER operatives selected from the following list: 

• PLAGUEBEARER FIGHTER 
• PLAGUEBEARER ICON BEARER 
• PLAGUEBEARER HORN BEARER 

Other than PLAGUEBEARER FIGHTER operatives, your kill team can only include each operative above once. 

� If your kill team does not include any other LEADER operatives, instead of selecting one PLAGUEBEARER FIGHTER operative 
for one PLAGUEBEARER fire team, you can select one PLAGUERIDDEN operative. 

ARCHETYPE: SECURITY 

PINK HORROR f IHI TEAM 
� A PINK HORROR fire team includes six PINK HORROR operatives selected from the following list: 

• PINK HORROR FIGHTER 
• PINK HORROR ICON BEARER 
• PINK HORROR HORN BEARER 

Other than PINK HORROR FIGHTER operatives, your  kill team can only include each operative above once. 

� If your kill team does not include any other LEADER operatives, instead of selecting one PINK HORROR FIGHTER operative 
for one PINK HORROR fire team, you can select one PINK HORROR IRIDESCENT operative. 

ARCHETYPE: SECURITY / RECDN 

BlUE HORROR f IHI TEAM 
� A BLUE HORROR fire team includes eight BLUE HORROR operatives. 
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STRATEG IC PLOYS 
I f  you r  faction  is CHAOS DAEMONI, you can use the 
fo l lowi ng Strateg ic Ploys du ri ng a game. 

U N STO P PAB L E  F E RO C I T Y  1 C P 
Unti l the end of the Tu rn i ng  Poi nt, add 1 to the Attacks 
characteristic of melee weapons friendly KHORNE operatives 
a re equ i pped with. 

QU I C KS I LV E R  S W I F T N E S S  1 C P 
Unti l the end of the Tu rn ing Poi nt, each time a friendly 
SLAANESH operative is activated, it can perform a free Dash 
action duri ng that activation. 

G L I S T E N I N G  BARRAG E 1 C P 
Unti l the end of the Turn i ng  Poi nt, ra nged weapons friendly 
TZEENTCH operatives are equ i pped with ga in  the Ceaseless 
specia l  rule. 

C O N TAG I O N  1 C P 
Unti l the end of the Tu rn i ng Poi nt, whi le  an enemy operative is 
Vis ib le to and with i n  O of a friendly NURGLE operative, that 
enemy operative is treated as be i ng i nju red (on ly subtract 0
from its Movement characteristic as a resu lt of be ing i nj u red if 
it is activated with i n  O of a friendly NURGLE operative). 

TACTICAL PLOYS 
I f  you r  faction i s  CHAOS DAEMONI, you can use the 
fo l l owi ng Tactica l Ploys duri ng  a game. 

WARP SURG E  1 C P 
Use this Tactica l Ploy when a friendly CHAOS DAEMONI 
operative is selected as the ta rget of a ra nged attack. Unti l 
the end of the Turn ing Poi nt, each time a shooting attack is 
made aga inst that friendly operative, i n  the Rol l  Defence Dice 
step of that shooting attack, you can re-ro l l  a ny or all of you r  
defence dice. 

EPH EMERAL REG EN ERATION 1 C P 
Use this Tactica l Ploy when a friendly CHAOS DAEMONI 
operative is activated. That friendly operative rega ins 2 D3 
lost wounds. 

SPLIT  1 / 2 C P  
Use this Tactica l Ploy when a friendly PINK HORROR operative 
is i ncapacitated for 2CP, or when a friendly BLUE HORROR 
operative is i ncapacitated for 1 CP. 

• Before that PINK HORROR operative is removed from the
k i l lzone, set u p  two BLUE HORROR operatives as close
as poss ib le to that operative a nd not with i n  Engagement
Range of enemy operatives.

• Before that BLUE HORROR operative is removed from the
ki l lzone, set up  one BRIMSTONE HORRORS operative
as close as possib le to that operative and not with in
Engagement Range of enemy operatives.

In either case, set up those operatives with the same order as 
the p revious operative ( i ncluding if it was ready or activated). I n  
na rrative play, any operatives set up  a s  a resu lt of this Tactica l 
Ploy a re no longer part of your ki l l  team after the game. 
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------------ A 88/18 D 

4 3+ 4/6 

Daemon: This operative has a 5+ invu lnerab le save. 

SR ------- -���----------' 
Lethal 5+ 

INIIII ICTIINI 

CHAOS DAEMONI, CHAOS, DAEMON, KHORNE, BLOODLETIER, FIGHTER 

I 11/11 I 
4 3+ 4/6 

Daemon: This operative has a 5+ invu lnerable save. 

Icon Bearer: When determin ing control of an  objective marker, 
treat this operative's APL c haracteristic as being 1 h igher. Note 
that this is not a modifier. 

SI 

Lethal 5+ 

Ill DI BTIIII 
Daemonic Icon (1AP): Unti l the end of the Tu rn ing Point, while this 
operative is with in • of a friend ly BLOOD LETTER operative, that 
friendly operative is invigorated by Chaos. While an ope rative is 
invigorated by Chaos, improve its invulnerable save by 1 .  

CHAOS DAEMONI, CHAOS, DAEMON, KHORNE, BLOODLETIER, ICON BEARER 



NAME 
X Hellblade 

Alllfflll 

I BS/1S D 

4 3+ 4/6 

Daemon: This o perative has a 5+ invu lnerable save. 

SR 

Lethal 5+ 

111 11 1m11s 

Instrument of Chaos (1AP): Until the end of the Turning  Point, each 
t ime a f riendly BLOODLETIER ope rative pe rforms a Normal Move 
o r  Charge action, it c an  move an add itiona l£.. 

CHAOS DAEMONS, CHAOS, DAEMON, KHORNE, BLOODLETIER, HORN BEARER 

IIIE 
X Hellblade 

Alllfflll 

I 11/11 D 

4 2+ 4/6 

Daemon: This ope rative has a 5+ invulnerab le  save. 

SR 
Lethal 5+ 

Ill II ACTIBIS 

CHAOS DAEMONS, CHAOS, DAEMON, KHORNE, LEADER, BLOODLETTER, BLOODREAPER 



NIii 
X Claws 

ABllffllS 

3 

I IS/IS _D _____ SI_ 
4 3+ 4/5 Re lent less 

111111 1m111 

Daemon: This operative has a 5+ i nvu lnerable save. 

CHAOS DAEMONI, CHAOS, DAEMON, SLAANESH, DAEMONETTE, FIGHTER 

X Cl aws 

IBllDIIS 

I BI/II I 
4 3+ 4/5 

SI 
Re lentless 

Ill II BTIIII 

6+ 8 

Daemon: This operative has a 5+ invulnerable save. 

Icon Bearer: When determin ing contro l of an  objective ma rker, 
treat this operative's APL c haracteristic as being 1 h igher. Note 
that this is not a modifier. 

Daemonic Icon (1AP): Until the end of the Tu rn ing  Po int, whi le this 
operative is with in • of a friend ly DAEMONETTE operative, that 
friend ly ope rative is invigo rated by Chaos. While an ope rative is 
invigorated by Chaos, improve its invulnerable save by 1 .  

CHAOS DAEMONI, CHAOS, DAEMON, SLAANESH, DAEMONETTE, ICON BEARER 



I BS/IS D SR ------------- ------------------------
4 

Daemon: This operative has a 5+ invulnerab le save. 

3+ 4/5 Relentless 

UNI OE IGTIINI 
Instrument of Chaos (1AP): Until the end of the Turning Point, each  
time a friend ly DAEMONETTE operative performs a Normal Move 
or Charge action, it can  move an add itiona l  .... 

CHAOS DAEMONI, CHAOS, DAEMON, SLAANESH, DAEMONETTE, HORN BEARER 

1111 
X Claws 

IBllfflll 

A BS/IS D 
4 2+ 4/5 

Daemon: This ope rative has a 5+ invu lnerab le save. 

SR 
Relentless 

UNIQUE ACTIONS 

CHAOS DAEMONI, CHAOS, DAEMON, SLAANESH, LEADER, DAEMONETTE, ALLURESS 
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SR I IS/IS D ------------· ----�-------------------

4 3+ 4/6 

Daemon: This operative has a 5+ invu l nerable save. 

Disgustingly Resil ient: Each time  this operative would lose a 
wound,  rol l  one D6: on a 5+, that wound is not lost. Other than  the 
effects of Battle Scars, this operative cannot be inj u red.  

UNI UI ACTIIII 

CHAOS DAEMONI, CHAOS, DAEMON, NURGLE, PLAGUEBEARER, FIGHTER 

I IS/IS D SI ------------------�-- ---------------
4 3+ 4/6 

Daemon: This operative has a 5+ invulnerable save. 

Disgustingly Resi lient: Each time this operative would lose a 
wound, rol l  one D6: on a 5+, that wound is not lost. Other than  the 
effects of Battle Scars, this operative cannot be inj u red.  

Icon Bearer: When determin ing control of an  objective marker, 
treat this operative's APL characteristic as being 1 h igher. Note 
that this is not a modifier. In na rrative p lay, this is c umu lative with 
the Focused Battle Honour !see the Ki l l  Team Core Book). 

UNIQUE ICTIINI 
Daemonic Icon !1AP): Until the end of the Turning Point, whi le this 
operative is  with in • of a friend ly PLAGUEBEARER operative, that 
friendly operative is invigorated by Chaos. Whi le an operative is 
invigorated by Chaos, improve its invulnerable save by 1 .  

CHAOS DAEMONI, CHAOS, DAEMON, NURGLE, PLAGUEBEARER, ICON BEARER 



I BS/18 D 
4 3+ 4/6 

Daemon: This ope rative has  a 5+ invu lnerab le  save. 

Disgustingly Resi l ient: Eac h  t ime this operative wou ld lose a 
wound, rol l one 06: on a 5+, that wound is not lost. Other than  the 
effects of Battle Scars, th is operative cannot be injured. 

SR 

UNIQUE AmDNI 
Instrument of Chaos (1AP): Until the end of the Turning Point, each  
t ime a friendly PLAGUEBEARER operative performs a Normal 
Move or Charge action, it can  move an add itiona l _._ 

CHAOS DAEMONI, CHAOS, DAEMON, NURGLE, PLAGUEBEARER, HORN BEARER 

A BS/IS D 
4 2+ 4/6 

Daemon: This operative has  a 5+ invu lnerable save. 

Disgustingly Resi l ient: Each  time this operative would lose a 
wound, rol l  one 06: on a 5+, that wound is not lost. Other than the 
effects of Battle Scars, this operative c annot be  inj u red.  

SR 

UNI UI 11:IlONS 

CHAOS DAEMONI, CHAOS, DAEMON, NURGLE, LEADER, PLAGUEBEARER, PLAGUERIDDEN 



I IS/IS I 
4 3+ 3/4 
3 4+ 2/3 

Daemon: This operative has a 5+ invu lnerab le save. 

3 6+ 

SB 

Ill UI Amlll 

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, PINK HORROR, FIGHTER 

I BI/IS I 
4 

3 

Daemon: This operative has a 5+ invulnerable save. 

3+ 
4+ 

3/4 
2/3 

Icon Bearer: When determin ing control of an  objective marker, 
treat this operative's APL cha racteristic as being 1 h igher. Note 
that this is not a modifie r. 

3 6+ 

SB 

Ill BI Amlll 

Daemonic Icon (1AP): Unti l the end of the Turning Point, whi le this 
operative is with in • of a friend ly PINK HORROR operative, that 
friend ly operative is invigorated by Chaos. Whi le an operative is 
i nvigorated by Chaos, improve its invu lnera b le save by 1 .  

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, PINK HORROR, ICON BEARER 



UII 
<) Coruscating flames 
X Fists 

I 11/11 D 

4 3+ 3/4 
3 4+ 2/3 

Daemon: This operative has a 5+ invu lnerab le save. 

II 

Instrument of Chaos ( 1AP): Until the end of the Turning Point, each
time  a friend ly PINK HORROR operative performs a Normal Move
or Charge a ction, it can  move an add itiona l  A... 

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, PINK HORROR, HORN BEARER 

HII 
<:} Coruscating flames 
X Fists 

llllfflll 

I 11/11 I 
4 
3 

2+ 3/4 
4+ 2/3 

Daemon: This operative has  a 5+ invu lnera b le save. 

II 

011 UI fflllll 

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, LEADER, PINK HORROR, IRIDESCENT 
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I BI/II I 
4 4+ 2/3 
3 5+ 2/3 

Ephemeral Daemon: This operative has a 6+ invu l nerab le save. 

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, BLUE HORROR 

I 

2 5+ 2/3 

Ephemeral Daemon: T his operative has a 6+ invu lnerab le save. 

Insignificant Each time this operative wou ld  perform a mission 
a ction  or the Pick Up action, you must subtract one add itiona l  
AP to  do so .  T his operative ca nnot be equ ipped with equ ipment. 
Note that in na rrative p lay, this operative does not have a narrative 
d ata card a nd is no longer  p a rt of you r  k i l l  team after the game. 
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CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, BRIMSTONE HORRORS 



> 100

¾ 

IQUIPMINT 
CHAOS DAEMONI operatives in your kill team can be equipped with equipment from this list, as specified in the mission 
sequence (see the Kill Team Core Book). Each operative can be equipped with no more than one of each item. 

BRASS  H O R N S  [ 1 E P J  
KHORNE operative only. The operative gains the following 
ability for the battle: 

Brass Horns: Each time this operative fights in combat, in 
the Roll Attack Dice step of that combat, if it performed a 
Charge action during that activation, you can re-roll one of 
your attack dice. 

S CO RC H E D  S KU L L  [ 3 E PJ 
KHORNE operative only. The operative is equipped with the 
following ranged weapon for the battle: 

Name I BS D 

4 4+ 4/5 Scorched sku l l  

Special Rules --------------
A P 1 

RAN C I D  VOM I T  [ 3 EP ]  
NURGLE operative only. The operative is equipped with the 
following ranged weapon for the battle: 

Name 

Ranc i d  vom it 

Special Rules 

Rng •, Torrent _.. 

D E ATH ' S  H EADS  [ 1 E PJ 

I BS D 

5 2+ 2/3 

NURGLE operative only. The operative is equipped with the 
following ranged weapon for the battle: 

Name 

Death's heads  

Special Rules 

Rng • 

A 

4 

BS D 

3+ 3/5 

ALLU R I N G  M U SK  [ 3 E PJ 
SLAANESH operative only. The operative is equipped with the 
following ranged weapon for the battle: 

Name I 

Al l u ri ng  m usk 5 
BS D 

2+ 1 / 1  -------------
s ecial Rules ---------------
Rng  • 

Stun 

P I E R C I N G  C LAWS  [ 2 E PJ 
SLAANESH operative only. Select one claws the operative 
is equipped with. Add 1 to that weapon's Critical Damage 
characteristic and it gains the Rending critical hit rule for 
the battle. 

R I TUAL  DAG G E R  [ 2 E P ]  
PINK HORROR or BLUE HORROR operative only. The 
operative is equipped with the following melee weapon for 
the battle: 

Name 

R itua l  d a gge r  

I
3-------

IS D 

4+ 3/6 

s1e1:ial Rules ---------------
8 a I a n  c e d 

T R I NKET  O F  F LUX  [ 2 E PJ 
PINK HORROR or BLUE HORROR operative only. Select one 
coruscating flames or fizzing flames the operative is equipped 
with. Add 1 to that weapon's Damage characteristics for 
the battle. 
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COMPENDIUM

This section collects amendments to the rules. Amended text within 
this errata is highlighted in blue.

SPACE MARINE
Page 9, Deathwatch Veteran Fire Team, first arrow point
Add the following to the DEATHWATCH VETERAN WATCH 
SERGEANT operative’s equipment options:
•	 Deathwatch boltgun; power weapon

Page 19, Tactical Marine Sergeant, combi-melta
Add the following critical hit rule (!): 
‘MW4’

Page 29, Smoke Grenade action
Change the third sentence to read: 
‘Until the end of the Turning Point, an operative is Obscured if every 
Cover line drawn to it crosses an area of smoke.’

SPACE MARINE  & GREY KNIGHT
Pages 28 & 35, Tactical Ploys, Only In Death Does Duty End
Change the second sentence to read: 
‘That operative is not removed from the killzone until the end of 
your next activation or the end of the battle (whichever comes first) 
and does not count as being injured.’

IMPERIAL GUARD
Page 38, Guardsman (Gunner), Characteristics
Change the Save characteristic to ‘5+’.

Page 39, Tempestus Scion (Comms), gun butt
Change the WS characteristic to ‘3+’.

Page 40, Tempestor, power fist
Add the following special rule (SR):
‘Brutal’

Page 41, Strategic Ploys, Guardsman Orders
Change the second sentence to read:
‘All friendly TEMPESTUS SCION operatives, and all friendly 
GUARDSMAN operatives within  of and Visible to a friendly 
IMPERIAL GUARD  LEADER operative, are issued that 
Guardsman Order.’

Page 42, Medikit
Change the first sentence to read: 
‘The operative gains the MEDIC keyword until the start of the next 
battle and can perform the following action during the battle:’

ECCLESIARCHY
Page 52, Battle Sister Fire Team, Specifications
Add the following:
‘Your kill team can only include up to one BATTLE SISTER ICON 
BEARER operative.’
 
TALONS OF THE EMPEROR
Page 61, Custodian Guard (Warrior) & Custodian Guard 
(Leader), Characteristics
Change the APL characteristic to ‘3’.

Page 64, Tactical Ploys, Brotherhood of Demigods
Change to read: 
‘Use this Tactical Ploy at the end of the Firefight phase. Select one 
friendly ADEPTUS CUSTODES operative to perform one free Fight 
or Overwatch action (this does not count as an activation).’

DEATH GUARD
Page 76, Plague Marine Champion, Characteristics
Change the Movement characteristic to ‘2 ’.

THOUSAND SONS
Page 86, Strategic Ploys, Malicious Volleys
Change the last sentence to read:
‘A bolt weapon is a ranged weapon that includes ‘bolt’ in its name 
(excluding Doombolt), e.g. inferno boltgun.’

CHAOS DAEMON
Pages 92 & 93, Daemonette (Icon Bearer) and Daemonette 
(Horn Bearer), Claws
Change the Attacks characteristic to ‘4’.

COMMORRITE
Page 113, Kabalite (Gunner), shredder
Change the ‘Blast ’ rule from a critical hit rule (!) to a special rule 
(SR).

Page 117, Haywire Grenade
Add the following special rule (SR):
‘Limited’

ERRATA

Kill Team Compendium Update 1.3

UPDATE 1.3
As it’s revised regularly, this document has a version number; where a version number has a letter, e.g. 1.1a, this means it has had a local 
amendment, only in that language, to clarify a translation issue or other minor correction. When this document is revised, the version number 
will be incremented and new updates can be identified by the presence of an asterisk (*).
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THE BALANCE DATASLATE
Q4 2023

•	 �New Core Rule: Some rules allow you to activate 
operatives in succession before your opponent can activate. 
Regardless of such rules, you can never activate more 
than two operatives in the same Turning Point before your 
opponent has had a turn to activate a ready operative or 
perform Overwatch.

•	 �New Core Rule: The Movement characteristic cannot be 
modified to less than 2  (even if injured).

This document contains the collected Q4 updates to the rules for game balance improvements. 
New updates can be identified by the presence of an asterisk (*) bullet point.

CORE RULES
•	 �You can only select each equipment with the Indirect special 

rule (e.g. dynamite, krak grenade, fusion grenade) once 
per battle. If a friendly operative already equipped with 
such equipment is selected for deployment (e.g. ASSAULT 
GRENADIER PATHFINDER operative), this counts as 
your selection.

Over time, certain new army lists will be introduced that are 
designed to replace similar army lists from the Compendium. We 
recommend the newer army list replaces the older one where 
balance is concerned, particularly in an organised play setting 
such as a tournament. These army lists and their replacements 
are as follows:

FORGE WORLD  replaced by HUNTER CLADE

THOUSAND SONS  replaced by WARPCOVEN

TROUPE  replaced by VOID-DANCER TROUPE

EQUIPMENT

REPLACED ARMY LISTS

CRITICAL OPERATIONS 2022
•	 �Each player cannot score more than 16 victory points in total 

from the mission objective during the battle (instead of 12), 
and a maximum of 24 victory points from the game (instead 
of 20).

•	 �Loot mission action: Each objective marker can be looted a 
maximum of four times during the battle (instead of three).
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