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; INQUISITOR THRAX
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THRAX .

« « « cleared his throat and dictated the last section of his report.

‘‘The mutants have been eradicated throughout the Chapter. The tainted officers
have been slain. The Chapter Master chose to take his own life rather than face
his deserved fate. The creatures he summoned have been banished, or have

returned to the Warp. From past experlence, we know that the link, once broken, must needs be

established from our side of the warpga

“That will not happen again in this place. My administration of
justice has made sure of that. The unfortunate lapses of the last
months have been cleansed. Full casualty reports are attached.”

“Ican now confidently claim that, under their new - and morally
pure - corps of officers, the reformed Grey Slayers Chapter of
the Leglones Astartes will prove as loyal in future as they did
in the past.”

“Hail the Emperor!”

“Thrax, Inquisitor Ordinary, This day of etc etc... Make a good
copy and then return so that I may seal the despatch”

“Yes, Lord Inquisitor.”

Thrax sat down at the former Chapter Master’s desk. He had a
mind to keep it for his own. The workmanship had a certain naive
charm. The inlay work was particularly fine for a backward world,
such intricate patterns, such a pleasing arrangement of woods
and techplastics. One could almost believe that it all meant
something. His finger idly traced across the surface, following
the line of a swirl and loop...

In Warpspace something stirred. Its name had almost been used.
Soon the Word would be used, and the Way opened. The
summoning was happening. It could feel the drawing together
of power and intent...

Thrax was thinking hard, and now his finger barely moved. The
Chapter Master had been weak, a fool. But the power he had
tapped! Properly used, in the service of the Emperor, conld it
not make him the best, the greatest, of all the Inquisitors? His
finger moved across the desktop again, following the inlay...

Soon... Soon...

Thrax reached the end of the techplastic line. He half-turned
towards something in the corner of his eye. And then he knew...

NOw!

There was a knock on the door. The scribe had returned.
“Inquisitor Thrax, I have the copy of your report, Lord.” His
voice filled with doubt. “Inquisitor... Thrax? My Lord?”
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{ ARK AND
'DANGEROUS IS
THE WORLD;
A PLACE
SEETHING
WITH
CONFLICT.

st themselves, EIf and Dwarf, Dwarf and Goblin,
Goblin and Orc, Orc and EIf. Man, the newest of the races and the most
warlike, exceeds all others in the savagery and length of his conflicts.
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Where no outside enemy exists, Man finds enemies within his own kind.
Empires and Kingdoms rise and fall, each on a bloody tide of battle and
destruction. Ancient hatreds are cherished and rehearsed, polished to a fine
pitch of emnity, and brought out, as if proof were needed, to show that War
is the only course available to a true Man. Old scores are settled and new
causes given credence. An endless circle of war and preparation, called
‘peace’.

The older races are drawn into Man’s wars as hirelings or allies, in search
of advantage or simple loot. Much is laid waste, and little is rebuilt. Fire
and sword leave their black scars across the lands of the World, and in the
hearts of men.

At the borders of the World lies a greater danger than any posed by mortal
enemies. The products of another world, another universe. Released upon -~
this World by misfortune and accident in the long-dead past, the creatures .
of Chaos pour in endless torrents through a rent in the void. They gibber
" along the edges of the World, held back from engulfing everything only at
- bitter cost.
e
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Here are the Chaos Wastes. Here is the natural corrupted to become
Unnatural. Here the very earth rebels against what it has become: trees
moan in eldritch voices, and the rocks scream their hate at an uncaring
sky. Here Chaos gods and Daemons stalk the Earth, destroying and
perverting all in their reach.

Yet this is not enough. Where once the Goblins and their kin worshipped ~ -
the foul gods of Chaos, now Man does the same. The Goblins’ worship

was disorganised and their devotion less than total. In full sight of all -
that Chaos can be and all that it can offer, there are those who turn their -
backs on sanity. Man brings all his vigour and fanaticism to the service -

of the Lords of Chaos. That service brings power, and the fanatical
followers of Chaos find their reward, and Chaos extracts its toll. As minds

twist and warp, so do bodies. Those who follow Chaos are left no vestige -
of Humanity, and become unrecognisable in the service of their Dark -
Powers. Traces of humanity and decency are ruthlessly expunged from
all followers of Chaos. Sanity is always the first casualty.

Many sink into an abyss of despair, mindlessly running and gibbering
with the warped and unnameable beasts of the Chaos Pack. Their fate .
is a minor mercy, for with mindlessness comes oblivion. Some arise as
dreaded and terrible Chaos Lords, the leaders of the Chaos Beastmen
that slanghter and rampage across the Wastes and heyond. A few are so
extreme that they attract the attentions - unwelcome or otherwise - of
the Chaos Powers. These few are elevated, and utterly changed, into
Daemons of Chaos.

But Chaos also gnaws from within, striking at the heart of Man.
Throughout human lands, protected by position and title, wealth and
connections, the hidden servants of Chaos grow in strength and numbers.
Their malign influence is felt everywhere, at the heart of all scheming -
and plotting, as they spread the dark works of their malicious and evil
gods. They labour at the core of humanity, depraving and corrupting all .\
they touch. They work towards the day when the world will be on its
knees before their foul and pestilent gods. Only then will the servants -
of Chaos find their true reward.
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This book, Slaves to Darkness is one half of the two volumes that make up Realm
of Chaos, a supplement for the Warhammer range of games. In it, you’ll find
everything you need for campaigns set in the Chaos Wastes of the Warhammer
World or for discovering the minions of Chaos in the very heart of human society.

On the following pages you will find the most complete and definitive details ever
published on two of the Powers of Chaos, Khorne and Slaanesh. Their abilities, followers, daemonic
underlings, and their dealings with the world of Warhammer are all covered. Full details of the
g magic of Chaos and the foul mutations which warp the bodies and minds of its followers are also

included.

Two more Chaos gods, Nurgle and Tzeentch, are presented in The
Lost and the Damned, the companion Realm of Chaos volume.

The Warhammer Fantasy Battle gamer will find the followers and

%3, creatures of Chaos fully detailed, with example warbands and armies,

and complete notes on creating your own Chaos creatures. Notes
and tips are provided for the modeller interested in creating Chaos
creatures in miniature, and there are also suggestions on organising
battles into narrative campaigns.

The Warhammer 40,000 Gamesmaster will find a complete section
introducing Daemons and the followers of Chaos into WH40K battles,

along with details of the links between Chaos, warpspace and the
threat that unrestrained psychic power poses to the Imperium.

The Warhammer Fantasy Roleplay GM will find full profiles for
Chaos Warriors and Beastmen, which can be used to develop awe-
inspiring NPC followers of Chaos,

Both volumes of Realm of Chaes can be used to create daemonic
armies to fight out epic (and smaller scale) table top battles; they
can help WFRP GMs create villains of staggering evil for roleplaying
games; and they can introduce a new element of horror into any
Warhammer game.

 ABBREVIATIONS

. maisbrevxanans used in this volume are the usual ones used in both game systems, and are listed here for ease of referénce;

i - §
A

_ Attacks characteristic i
- BS  Bow or Ballistic Skill
~ characteristic *

A7 €l Cool characteristic

~ (The) Gamesmaster

_ Initiative characteristic
* Intelligence characteristic

* Leadership characteristi

Movement characteristic
Magic Points -
Strength characteristi
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) WFRP 4,%rhamm|:r Fantasy Roleplay
WH40K Warhammer 40,000 rules ;

- WP Will Power characteristic
WS Peapon Skill characteristic
- PV Points Value (WFB/WH40K)
" Tabletop inches (WFB/WH40K)

- Armour Points (WFRP)

Dexierity characteristic (
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HOW TO USE
REALM OF CHAOS

There are several conventions used in this volume, to avoid the
necessity of repeating certain pieces of information over and over
again. These are:

<=sast GAME RULES otwns-
The information in this supplement is for the Warhammer Fantasy
Battle, Warhammer 40,000 and Warhammer Fantasy Roleplay
rules.

Sometimes rules are given for one system which have no counterpart
in the other, and these are prefaced with WFB, WH40K or WFRP
as appropriate. Where game information is specific to one system,
it is presented in one of two ways:

- As two short items separated by a slash (/). This information
is always represented in the following order:

Warhammer Fantasy Battle and Warhammer 40,000/
Warhammer Fantasy Roleplay.

- As separate subsections headed WFB, WH40K or WFRP as
appropriate.
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*-. DICE Il-o--
As in all Warhammer game systems, Dr is the number resulting from
a roll of one n-sided die: D6, for example, gives a result of 1-6. xDn
is the number resulting from the rolling of x number of n-sided dice:
2D6, for example, can give a result from 2-12. Dn+y or xDn+y are

the same as the previous cases, except that you add y to the result
of the roll. For example D6+2 or 4D6+3.

WARHAMMER FANTASY BATTLE

el PROFILES Motome-

Points Value: This is added onto the end of the WFB and WH40K @ ‘v e
profiles, under the heading PV. Ll \;\

—ovapt TESTS mowsase g
In many parts of this supplement, tests are called for. When a test “Pg¥S
is required, Warhammer Fantasy Battle or Warhammer 40,000 3
players should roll 2D6. If the result is less than or equal to the
indicated characteristic, the test is successful.

Warhammer Fantasy Roleplay players should follow the test
procedure in the main WFRP rulebook

~~ea POISONOUS ATTACKS Poessmn %;Q O
In the Special Rules for a creature, an attack form may be described i LA
Wt
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as poisonous. In some cases, the nature of the poisonous attack is  Adl Hk
given; in others it is not. \@\‘5
4 "l\ :

The general rulc in WFB for poisons is that any poisonous attack
is calculated as having a +1 bonus to the creature’s Strength. For ()~

example, if a creature has a Strength of 4 and a venomous bite, its 0“"
Strength is considered to be 5. This can also be applied to WH40K. @ LPF

Where creatures have poisonous attacks, or a poisonous breath, this o
is specifically mentioned together with a note of the Strength bonus ¢
that applies if this is greater than +1. &

Poisons affect all living creatures, but are useless against undead,

ethereal, daemonic or elemental creatures - although attacks will still m
have their normal Strength value in most cases. Gases and breath % Y Yy
weapons will be completely ineffective against such creatures, of % f;';‘i‘ i
course. 22 QZ‘\»#
'l

WFRP GMs have the following options:

1. If the creature is one that is described in the WFRP Bestiary, §
follow the rules there for its venomous attack form; 1

2. Poisonous attacks cause death or coma in 2D6 rounds unless
the victim makes a successful poison test;

3. Develop your own rules for each poisonous creature, based on | "y
the standard poisons; 3

4. Develop your own rules for each poisonous creature, based on
the nearest creature type from the WFRP Bestiary. For example,
something with a scorpion tail will follow the rules for the Giant ),
Scorpion or the Manticore, as you prefer.
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The Old Slann travelled by means of interdimensional gatcways,
spanning the distances between the stars by travelling through
‘warpspace’, a parallel dimension which connects all points in
the material universe. One of their first tasks upon arriving on
the World was to set up a pair of gateways, one at each pole of
the planet, to allow them to come and go as they pleased.

Warpspace, however, was not an empty void, but was composed
“% of a form of power wholly alien to the material universe. It was
inhabited by entities who were equally alien. As their great ships
travelled through warpspace the Old Slann protected themselves
with powerful enchantments, but eventually something went
dreadfully wrong.

Precisely what happened can now only be guessed. Perhaps the
protective enchantments broke down, or the beings that lived in
warpspace found some way to
overcome them. Or perhaps
the gateways broke down
under the strain of the magical
forces that cycled continually
through them. Whatever
the cause, the gateways
collapsed. Both poles were
destroyed, and permanent
dimensional tunnels were
created between the World
and the void of warpspace.

Among the matter sucked
through into the World
is warpstone, a substance
formed of the condensed and
solidified essence of Chaos.
Warpstone dust rained down
upon the World at the time of
the catastrophe, twisting
many races into strange and
horrible shapes and leading to
the creation of many new
species. The fallout of
warpstone dust was also the
catalyst that stimulated the
development of the Human
race, giving it the versatility
and lust for change that led to the present Human dominance over
many parts of the World. Although few Humans are aware of this,
and fewer still would ever admit it, Chaos has left a lasting mark
on the Human race, and it is among Humans that Chaos finds
its richest source of willing servants.

Many beings from the void chose to send a part of their substance
to the World. Some were comparatively small and weak, while
others were possessed of almost incalculable power. Thus were
born the gods of Law and the gods of Chaos and their daemonic
minions. The natural laws of the matcrial universe affected their
alien substance in many strange ways, giving them forms and
powers which they had not possessed in their home dimension,
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FHE SPREAD OF CHAOS

In the incalculably distant past, the World was visited by the starfaring race known
as the Old Slann. Their degree of scientific advancement caused some of the species
they met with to worship them as gods, while others reviled them as demons. The
Old Slann performed many scientific experiments on the World, and although
=4 the knowledge of their presence is lost in the present day, many of the races which
mhablt the world found their origin in these experiments.

and thcy found that they were able to hold sway over the inhabitants
of the World, and to use them for the furtherance of their own
unfathomable ambitions. There was a constant struggle between
the followers of Law and those of Chaos. The gods of Law were
few and comparatively weak, but their unity made up for their
lack of numbers.

Seven thousand years later, the battle between Law and Chaos
still rages across the face of the World, with most of its mortal
inhabitants caught helplessly in the middle. The dimensional
openings at the poles change constantly, shrinking with the
ascension of Law, and growing as Chaos gains the upper hand.
All the while, a constant strcam of raw Chaos floods through
from the void.

For millennia, the tide of Chaos has ebbed and flowed across
the face of the World. The
worst incident in recent
history was the great
Incursion of Chaos 200 years
ago, when Norsca was
completely overrun and the
Chaos hordes ravaged the
northern parts of the Old
World.

This tide is, however, only a
single aspect of Chaos. It also
acts in subtler ways. Human
agents worm their way into
positions of authority in many
places, and work to further
the ends of their unspeakable
masters... Chaos is a quick
and easy road to power for
those with the daring to take
it; a daring that is always
foolhardy, rash and short-
sighted. Chaos has many
perils, and a terrible price: it
cnsnares and seduces, flatters
and enriches, mutates and
corrupts and, ultimately,
destroys. Those who follow
Chaos willingly do so at the
cost of their sanity, their humanity and their souls.

And in warpspace, the primal void of Chaos, the beings of Chaos
still wait and spread their taint across the Imperium and the
universe. Warp creatures hover around the vulnerable psykers
of humanity, seeking a path into existence through an unprotected
mind. Every psychic is a potential gateway from the void of the
‘Warp, an unwitting agent ot Chaos to be filled with a terrible
power. Only the vigilance of the Emperor’s Inquisition protects
Humanity from the threat within itself.

And even within the Imperium there are the foolish and weak-
minded who turn to the darkness. By embracing the power and

horror of warpspace, all that they desire will come to pass...
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The Marcher Fortress

There, the lands of Slaanesh stretched out below it, was a Fortress
of whimsies and foibles. It was an unlovely thing, stained by war
and victory. Its towers, higher than any palace, wounded the sky.
Its gateways were gaping maws that could swallow and vomit forth
whole armies. Its walls were darkened stone, veined in unnatural
colours and streaked with rotted lime and mortar. Here, at the
Marches of Slaanesh, was the Fortress, a sign of sovereignty, hated
and condemned by Khorne’s bloody-handed worshippers.

Before the Fortress gates stretched a forest of death. From the
walls to the near horizon was the dismal wrack of battle: corpses,
the rusted swords and armour of the fallen, the standards of
Slaanesh and Khorne, all abandoned and forgotten long
centuries ago.

The graves of the fallen had become a rich loam, sucked upon
by the trees of a dark forest. Pierced by tree roots, the dead had
stirred once more, and each branch bore a skull, mildewed and
pregnant with loathing, a macabre and cruel cargo. Only the
ceaseless, horrendous laughter of the trapped shades disturbed
the field. Their fleshless jaws clattered in the still air; the only
reply the creaking of a windmill’s sails and the grinding of
its stones.

Forinthe shadow of the castle a windmill turned, its sails moving
in the still air, and their unclean breeze stirred the tattered flags
of the dead. Within, the grindstones shuddered and groaned, while
between, pinioned and crushed, were the living corpses of the
Jallen, ground to make a rich mortar of blood and bone, sinew
and brains. Thus was the Furtress maintained and strengthened,
its walls held aloft and marked by the power of mortality. Thus
was the field before it harvested.

And in the castle’s mighty halls, its Daemon overlords feasted
and broke bread, in conscious parody of Man’s small amenities.
All this I saw in an instant, and then my vision was swept
onwards. ..

- Liber Malefic. The Book of Chaos Foreseen, Marius Hollseher







The forms taken by the Chaos Powers are many, varied and often wildly bizarre
in the eyes of mortals. The Chaos Powers take different forms for their dealings
with different races, so that it is impossible to say whether the apparent multitude
of Powers are actually distinct entities, or whether they are but aspects of the same
B, being.
me claim that Chaos has spawned an infinite number of gods, who constantly struggle amongst
A\ themselves for mastery over all. Others say that all the apparently diverse gods of Chaos are no
S more than different aspects and manifestations of one being: The Great Unnameable One, He Who

Must Not Be Named, The Great Abomination, The Lord of Chaos, The Unspeakable Shapeless
Beast and numberless other titles.

A Those mortal sages and mystics who dare to theorise and  Although only two gods are dealt with in Slaves to
debate upon the nature of the Beast, succeed only in Darkness, many more are said to exist. Some concern
% attracting the unwholesome attention of the creatures of themselves little with the affairs of mere mortals, while
R Chaos. Many wise men have been carried, alive and others may be Daemons rather than actual deities. The line
screaming, to the charnel houses of the Chaos Hells, there  between seemingly weak Chaos gods and the more powerful
to writhe in endless debate with the flames and the Daemons Chaos Daemons is almost impossible to draw, since
of torment. Daemons are vain creatures and almost every one will

' The true nature of the gods proclaim itself a god if
of Chaos is beyond any (0;1 Lt ttyh:'nk:d that it will
(. } € believed.

comprehension. No mere

mortal can ever hope to You may find it interesting

understand these matters, to invent a god of Chaos to
use in your own battles or

Y and only few dare try. It is
F best not to puzzle too campaign. Using what is
deeply over the Chaos presented in Realm of
gods, or to try to fathom Chaos as a set of
guidelines you can devise

their wars, rivalries and
bickerings. The bulk of the special benefits, spells and
restrictions for a new god’s

#8° population of the Known
), World chooses to hate and Champions, Daemons and
8 other creatures.

fear them without any
If your adventuring is

attempt at understanding -
and with good reason. Yet, based on your collection of
models (as ours is) it is easy

iy, for all this, a few people
V choose to worship the and rewarding to convert
Daemon and creature.

¥ Chaos gods, ignoring their
models. A head-swap, or

inconsistencies and
accepting their mastery in the addition of a tail, horns
and a pair of wings,

the hope of eventual
rewards and a quick road complemented by an
to power. unusual paint job,
Realm of Chaos as a produces a splendidly
whole concerns itself with effective Daemon. The
four individual Chaos ways and appearances of
gods, the great Powers of Chaos are, after all,
Chaos. These are Khorne, endless and diverse.

Mutation is the most

the Blood-God; Slaanesh,
noticeable effect of Chaos,

the Lord of Pleasure;
Nurgle, the Plague God; and Chaos attributes for
such a model can be

and Tzeentch, the Changer
generated randomly using

of the Way. However, in
this chapter of Slaves to the tables given in this

Darkness you will only find details of Khorne and book or chosen as you see fit. The results can form the
Slaanesh. Of the Four Powers of Chaos, these two basis of a new Chaos god and his - or its - followers. A
arc most commonly worshipped in The Empire of unique model always causcs a stir among players, who must

the Old World. then battle with the unknown...
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‘And at the heart of darkness, shrouded and unclear, stand the Powers of Chaos,
locked in a hated lover’s embrace and moving to a ceaseless dance of death in the
souls of the weak. Now one leads and then another in the pavane of evil, a stately
measure played out to the beating of human hearts. The shrieks of the mindless
and the suffering are its joyous melody. Still the gods dance, and their bellows

of delight shake the world.’
SLAANESH

GENERAL: Slaanesh is the Lord of Pleasure, the Power of Chaos dedicated to the pursuit of hedonistic pleasures and the overthrow
ke of all codes of decent behaviour. He reigns in a vast and luxuriously appointed palace in the void, where favoured followers litter the
ERRERED.  floors, indulging themselves in all forms of perverse pleasures of the flesh.

SEYINABAN,  Slaanesh takes the form of a bisexual humanoid, male on the left side and female on the right, with an unearthly, unnatural and almost
N b disturbing beauty. Two pairs of horns rise from his flowing golden hair, and he dresses in a mail shirt fringed with velvet. His right hand
"\\ W%a  holds the magical jade sceptre which is his greatest treasure.

S 3 SYMBOL: The symbol of Slaanesh combines the conventional symbols for male and female, although it is seldom worn openly by his
AR followers. In its place they often wear items of jewellery bearing erotic motifs. Followers dress in robes which are often opened to leave
=R, the right side of the chest uncovered, a requirement of many of the rituals involved in his worship. Pastel and electric shades are the chief colours,
) although white is often used as well. These colours are also sometimes carried over into everyday wear, although they may
be modified to fit in with current fashions. Regardless of any other considerations, all Slaanesh followers wear garb of
sensuously high quality.

Six is regarded as the number of Slaanesh, and this is reflected in many small and large things by his followers.
For example, secret worshippers of Slaanesh will always meet in groups of six (or some multiple of it). The
Daemonettes, the Lesser Daemons of Slaanesh, often fight in units of six as well.

WORSHIP: Slaanesh is not a god of warriors, and his worship is strongest in the cities
of the Old World, especially among the upper classes of Bretonnia and in parts of Estalia
and Tilea. Some worship Slaanesh under his own name, seeing the worship of Chaos
as a supreme decadence, while others worship the Lord of Pleasure unknowingly, under
a variety of names and guises.

The worship of Slaanesh takes the form of great orgies involving every vice and
perversity, and the highest members of his/her cults have altars and shrines concealed
in their homes, which can be taken apart and hidden when not in use. The principle
of indulging every whim and vice makes Slaanesh the most popular of the Chaos
gods among the population of the Old World. It is not uncommon for his worshippers
to spend the holidays of other deities in any orgy of worship for the Lord of Pleasure.

The worship of Slaanesh is not popular among the nonhuman races, although it is not
unknown for some Elves to follow this Chaos god. Unlike many of the other Chaos gods,
the various cults of Slaanesh maintain friendly relations with each other, and a worshipper
of Slaanesh may always be sure of a friendly reception from other
followers in a new town.

FRIENDS & ENEMIES: Slaanesh has a neutral attitude to many
of the gods of Chaos, and is generally too caught up in his own
pleasures to be interested in alliances and co-operation. Particular
enemies are the followers of Khorne, whose helief in pain and
death is completely opposed to Slaanesh’s principle of a life
of unrestricted pleasure. Followers of Nurgle and
Tzeentch, the other two Powers of Chaos, are
subject to Slaanesh’s usual neutral attitude.

CULT REQUIREMENTS & TENETS: All
are welcome in the cults of Slaanesh. The only
requirements are an unswerving dedication to the
pursuit of pleasure and a willingness to explore
every possible vice and perversion to this end.
This must be done regardless of any
conventional codes of decent behaviour or any law. It
is only possible to incur the displeasure of this god by
showing some remaining trace of moral scruples.

SPELL USE: The spells available to followers
of Slaanesh are given in The Magic of
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KHORNE

GENERAL: Khorne is the Blood God, the angry and murderous god of Chaos, one of the great four Powers. His great brass throne
sits upon a mountainous pile of bones - the remains of his followers who have died in battle, and of the many they have killed in his name.
The growing bone pile reflects the success of his worshippers, feeding his glory but never quenching his thirst for blood and death.

Khorne is the Power of Chaos in its aspect of mindless and absolute violence, destroying everything and everyone
within its reach, slaying both friend and foe alike. He is the Huntsman of Souls who drives the great armies
of Chaos before him. His horn sounds in the depths of the Chaos Wastes, urging his followers ever onwards

in search of fresh prey. The gore-maddened followers of Khorne harry beyond the edges of the Known
World, delighting in slaughter by the tainted light of a blood-stained moon. Khorne watches the wild
destruction wrought in his name, and his bellows of rage and delight can be heard echoing across the
void between worlds.

Khorne is commonly depicted as a muscular humanoid figure hundreds of feet tall, sitting on a vast and
weirdly-carved throne of brass, which in turn rests on a mountain of blood-stained bones. He is dressed
in plate armour of a strange and alien design, elaborately carved and worked with a repeating skull motif.
His head is covered by his huge winged helmet, with only a portion of his bestial, snarling face
showing beneath the helm.

SYMBOL: The symbol of Khorne is a skull, the symbol of death. This is often rendered as an X-
shaped rune with a bar across the bottom. His followers favour red, black and brass in their dress and
armour, the hues of blood, death, and Khorne’s own armour respectively.

The number eight is also associated with Khorne, and this is reflected in the organisation of his daemonic
armies and followers. It is also echoed in smaller matters, such as the number of syllables in a
Daemon’s name or the potential number of mutations that it might have.

'WORSHIP: Khorne is worshipped by both dreaded Chaos Warriors and the foul Beastmen which
follow them. He has no temples as such, since he is worshipped on the battlefield. Furthermore,
his followers believe that they would displease him by wasting valuable time building temples and
worshipping in them when they could be slaying in Khorne’s name.

Every life taken by a follower of Khorne increases the Blood God’s power. He looks with particular
favour upon those who take the lives of their friends and allies, and the more death and destruction
a creature has caused, the more welcome it is as a sacrifice to Khorne. Any follower who lets a day
pass without contributing to the bloody-handed slaughter by which Khorne is worshipped will incur
the god’s great disfavour.

In addition to his Human followers, Khorne is worshipped by a number of Chaos Dwarfs,
Goblin Fanatics and Half-Orcs. His thirst for blood and slaughter appeals particularly to
the Goblinoid mentality, and in some cases entire tribes of Orcs and their kin have turned
their backs on their own gods to follow Khorne’s bloody paths.

FRIENDS & ENEMIES: Followers of Khorne have no friends and few long-term
acquaintances - all are soon-to-be sacrifices to Khorne. Even another follower of Khorne
may try at any time to offer their lives to the Blood God! Followers of Khorne may have
allies for a short time, but they are always aware that all other intelligent beings fear and
hate them, and will seek to destroy them at any opportunity.

The followers of Khorne treat Slaanesh worshippers as particular enemies. The two Powers
personify entirely opposing concepts of the nature of Chaos.

CULT REQUIREMENTS & TENETS: The followers of Khorne are all Warriors.
There are few organised cults of Khorne-worshippers. He is worshipped
only in the act of killing, and his followers often fight as individuals, ignoring
bonds of alliance and common faith when it suits them to do so.

The code of Khorne is simple: blood and more blood. The use of spells
or similar powers to cause death ard destruction is abhorrent to him,
and he is unlikely to deal with any creature that has ever used magic.

The only way to gain favour with him is by killing -
enemies or friends, all the dead are equal in the eyes
of Khorne. The only way to incur his displeasure
is by not killing.

SPELL USE: Khorne is opposed to
the use of any form of magic, and does
not grant spells to his followers under any
circumstances. There are no wizards dedicated
to the service of Khorne.
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This prohibition against magic does not extend
to magical weapons, which aid Khorne’s
followers in doing his work.



There are many types of Daemons in the Warhammer World, and not all of them
serve the gods of Chaos. Every deity has some supernatural servants, and the term
) ‘Daemon’ - a being not of the World - is applied to all of them, regardless of their

alignment As might be expected, the forms and powers of Daemons are so varied
that it is virtually impossible to cover them all. In Slaves to Darkness,

wehave cntented ourselves with describing the Daemons of Khorne and Slaanesh.

And behold, a Daemon Lord comes in the

full panoply of battle. At his passing, the

trees gibber their rage and the stones shout

their hate to the uncaring sky. He hunis the
enemies of his Master, for his meat is
mormI ﬂesk and his wine mm:al sm&ls. .

the shape of an axe. Iis song 0
hatred echo forth, and fill the
moaning that stirs the dead. A

hand stand Lesser Daemans, gu

They chomp upon the sh
they have harried, thmwmg‘ mo els af

Behind him wait the Legwns
arrayed in armour fluted an.

gold, brighter than the sun and darfcer han

midnight. Each holds a shrieking sword,

each shrieks in disharmony with his bfade, '

each joins the chorus of Chaos, a promise
of worse than death for those that hear it.
Beneath their feet the earth writhes at

their touch, as if seeking to esoape .

their presence.

Behold, a Daemon Lord comes, and we
are doomed. . '

- Codex Daemonica

For each of the gods of Chaos you will find details of one Greater
Daemon, one lesser Daemon and two Daemonic Servants or
Creatures. If you feel the need for further Daemon types, you need
look no further than The Lost and the Damned, the companion
Realm of Chaos volume, for the Daemons and Daemonic Servants
of Nurgle and Tzeentch. You might like to devise new Daemons of
your own, using the guidelines presented here. Future publications
from Games Workshop will also include rules and profiles for new
Daemon figures when these are produced by Citadel Miniatures
from time to time.

~~awl TYPES OF DAEMON Mo

There are three broad categories of Daemon presented in this chapter:
Greater Daemons, Lesser Daemons and Daemonic Servants (or
Creatures). Each have their own powers, limitations and purposes
in serving their only master - their god of Chaos.

Greater Daemons are the mightiest of a Chaos god’s followers and
are rightly feared as such. They are second only to their Chaos god
in power, and have authority over all the other Daemons that serve
the same god. They are haughty, arrogant and malicious to a point
beyond mortal comprehension.

The Lesser Daemons of a Chaos god are smaller and, by comparison,
weaker beings. They are the most common type of Daemon in the
service of a god, and form the rank-and-file of every daemonic army.
They too are malicious, though their malice is of a petty order when
compared to that of a Greater Daemon.

Daemonic Servants or Creatures are the lowest type of Daemon
and the least intelligent of the daemonic creatures presented here.
As a group they are further divided into Steeds and Hunting Beasts,
and are often used as riding animals, messengers, hunting ‘dogs’ and
for similar tasks. Daemonic Servants are often granted to other
Daemons and, occasionally, a god’s more powerful followers.

Three other types of Daemons are dealt with in this volume: Daemon
Princes, Daemonic Familiars and Independent Daecmons.

Daemon Princes are among the most varied and powerful of a god’s
servants. They are all former Champions of Chaos who have been
‘elevated’ 1o the status of Daemons by the patron Chaos Power.
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DAEMON PACIS &

The powers and appearances of Daemon Princes vary cons1derably,
alegacy of the rewards and attributes the Prince accumulated during
his mortal life. While their malice is acquired rather than natural,
it is every bit as great as that of any other Daemon. Daemon Princes
can also create their own hierarchies of power by sponsoring
Champions of Chaos to Daemonhood. The Followers of Chaos (p35)
includes a full description of the process of creating and using Daemon
Princes in all Warhammer games.

Daemonic Familiars are the smallest and weakest of daemonic
creatures, and are usually servants to powerful magicians. They can
be granted as permanent servants, to the mortal followers of some
Chaos gods and need not be summoned anew each time they are
required. Full details of the various subtypes of Daemonic Familiar
?nd tpl:;; powers and uses can be found in The Magic of Chaos
see .

Independent Daemons are not the servants of any one Chaos god,
but are their own masters. They may, however, join forces with the
Daemons of a particular god if this suits their plans. Of all the
Daemons in the Warhammer World, these are the most unpredictable
and consequently often the most dangerous. They range in power
from little more than Lesser Dacmons to Greater Dacmons and

possibly beyond.

DAEMON PACTS

Many Greater Daemons have pacts which allow them to call on their
fellows in extremity. No Daemon will call on its pact-ailies lightly
- the favour must be returned at some time in the future. However,
a Greater Daemon reduced to its last Wound will call on any
reinforcements it can. Any pact-allies the Daemon has may or may
not render any actual assistance when called on, but will eventually
revenge the Daemon after it has been slain and banished to the Void.
If a pact-ally is called during the course of a battle a D6 should be
rolled and the following table consulted (any creature appears in D6

Servitor Lesser Daemons and Steeds must always obey their master’s
call; servitor Hunting Beasts ignore the call 25% of the time.

No Daemon will put itself in danger on behalf of a pact-ally, nor
will it lower itself to do anything that it considers beneath its dignity.
Most Daemons are extremely conscious of prestige, and will not allow
their pact-allies to use them as servitors.
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These are always Greater Daemons of equal rank to their caller. A
Greater Daemon has a 90% chance of having D3 pact-allies and,
at your discretion, these need not all follow the same Chaos god.
However, they could not follow opposed deities. A Greater Daemon §
of Khorne, for example, couid have Daemons of Nurgle or Tzeentch §
as pact-allies, but could not call upon a Daemon of Slaanesh as an ally.

—svantf SERVITOR Resssan
Lesser Daemons are always the approriate type for the Chaos god

of the Greater Daemon. The number of Lesser Daemons in service (-l

to a Greater Daemon is the same as the Chaos god’s number (eight
for Khorne, six for Slaanesh) or D6. If you wish, there is a 50%
chance that the Lesser Daemons will have Daemonic Steeds as
mounts.

Hunting Beasts are the appropriate type of creature for the Daemon’s
Chaos god. These appear in packs of the Chaos god’s number or
D6 beasts.

Summoned Servitors: A Daemon may summon its servitors as if
by means of a daemonic magic Summon spell. Summoning servitors
is an inherent ability in all Daemons, and they are free of the normal
spellcasting requirements.

DAEMONS AND MAGIC

Spells: Some Daemons have the ability to use magic. The Daemon’s (%%
description includes all details of the spells that it can cast, along
with any other special rules and conditions that apply. Daemonic
Servants may not cast spells.

Magical Items: Details of any magic items that may be in a Daemon’s
possession are given in The Magic of Chaos (p67).

THE ‘SLAIN' DAEMON

When a Daemon is ‘killed’ in the material world, it is not truly
destroyed, but banished to the void, where it must remain for 1000
years and a day. The Daemon vanishes immediately together with
all its equipment unless the GM rules that it deliberately leaves one
or more items behind.

The loss of face involved in ‘dying’ is considerable, and the Daemon

is forced to endure the mockery of its fellows until it can avenge itself.
It will call upon any servants and tributary Lesser Daemons to help
it with its revenge, and pact-allies will co-operate in any scheme of
vengeance. When it is completely healed, the Daemon is able to return
to the material world and take its revenge in person.



All Daemons are subject to
restrictions and special rules. The

& following apply to all Daemons

and Daemonic Servants:

1. INVULNERABILITY TO
NORMAL WEAPONS
Daemons cannot be harmed except by magic
weapon attacks. All magical weapons and spells
have full effect. Daemons can be harmed by
attacks from other daemonic and Chaos creatures
and elementals (Daemons and Chaos creatures are
made of the same stuff of Chaos). They can also
be harmed by chill attacks from Vampires and

other ethereal creatures.

2. MAGICAL ATTACKS
All a Daemon’s attacks are magical, regardless
of any weapon it wields. A Daemon’s attacks have
full effect against creatures which can only be
affected by magic weapons, such as ethereal
creatures and other Daemons. No saving throw
is allowed for creatures suffering damage from

'J. a daemonic attack.

3. INSTABILITY
:  Daemons are subject to instability. See WFB p206
or WFRP p215.

4. PSYCHOLOGY
Daemons are not normal living creatures. They
- are subject only to psychological effects caused
by a higher ranking Daemon or a deity. Daemons
can ignore the psychological effects of their equal
or lower ranked fellows.

Greater Daemons only suffer psychological effects
caused by gods.

Lesser Daemons only suffer psychological
effects caused by a god and/or any and every
Greater Daemon.

Daemonic Servants (Steeds and Creatures) only
suffer psychological effects caused by gods and
Greater and Lesser Daemons.

5. SPELL CASTING

. Some Daemons have the ability to cast spells, as
given in the relevant description. A Daemon which
. can use magic does so without expending magic
points, and always succeeds in casting the

intended spell.
6. SAVING THROWS

Daemons are normally considered magically
. vulnerable targets. However, in the Chaos Wastes
and on daemonic battlefields their enhanced
powers may be able to overcome magical
; onslaughts. Daemonic saves and the use of
daemonic power points to augment these are dealt
with in Daemonic Saving Throws (p74).

7. FLYING
Some Daemons have wings and the ability to fly,
as given in its description. If a Daemon can fly
it has the following flight profile:

Minimum speed: 0”
Maximum speed: 32"
Acc/dec: 8"

WFRP: Daemons fly as swoopers.

8. BASE SIZES
Greater Daemons are mounted on 40mm x 40mm
bases or as appropriate for larger models.

Lesser Daemons are mounted on 25mm x
25mm bases.

Daemonic Creatures are mounted on 25mm x
50mm bases.

9. CHAOS ATTRIBUTES
A player using a Daemon during a game must
generate any random characteristics or Chaos
attributes for that Daemon under the supervision
of the GM. This can be done before the game,
or when the Daemon is brought onto the table.

Daemons may have a number of Chaos attributes
equal to their patron Chaos god’s associated
number. Thus a Daemon of Slaanesh may have
up to six attributes, a Daemon of Khorne, eight.
These are determined using the Personal Attribute
Tables in The Mark of Chaos (pll4).

A Daemon need not have the maximum number
of attributes or any at all. You can decide how
many attributes it has. However, once a result has
been generated using the table it must be applied,
whether favourable or not. Attributes may be
retained or determined afresh on each appearance
of the Daemon.

Chaos attributes for units of Daemons can be
generated and applied equally to each model or,
if you wish, you can determine mutations for each
model separately.

10. COMPETITION
During competition games players must use the
Daemon profiles and rules as given. In non-
competition battles players may add colour and
interest to Daemons by randomly generating
Chaos attributes up to the limits given in 9 above.

~11. FEAR AND TERROR
All daemons cause fear (and terror in WFRP)
to a greater or lesser degree, as shown by the
chart below:

Effect on Living creatures

Daemon Under 10 i

feet tall Larger
Greater Fear 12" 43/ Fear 12" +2/
‘ Terror Terror .
Lesser/ L
Servant Fear 6" +1 Fear
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Virtually all Daemons take great care to keep their true names a secret. Only the
Arch Daemons, who need not fear domination by any other creature,
do not bother to hide their true names. Therefore, by definition, a Daemon who
does not hide its true name is powerful enough to ignore any summoning or strictures

¢ true name of a Daemon is often completely alien and very nearly unpronounceable. Knowledge

of a true name grants power, and gives some leverage when it comes to dealing with a Daemon.
As a consequence, 2 Daemon will never voluntarily reveal its true name, nor can it be commanded
to do so except on pain of utter and total destruction. Most Daemons will, however, reveal the true
name of another Daemon, providing that it knows any names (but it may lie about this and ‘make
some up’), the name in question belongs to a Daemon that is weaker than it is, and a suitable reward
for this service is offered. At the very least, this reward will be release from any binding or summoning.

Other sources of Daemon’s names are books and tomes of
daemonological lore or the notes of a Daemonologist. All these will
be written in obscure and coded ways to keep such knowledge away
from the foolish, unwise or weak.

WFRP: Not knowing a Daemon’s true name gives a -25% penalty
to the chance of controlling it. In addition to being written in Arcane
Language - Daemonic, correctly puzzling out names that are present
in a text also requires an Infelligence test. The GM should make this
test in secret. Success means that the name has been correctly
deciphered; failure indicates that the character has translated the name
wrongly, has mistaken an inflection or otherwise made a error. A
Daemon will still answer to this ‘wrong’ name but will not, of course,
bother to correct its summoner. The mistranslated name grants no
benefit to the character in dealing with the Daemon.

As a result of keeping their true names secret, Daemons use a number
of false names and titles. These vary for a single Daemon, according
to mood or circumstance: Pinchbottle, Maeltranseer, The Inescapable
Defiler of the Way, The Silent Enemy or whatever. Daemons will
apply such ‘use-names’ to themselves as they think fit or as amuses

them. Daemons with the power to change shape are not above such
elementary practical jokes as changing their names to match their
latest form. Such use-names are not important to a Daemon, as they
give no benefit to anyone who knows them.

The use-name of a Daemon will often reflect its nature. The Blood-
letters of Khorne, for example, have use-names such as Fluxgore,
Skullsucker, The Render of Limbs, The High-handed Slayer of
Innocence and the like. On the other hand, the Greater Daemons
of Slaanesh have names and titles such as the Puissant Giver of
Indescribable Pleasure, Rutwobble, The Lurking Despoiler and The
Bringer of Joyous Degredation. Examples of titles are given in the
relevant sections for Chaos Daemons, and these can be used as
inspiration.

The tables below randomly generate individual Daemon names, but
we suggest that you use it to generate elements of the name, and then
arrange them (with any linkages you like) to give the final name for
the Daemon. A Daemon’s self-awarded titles are best assigned by
you, as these will depend on when and where the Daemon appears.
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The number of elements in a Daemon’s name depends upon the : i ie Roll 06)
number associated with the Chaos god it serves. Furthermore, the 3:»: (;{m}] First Dmm‘ e
more powerful t