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n The air is thick with the smell of rot as your warband travels through the seemingly endless 

swamps. Nurgle’s priest promises safe passage through the muck and mire in exchange for protection 
from enemies, cackling as your warriors trudge through the slime. 

Deployment zones: 6” from the opposing table edges

Turns: The game ends when the Plague Priest is off the table or slain. Otherwise the 
game lasts 4 turns.

Deployment:
Players roll off at the start of the game. The player with the highest roll chooses a 
table side and whether they or their opponent deploys first. Players then take turns 
deploying units until all units are deployed. The player who finishes deploying first 
takes the first turn. The player who finishes deploying last may also place their 
Monolith anywhere on the board. 

SPECIAL CONDITIONS:

The Garden - It’s hard to tell what is worse, the foetid stink of the swamp or the 
clinging mud and goop.

Roll for each unit at the start of the movement phase, on a 4+ that unit is -1 M for 
that turn. Followers of Nurgle and the priest’s escort are immune to this condition.

Sickly servant - Rotten and cackling, the priest of Nurgle promises your warband a 
safe way out of the Garden as long as you protect him from his enemies.

A Plague Priest is deployed in the centre of the table. A model moving into base 
contact with the Priest becomes their escort. The escort and the Priest move 
directly towards the nearest table edge, using the escort unit’s M value as normal. 
If the escort is slain, the model that killed them becomes the new escort. Players may 
choose to attack the Priest, using the profile below.  Leaving the table edge with the 
priest or slaying the Priest ends the game. 

   M WS BS S T W I A  LD Save
Plague Priest  4 3 3 4 4 1 3 1 7 4+
Cloud of Flies: -1 to hit



VICTORY POINTS

Ties will be resolved by the GMs.

The winning player rolls a Reward for their Champion (re-roll mutations)
The losing player rolls a Mutation for their Champion

Escorting the Plague Priest off the board  VICTORY

Champion survives the game    50
Enemy Champion is slain     50
Each enemy follower unit slain    50
Champion slays an enemy Champion    100

Khorne
Champion slays a follower of Slaanesh   10 (per model)
Champion slays a Champion of Slaanesh   100

Slaanesh
Champion slays a follower of Khorne   10 (per model)
Champion slays a Champion of Khorne   100

Tzeentch
Champion slays a follower of Nurgle   10 (per model)
Champion slays a Champion of Nurgle   100

Nurgle
Champion slays a follower of Tzeentch   10 (per model)
Champion slays a Champion of Tzeentch  100
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Magical energies surge around your warband as the land itself moves to Tzeentch’s designs. 

Deployment zones: 6” from the opposing table edges

Turns: The game lasts 4 turns

 
Deployment:
Players roll off at the start of the game. The player with the highest roll chooses a 
table side and whether they or their opponent deploys first. Players then take turns 
deploying units until all units are deployed. The player who finishes deploying first 
takes the first turn. The player who finishes deploying last may also place their 
Monolith anywhere on the board. 

SPECIAL CONDITIONS:

Changer of Ways - The tide of battle swings as warbands find themselves cast about 
at Tzeentch’s whims 

At the start of each round, players roll a D6 for each unit in their warband 
(including Champions). On a roll of 1or 2, the unit is transported to the nearest 
floating hill. If a unit cannot be physically placed, ignore this result.

If a unit is already on one of the hills and rolls this result, it is placed back on the 
ground 2D6” away in a random direction.  

This movement can move units into base contact with enemy units. If this happens, 
the unit that moves counts as charging. 

Magical Energy - the Lord of Sorcery blesses all with increased power, as their minds 
and bodies are infused with roiling energy. But these increased abilities come at a cost.

All spell casting is at +2 for the entire game. If a Champion miscasts, do not roll on 
the miscast table. Instead roll a new mutation immediately, using the appropriate 
table. 



VICTORY POINTS

Ties will be resolved by the GMs.

The winning player rolls a Reward for their Champion (re-roll mutations)
The losing player rolls a Mutation for their Champion

Champion survives the game    50
Enemy Champion is slain     50
Each enemy follower unit slain    50
Champion slays an enemy Champion    100

Khorne
Champion slays a follower of Slaanesh   10 (per model)
Champion slays a Champion of Slaanesh   100

Slaanesh
Champion slays a follower of Khorne   10 (per model)
Champion slays a Champion of Khorne   100

Tzeentch
Champion slays a follower of Nurgle   10 (per model)
Champion slays a Champion of Nurgle   100

Nurgle
Champion slays a follower of Tzeentch   10 (per model)
Champion slays a Champion of Tzeentch  100
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and a single watchtower. This has been the site of countless battles over the last 40 years (and 
perhaps centuries!). Khorne demands your warband fight, slay their enemies and die again and again 

for his amusement. 

Deployment zones: 6” from the opposing table edges

Turns: The game lasts 4 turns

 

Deployment:
Players roll off at the start of the game. The player with the highest roll chooses a 
table side and whether they or their opponent deploys first. Players then take turns 
deploying units until all units are deployed. The player who finishes deploying first 
takes the first turn. The player who finishes deploying last may also place their 
Monolith anywhere on the board. 

SPECIAL CONDITIONS: 

Desperate for Conquest - The Blood God demands your warriors give their lives again 
and again. 
All models slain in this scenario are brought back on to the table at the start of 
the player’s next turn. Victory points are still awarded for every unit slain - keep a 
record of these points throughout the game. 

Indiscriminant  Bombard - The forges of Khorne churn out a constant supply of 
strange and daemonic armaments, none more horrific than the Daemon Cannon. The 
armourers often turn these weapons on friends and foe alike.
A single Daemon Cannon is deployed on the watch tower at the start of the game. It 
has the following profile, and is crewed by 3 chaos dwarfs. If targeted by a spell or 
attack, the cannon will move towards the nearest model / unit and charge if 
possible. 

In the shooting phase the cannon will target the nearest model, roll off if two or 
more targets are at the same range. 

   M  WS BS S T W I A LD Save
Daemon Cannon       6        4 4 5        4        3       3         3      10 4+

Shooting attack: Range 36”, S6 / -2 Save / D4 wounds per hit



VICTORY POINTS

Ties will be resolved by the GMs.

The winning player rolls a Reward for their Champion (re-roll mutations)
The losing player rolls a Mutation for their Champion

Slaying the Cannon     100

Champion survives the game    50
Enemy Champion is slain     50
Each enemy follower unit slain    50
Champion slays an enemy Champion    100

Khorne
Champion slays a follower of Slaanesh   10 (per model)
Champion slays a Champion of Slaanesh   100

Slaanesh
Champion slays a follower of Khorne   10 (per model)
Champion slays a Champion of Khorne   100

Tzeentch
Champion slays a follower of Nurgle   10 (per model)
Champion slays a Champion of Nurgle   100

Nurgle
Champion slays a follower of Tzeentch   10 (per model)
Champion slays a Champion of Tzeentch  100
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Visions of glorious treasures tempt your warband to approach Slaanesh’s temple. The Prince of 
Chaos is fickle with their boons, but the rewards are often worth the risk. 

Deployment zones: 6” from the opposing table edges

Turns: The game lasts 4 turns

 

Deployment:
Players roll off at the start of the game. The player with the highest roll chooses a 
table side and whether they or their opponent deploys first. Players then take turns 
deploying units until all units are deployed. The player who finishes deploying first 
takes the first turn. The player who finishes deploying last may also place their 
Monolith anywhere on the board. 

SPECIAL CONDITIONS:

Tantalising Rewards: The very air itself whispers promises of glory and riches. The 
rewards of the mortal plane are fleeting, as is the attention of Slaanesh.

All character models must test LD or move directly towards the treasure trove in 
the centre of the board. If this movement brings them into contact with enemy 
models they count as charging and will fight in the combat phase. 

Once in contact with the treasure trove, the player may roll on the Random Magic 
Item table. They may choose to resist the urge to claim a reward from the trove by 
making a successful LD test. Once a character has an item, they are no longer 
compelled to approach the treasure.

FIckle Indifference: Rewards are not always as beneficial as they seem, and the god of 
Pleasure is quick to torment even his most favoured followers for his own 
amusement. 

See the GMs at the conclusion of the game to determine further boons from 
Slaanesh.



VICTORY POINTS

Ties will be resolved by the GMs.

The winning player rolls a Reward for their Champion (re-roll mutations)
The losing player rolls a Mutation for their Champion

Champion survives the game    50
Enemy Champion is slain     50
Each enemy follower unit slain    50
Champion slays an enemy Champion    100

Khorne
Champion slays a follower of Slaanesh   10 (per model)
Champion slays a Champion of Slaanesh   100

Slaanesh
Champion slays a follower of Khorne   10 (per model)
Champion slays a Champion of Khorne   100

Tzeentch
Champion slays a follower of Nurgle   10 (per model)
Champion slays a Champion of Nurgle   100

Nurgle
Champion slays a follower of Tzeentch   10 (per model)
Champion slays a Champion of Tzeentch  100
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patron!

Deployment zones: 6” from the opposing table edges

Turns: The game ends when the Giant is slain. Otherwise the game lasts 4 turns

 

Deployment:
Players roll off at the start of the game. The player with the highest roll chooses a 
table side and whether they or their opponent deploys first. Players then take turns 
deploying units until all units are deployed. The player who finishes deploying first 
takes the first turn. The player who finishes deploying last may also place their 
Monolith anywhere on the board. 

SPECIAL CONDITIONS:

The Beast: The ruins of a once mighty fortress are now home to a brutal and savage 
Chaos Giant. This mutated creature thrives on battle and will defend its lair 
viciously. 

M  WS BS S T W I A LD Save  
7         3 3        8 7 7 4 - 8 5+

The Giant will move directly towards the nearest model at the start of each 
player’s turn. If it is in range, it will charge. Instead of the normal random giant 
attacks, it makes the following attack 

Pick Up And Throw: roll to hit as normal. Any models hit are thrown 2D6” in a 
randomly determined direction. If this would take them though any models or 
terrain, they stop in contact with the terrain or unit and take 2D6 S8 hits, with no 
armour saves. Models hit by a thrown model also take D6 S8 hits, but may take 
armour saves as normal. 

Enduring Horror: Enraged by this attack, the Beast hears the call of the Gods…

See the GMs at the conclusion of the game



VICTORY POINTS

Ties will be resolved by the GMs.

The winning player rolls a Reward for their Champion (re-roll mutations)
The losing player rolls a Mutation for their Champion

Slaying The Beast     VICTORY

Champion survives the game    50
Enemy Champion is slain     50
Each enemy follower unit slain    50
Champion slays an enemy Champion    100

Khorne
Champion slays a follower of Slaanesh   10 (per model)
Champion slays a Champion of Slaanesh   100

Slaanesh
Champion slays a follower of Khorne   10 (per model)
Champion slays a Champion of Khorne   100

Tzeentch
Champion slays a follower of Nurgle   10 (per model)
Champion slays a Champion of Nurgle   100

Nurgle
Champion slays a follower of Tzeentch   10 (per model)
Champion slays a Champion of Tzeentch  100
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Deployment zones: Each player deploys their champion on a any table edge, at least 
6” from any other champion. 

Turns: TO THE DEATH

 

Deployment:

Players roll off at the start of the game. Players deploy their champions starting 
with the highest roll. 

SPECIAL CONDITIONS:

Only the Worthy: Guided by their patrons and visions of ascension, your champion 
leaves their followers to do battle directly with other champions

Deploy only your champion for this game.

Beseech The Gods: With pride and victory on the line, the champion may call upon 
their God directly for intervention. 

Players may make any number of rerolls throughout this game without GM approval 
as their Patron intervenes directly on behalf of their champions. If the rerolled 
result is a failure, the champion immediately gains a Chaos Mutation. This may 
trigger them to be transformed into a spawn as soon as the conditions are met.

Immortal Servants: The Gods task their servants to participate in the battle. 

Ask the GMs

There can be only one: Only one champion will leave the field of battle and claim 
victory. 

For each champion they slay, your champion gains a reward roll immediately. Re-roll 
any mutation results. Champions are transformed into Daemon Princes as soon as 
they have 6 rewards. Champions become Chaos Spawn as soon as they have 6 
mutations. 



VICTORY POINTS

First champion to ascend to Daemonhood  VICTORY
Last champion surviving    VICTORY

Each enemy follower unit slain    100
Champion slays an enemy Champion    100

Khorne
Champion slays a follower of Slaanesh   100 (per model)
Champion slays a Champion of Slaanesh   100

Slaanesh
Champion slays a follower of Khorne   100 (per model)
Champion slays a Champion of Khorne   100

Tzeentch
Champion slays a follower of Nurgle   100 (per model)
Champion slays a Champion of Nurgle   100

Nurgle
Champion slays a follower of Tzeentch   100 (per model)
Champion slays a Champion of Tzeentch  100


