Chaos renegades

A 40k codex

By Jake Teague

Introduction:

The Imperium's greatest enemy is, despite all the alien enemy’s they have, the forces of chaos. Their gods corrupt every thing, they decimate planets, obliterate souls. The army's of chaos is comprised of 3 different ranks: you have your mutants (the cannon fodder), the gods chosen (the champions), and you have the renegades (the foot sloggers, and in case you haven’t noticed is what this codex is about).

This codex is comprised of Games Workshops Chaos space marine codex, their Imperial guard codex, a small amount of the Space wolves codex, and a unnamed hero who write the Hordes of chaos codex (check it out on the internet). It takes the aspect of, not the possessed insane chaos champions or the mutant underlings, the actual troops of the armies of chaos. So there you have it, a brief into to this army.

PPM=points per model

CCW= close combat weapon

Special rules:

Chaotic attributes: Troop, and fast attack units may select 1 chaotic attribute, elites may select 2, and HQ's may take 3 (unless specified).

Chaos daemons: All daemon by default have a 5++ (may differ in profile), are fearless, must deep strike at the beginning of the game, and may assault when they do so (but cant shoot or run), and have power weapons

Instability: Daemons rely on each other to stay in the real world, so if a squad of daemons suffer 25% or more casualty’s then they must take a LD test. If passed nothing happens, if it fails then the squad takes wounds by how many points it failed by, with no save (not even a ++).

Jealous gods: As the gods are jealous, If your HQ takes a mark, then at lest 25% of your army has to have the same mark and 1 troop choice. Also, you can only take daemons if they corresponded to the same mark as your HQ.

Marks of chaos: These rules correspond to the mark they have taken: Khorne: +1 A ,+1 WS. Nurgle: +1 T, -1 I, feel no pain. Slaanesh: +2 I. Tzeentch: ++5 or +1 to existing invulnerable.

Summoning icon: If a daemon unit deep strikes within 6'' of an icon, then they dont scatter when they do so.

Herald: For every Herald you have in your army, you can take a squad of 5 daemons (corresponding to their mark) which would have otherwise been locked, Also, every turn roll a dice like with reserves and if it passes, instead of moving, shooting and assaulting, he may spawn 3d6 daemon models (corresponding to their mark) that must be within 2'' of him. They cannot move or shoot, but may assault, These models are free and are not part of your army list, but under your control. After you have done this, roll a LD test. If passed, nothing happens. If failed, immediately remove him from the game, with no saves or anything.

Wargear:

Ranged weapons:

Autocannon: 48'' S7 AP4 heavy 2

Autogun: 18'' S4 AP- assault 1

Auto pistol: 12'' S4 AP- pistol

Boltgun: 24'' S4 AP5 rapid fire

Bolt pistol: 12'' S4 AP5 pistol

Combiweapons (bolter with combi: plasma, melta, or flamer): Combiweapons give 1 shot per game of the listed combi options. In a turn you can fire either the bolter of the combi option

Demolisher cannon: 24'' S10 AP2 ordinance 1

Flamer: Template S4 AP5 assault 1

Heavy bolter: 36'' S5 AP4 heavy 3

Heavy flamer: Template S5 AP4 assault 1

Lasgun: 24'' S3 AP- rapid fire

Lascannon: 48'' S9 AP2 heavy 1

Las pistol: 12'' S3 AP- pistol

Melta gun: 12'' S8 AP1 assault 1, melta (melta guns roll 2d6 for armour penetration)

Missile launcher: Pick which missile you wish to fire:

Frag: 48'' S4 AP6 heavy 1, blast

Krak: 48'' S8 AP3 heavy 1

Multi melta: 24'' S8 AP1 heavy 1, melta

Plasma cannon: 36'' S7 AP2 heavy 1, blast, gets hot!

Plasma gun: 24'' S7 AP2 rapid fire, gets hot!

Plasma pistol: 12'' S7 AP2 pistol, gets hot!

CCW:

CCW: See 40k rulebook

Lightning claws: See 40k rulebook

Power fist: See 40k rulebook

Force weapon: See 40k rulebook

Chaos weapon: They are power weapons which give the following abilities to the following mark:

Nurgle: poisoned on 4+

Khorne: +x A (add 1 attack for every model he killed last turn)

Slaanesh: Becomes I7

Tzeentch: Forces enemy to re-roll passed saves.

Daemon weapon: They are chaos weapons which give the following abilities to the following mark:

Nurgle: Every unsaved wound results into another wound with no save allowed

Khorne: +2 strength

Slaanesh: +1 A for every point the I is over the opponents

Tzeentch: Force weapon plus forces enemy’s to re-roll passed ++

At the beginning of each of your turns, roll a d6:

1: the bearer is sucked into the weapon and is removed from play

2-5: nothing happens

6: the powers of chaos flow through the bearer and for the rest of the game don't roll on this chart and re-roll to hit and wound for the rest of the game.

Armour:

Flak jacket: 5+ armour save

Power armour: 3+ armour save

Terminator armour: 2+ 4++ saves, relentless, cant do sweeping advances.

Chaos armour: 2+ 6++ save

Tanks:

Searchlight: Ignores the effect of night fighting

Extra armour: Makes stunned results shaken

Chaos attributes:

The cost of the attribute is listed next to it (first value for independent characters, second for units (points per model) if there is no second value then units may not take them), then the ability:

Additional limbs (5/2): +1 A

Huge fat (Nurgle only) (20): Eternal warrior

Hooves (Slaanesh only) (10/4): Fleet of foot

Possessed rage (Khorne only) (15/5): +2 A when charging instead of 1, counter attack

Razor sharp claws (15/4): Rending

Regeneration (30): At the end of each of your turns in which the model has taken a wound, roll a d6. On a 5+ it regains the lost wound (cannot go over the set amount of wounds). This may not be used if the model was killed

Teleport (30): In the movement phase (instead of moving) the model may op to teleport. Move the model 24'' to any where on the board (thats not off the table, on enemy models, or in impassible terrain). It then scatters 1d6 as if it has done deep strike (following mishaps if needed). A teleporting model may shoot or run, but not assault. You may not use this ability twice in a row (one per 2 turns).

Tentacles (10/3): The model/s have d3 S3 AP- attacks in close combat at the I of the model. In a unit roll once and apply number to all of them

Warp aura (Tzeentch only) (15/6): 5++ or +1 to the existing invulnerable

Vampyre (45): For every unsaved wound it deals, it regains 1 (cannot go over the set amount of wounds).

Psychic powers:

Doom bolt: This power is used at the beginning of the shooting phase: 18'' S4 AP3 assault 3

Warp time: This power is used at the beginning of either players assault phase: If passed, you may re-roll to hit and wound for that turn.

Gift of chaos: This power is used at the beginning of the shooting phase: Find a non vehicle model that is within 12'' of the psyker and roll a d6. If it scores over the victims T (1 is always a fail, 6 is always a pass) then remove the model from play (after invulnerables have been taken).

Bolt of change (Tzeentch only): This power is used at the beginning of the shooting phase: 24'' S8 AP1 assault 1

Nurgle's rot (Nurgle only): This power is used at the beginning of the shooting phase: Template SX assault 1 (poisoned 4+), vehicles suffer a glancing hit on a 4+.

Lash of submission (Slaanesh only): This power is used at the beginning of the shooting phase: Pick a non vehicle model visible to the psyker within 24''. The target is moved 2d6 by the chaos player and if not affected by difficult terrain. Dangerous terrain tests taken as normal. You may not move the model off the table, into impassible terrain, or within 1'' of an enemy. After the model has been moved, it must take a pinning test.

Forces of Chaos:

HQ

Usually at the head of a renegade warband, chaos Lords are blessed by the powers of the gods, and is given immense power in the form of mutations and abilities.

Points: 100

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Chaos Lord
	6
	5
	4
	4
	3
	5
	3
	10
	3+/5++


Unit type: Infantry

Number/squad: 1

Wargear: Power armour, bolt pistol or boltgun, CCW, frag and krak grenades

Special rules: Fearless, independent character, 6++, chaos attributes

Options:May take 1 of the following: Mark of Khorne (15), Mark of Nurgle (25), Mark of Slaanesh (15), Mark of Tzeentch (20)

May replace his bolt pistol/ boltgun with: Plasma pistol (15), combiweapon (plasma, flamer, melta) (10), plasma gun (15), flamer (5), melta gun (10), twin linked bolter (3)

May replace his CCW with: Power sword (15), power fist (25), single lightning claw (15), pair of lightning claws (20), chaos weapon (30), daemon weapon (45)

May replace his power armour with chaos armour (20)

May take any of the following: Jump pack/ wings (25), bike (30)

May take any of the following: Melta bombs (5), summoning icon (10)

May instead replace all wargear (except marks) with terminator armour a twin linked bolter and: a power sword (35), a power fist (45), single lightning claw (35), pair of lightning claws (40), a chaos weapon (50), a daemon weapon (65). May replace twin linked bolter  with: a combiweapon (plasma, flamer, melta) (5), a heavy flamer (10)

May take a summoning icon (10)

May take 3 chaos attributes

When Imperial guard Commissionars turn to chaos, they bring the entire force with him too, giving more play things for the gods. Taking extreme measures to so the love of their gods, they sacrifice guardsmen to them, in hope of more 'blessings'.

Points: 60

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Renegade Commissionar 
	5
	4
	3
	3
	2
	4
	2
	9
	4


Unit type: Infantry

Number/squad: 1

Wargear: Carapace armour (4+), lasgun or las pistol, CCW, frag grenades

Special rules: Independent character, chaos attributes

Options:May take 1 of the following: Mark of Khorne (15), Mark of Nurgle (25), Mark of Slaanesh (15), Mark of Tzeentch (20)

May replace his lasgun/las pistol with: Autogun/ auto pistol (3) Plasma pistol (15), combiweapon (plasma, flamer, melta) (10), plasma gun (15), flamer (5), melta gun (10), bolter/ bolt pistol (5)

May replace his CCW with: Power sword (15), power fist (25), single lightning claw (15), pair of lightning claws (20), chaos weapon (30)

May take any of the following: Krak grenades (5), summoning icon (10)

May take 3 chaos attributes

Being given the power of the entire warp can usually turn a mortal man insane, but with the will power of a marine, it can be harness power beyond belief.  Chaos sorcerers have that power...

Points: 100

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Chaos Sorcerer
	5
	5
	4
	4
	2
	4
	2
	10
	3+/5++


Unit type: Infantry

Number/squad: 1

Wargear: Power armour, bolt pistol or boltgun, force weapon, frag and krak grenades

Special rules: Independent character, 5++, Psyker, chaos attributes

Options:May take 1 of the following: Mark of Nurgle (25), Mark of Slaanesh (15), Mark of Tzeentch (20)

May replace his bolt pistol/ boltgun with: Plasma pistol (15), combiweapon (plasma, flamer, melta) (10), plasma gun (15), flamer (5), melta gun (10), twin linked bolter (3)

May replace his force weapon with a daemon weapon (20)

May replace his power armour with chaos armour (20)

May take any of the following: Jump pack/ wings (25), bike (30)

May take any of the following: Melta bombs (5), summoning icon (10)

May instead replace all wargear (except marks and force weapon) with terminator armour a twin linked bolter and: a  force weapon (15) daemon weapon (35). May replace twin linked bolter  with: a combiweapon (plasma, flamer, melta) (5), a heavy flamer (10)

Must take 1-2 psychic powers:

Doom bolt (10)

Warp time (20)

Gift of chaos (25)

Bolt of change (Tzeentch only) (20)

Nurgle's rot (Nurgle only) (25)

Lash of submission (Slaanesh only) (20)

May take 2 chaos attributes

Having been specifically chosen by the gods, chaos Lords are sometimes given the blessing of becoming a daemon prince. They are possessed by numerous daemons, and are turned into a truly terrifying creature.

Points: 150

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Daemon prince
	7
	5
	6
	5
	4
	5
	4
	10
	3+/4++


Unit type: Monstrous creature

Number/squad: 1

Wargear: CCW, frag and krak grenades

Special rules: Fearless, eternal warrior, 4++, chaos attributes

Options:May take 1 of the following: Mark of Khorne (15), Mark of Nurgle (25), Mark of Slaanesh (15), Mark of Tzeentch (20)

May take wings (25)

May take daemon weapon (40)

If mark of Khorne is not taken then the daemon prince may select 1 psychic power from the list above (2 if mark of Tzeentch is chosen)

May take 3 chaos attributes

Elite

The gods choose their chosen ones to do their bidding, and are given the abilities to do so. They are amongst the few to be picked for glorious deeds direct from the gods.

Points: 18 PPM

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Chosen
	4
	4
	4
	4
	1
	4
	2
	9
	3

	Warrior of chaos
	4
	4
	4
	4
	2
	4
	3
	10
	3


Unit type: Infantry

Number/squad: 5-10

Wargear: Power armour, bolt pistol or boltgun, CCW, frag and krak grenades

Special rules: Chaos attributes

Options:May take 1 of the following (if one takes a mark all off them must take the same one): Mark of Khorne (5 PPM), Mark of Nurgle (7 PPM), Mark of Slaanesh (4 PPM), Mark of Tzeentch (6 PPM)

One may be upgraded to a Warrior of chaos (10)

Any can replace his bolt pistol/ boltgun with: Plasma pistol (15), combiweapon (plasma, flamer, melta) (10), twin linked bolter (3)

For every 5 models in the squad one may replace his bolt pistol/ boltgun with a: plasma gun (15), flamer (5), melta gun (10)

If there are 10 models, then if they purchased one of the weapons above (plasma, melta, flamer) then they may purchase a second one for free

May replace CCW with: Power sword (15), power fist (25), single lightning claw (15), pair of lightning claws (20)

Warrior may replace his CCW and/or bolt pistol with:Power sword (15), power fist (25), single lightning claw (15), pair of lightning claws (20), chaos weapon (30)

Warrior may take chaos armour (20)

Any model may take melta bombs (5)

One may carry a summoning icon (10)

The squad may replace all wargear (except marks) with terminator armour, a power sword, and a twin linked bolter (15 PPM)

Any model can replace his twin linked bolter with: combiweapon (5)

For every 5 models in the squad one may replace his twin linked bolter with a heavy flamer (10)

If there are 10 models, then if they purchased a heavy flamer, then they may purchase a second one for free

Any model may replace his power sword with a: power fist (15), single lightning claw (5), pair of lightning claws (10)

Warrior may replace his power weapon with a: power fist (15), single lightning claw (5), pair of lightning claws (10), chaos weapon (20)

One may carry a summoning icon (10)

May take 2 chaos attributes

The powers of the warp flow through the heralds, and they act as a beacon for daemons. They call upon them and unleash them upon the enemy, with bliss...

Points:100

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Herald
	5
	4
	4
	4
	2
	4
	3
	8
	3


Unit type: Infantry

Number/squad: 1-3 (they can split off at the beginning of the game)

Wargear: Power armour, bolt pistol or boltgun, CCW, frag and krak grenades

Special rules: Fearless, independent character, chaos attributes, Herald (see in special rules)

Options: Must take 1 of the following (they dont have to take the same one): Mark of Khorne (15), Mark of Nurgle (25), Mark of Slaanesh (15), Mark of Tzeentch (20)

May replace his bolt pistol/ boltgun with: Plasma pistol (15), combiweapon (plasma, flamer, melta) (10), plasma gun (15), flamer (5), melta gun (10), twin linked bolter (3)

May replace his CCW with: Power sword (15), power fist (25), single lightning claw (15), pair of lightning claws (20), chaos weapon (30)

May replace his power armour with chaos armour (20)

May take any of the following: Jump pack/ wings (25), bike (30)

May take Melta bombs (5)

May take 2 chaos attributes

Veterans of war, dreadnoughts are a truly terrifying prospect. Being encased in a adimantium shell and having the powers of chaos run through them, they are the ultimate killing machine.

Points:105

	
	WS
	BS
	S
	F
	SI
	R
	I
	A

	Dreadnought
	4
	4
	6
	12
	12
	10
	4
	2


Unit type: Vehicle (walker)

Number/squad: 1

Wargear: Assault cannon, dreadnought CCW (built in storm bolter), smoke launchers, searchlight

Replace storm bolter with heavy flamer (10)

Replace assault cannon with: multi melta (0), twin linked autocannon (10), twin linked heavy bolter (5), plasma cannon (10), twin linked lascannon (30)

Replace dreadnought CCW with: twin linked autocannon (10), missile launcher (10)

May take extra armour (15)

Troops

They are ex-guardsmen, pushed into chaos through fear. At any moment they can they will run for it, the only thing stopping them being the warriors leading them.

Points:4 PPM

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Renegade guardsmen
	3
	3
	3
	3
	1
	3
	1
	6
	5

	Warrior of chaos
	4
	4
	4
	4
	2
	4
	2
	10
	3


Unit type: Infantry

Number/squad: 5-20

Wargear: Flak jacket, lasgun, las pistol, frag grenades, power armour (warrior of chaos only), CCW (warrior of chaos only), bolt pistol or boltgun (warrior of chaos only), frag and krak grenades (warrior of chaos only)

Special rules: Chaos attributes

Options:May take 1 of the following (if one takes a mark all off them must take the same one): Mark of Khorne (5 PPM), Mark of Nurgle (8 PPM), Mark of Slaanesh (4 PPM), Mark of Tzeentch (6 PPM)

May replace their lasguns and las pistols for autoguns and auto pistols (1 PPM)

One may be upgraded to a Warrior of chaos (15)

For every 5 models in the squad, one may replace their lasgun with: plasma gun (15), melta gun (10), flamer (5)

For every 10 models in the squad, 2 may replace their lasgun with: missile launcher (10), heavy bolter (5), lascannon (25), autocannon (15)

Warrior of chaos may replace his CCW and/or bolt pistol with: Power sword (15), power fist (25), single lightning claw (15), pair of lightning claws (20), chaos weapon (30)

Warrior may take chaos armour (20)

Warrior may take melta bombs (5)

One may carry a summoning icon (10)

May take 1 chaos attribute

They are chaos space marines. They are steel. They are death. They are invincible. Nothing more to say.

Points: 12 PPM

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Renegade marines
	3
	3
	4
	4
	1
	4
	1
	8
	3

	Warrior of chaos
	4
	4
	4
	4
	2
	4
	2
	10
	3


Unit type: Infantry

Number/squad: 5-15

Wargear: power armour, bolt pistol, boltgun, frag and krak grenades, CCW (warrior of chaos only)

Special rules: Chaos attributes

Options:May take 1 of the following (if one takes a mark all off them must take the same one): Mark of Khorne (5 PPM), Mark of Nurgle (7 PPM), Mark of Slaanesh (4 PPM), Mark of Tzeentch (6 PPM)

One may be upgraded to a Warrior of chaos (10)

For every 5 models in the squad, one may replace their boltgun with: plasma gun (15), melta gun (10), flamer (5)

For every 10 models in the squad, 1 may replace their boltgun with: missile launcher (10), heavy bolter (5), lascannon (25), plasma cannon (20)

Warrior of chaos may replace his CCW and/or bolt pistol with: Power sword (15), power fist (25), single lightning claw (15), pair of lightning claws (20), chaos weapon (30)

Warrior may take chaos armour (20)

Warrior may take melta bombs (5)

One may carry a summoning icon (10)

May take 1 chaos attribute

The very nightmares of man kind, projected into these forms. They are the daemons of the warp.

Points:(in order) 20 PPM, 18 PPM, 20 PPM, 22 PPM (may only be taken if Herald is in the army)

	Daemon of  
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Khorne
	6
	0
	3
	3
	1
	5
	2
	8
	5++

	Nurgle
	4
	0
	3
	5
	1
	3
	1
	8
	5++/FNP

	Slaanesh
	5
	0
	3
	3
	1
	7
	2
	8
	5++

	Tzeentch
	4
	4
	3
	3
	1
	4
	1
	10
	4++


Unit type: Infantry

Number/squad: 5-15 (5 per 1 Herald)

Wargear: Power sword

Special rules: Daemons, Psyker (Tzeentch only) bolt of change (1 per turn for every 5), feel no pain (Nurgle only), fleet of foot (Slaanesh only), possessed fury (Khorne only)

Fast attack

Crazed warriors of chaos on super fast bikes,usually with chain snares hanging off the side so that they can catch victims with them. Not good.

Points: 30 PPM

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Renegade bikers
	3
	3
	4
	4(5)
	1
	4
	1
	8
	3

	Warrior of chaos
	4
	4
	4
	4(5)
	2
	4
	2
	10
	3


Unit type: Bikes

Number/squad: 3-10

Wargear: power armour, bolt pistol, CCW, frag and krak grenades, bike with twin linked bolter

Special rules: Chaos attributes

Options:May take 1 of the following (if one takes a mark all off them must take the same one): Mark of Khorne (5 PPM), Mark of Nurgle (7 PPM), Mark of Slaanesh (4 PPM), Mark of Tzeentch (6 PPM)

One may be upgraded to a Warrior of chaos (10)

For every 3 models in the squad, one may replace their bolt pistol or CCW with a: plasma gun (15), melta gun (10), flamer (5)

Warrior of chaos may replace his CCW or bolt pistol with: Power sword (15), power fist (25), single lightning claw (15), chaos weapon (30)

Warrior may take chaos armour (20)

Warrior may take melta bombs (5)

One may carry a summoning icon (10)

May take 1 chaos attribute

Launched into the air by jump packs, they are combat maniacs, cutting down anything in their way.

Points:

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Renegade jump infantry
	3
	3
	4
	4
	1
	4
	1
	8
	3

	Warrior of chaos
	4
	4
	4
	4
	2
	4
	2
	10
	3


Unit type: Jump infantry

Number/squad: 5-15

Wargear: power armour, bolt pistol, CCW, frag and krak grenades, jump pack

Special rules: Chaos attributes

Options:May take 1 of the following (if one takes a mark all off them must take the same one): Mark of Khorne (5 PPM), Mark of Nurgle (7 PPM), Mark of Slaanesh (4 PPM), Mark of Tzeentch (6 PPM)

One may be upgraded to a Warrior of chaos (10)

For every 5 models in the squad, one may replace their bolt pistol or CCW with a: plasma gun (15), melta gun (10), flamer (5)

Warrior of chaos may replace his CCW and/ or bolt pistol with: Power sword (15), power fist (25), single lightning claw (15), pair of lightning claws (20), chaos weapon (30)

Warrior may take chaos armour (20)

Warrior may take melta bombs (5)

One may carry a summoning icon (10)

May take 1 chaos attribute

Not chaos, but not Imperium, they are mercenarys. Favoured by chaos, they work for better wargear and experience. They will  fight on the battle field, collect their reward, then disappear.

Points: 120

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Vectus assassin
	4
	5
	3
	3
	2
	5
	2
	8
	5++


Unit type: Infantry

Number/squad: 1-3

Wargear: Elictus sniper rifle, disruption pod (5++)

Special rules: Fearless, infiltrate, stealth (+2 to cover instead of 1), independent character, fleet, master sniper (see Elictus sniper rifle), cyanide (when this model is killed, roll a LD test. If passed the enemy may not take a kill point from him)

Elictus sniper rifle: 48'' SX AP- sniper 1 (rending on a 5+ rather than a 6+), poisoned 4+, master sniper: when shooting an enemy squad, you may choose which model to shoot at, and wounds and saves must be taken against it. This rule may also be used to target IP in a unit

Heavy support

Imperial guard heavy weapon teams gone chaos.

Points: 15 PPB (base)

	
	WS
	BS
	S
	T
	W
	I
	A
	LD
	SV

	Renegade

heavy weapon team
	3
	3
	3
	3
	2
	3
	1
	7
	5

	Warrior of chaos
	4
	4
	4
	4
	2
	4
	2
	10
	3


Unit type: Infantry (60mm base)

Number/squad: 1-3 bases

Wargear: flak jacket, frag grenades, heavy weapon (see below)

Special rules: Chaos attributes

Options:May take 1 of the following (if one takes a mark all off them must take the same one): Mark of Khorne (5 PPM), Mark of Nurgle (8 PPM), Mark of Slaanesh (4 PPM), Mark of Tzeentch (6 PPM)

Must take a: missile launcher (10), heavy bolter (5), lascannon (25), autocannon (15)

You may take a Warrior of chaos (20)

Warrior of chaos may replace his CCW and/ or bolt pistol with: Power sword (15), power fist (25), single lightning claw (15), pair of lightning claws (20), chaos weapon (30)

Warrior may take chaos armour (20)

Warrior may take melta bombs (5)

One may carry a summoning icon (10)

May take 1 chaos attribute

Tank hunting machines, they destroy anything in their path.

Points: 70

	
	BS
	F
	SI
	R

	Predator
	4
	13
	11
	10


Unit type: Vehicle (tank)

Wargear: Autocannon, smoke launchers, searchlight

May upgrade autocannon to a twin linked lascannon (35)

May take side sponsons with heavy bolters (30) or with lascannons (60)

May take extra armour (15)

Armed with a demolisher cannon, they blast through enemy defences with fury and steel.

Points:125

	
	BS
	F
	SI
	R

	Vindicator
	4
	13
	11
	10


Unit type: Vehicle (tank)

Wargear: Demolisher cannon, smoke launchers, searchlight

May take extra armour (15)

A huge, lumbering, unstoppable machine capable of  tearing through just about anything.

Points: 250

	
	BS
	F
	SI
	R

	Land raider
	4
	14
	14
	14


Unit type: Vehicle (tank)

Wargear: 2 twin linked lascannons, twin linked heavy bolter, smoke launchers, searchlight

Special rules: Assault vehicle (models disembarking from it may assault)

May take extra armour (15)

Just below the land raider, they are armed with a mighty battle cannon, ready for anything.

Points: 150

	
	BS
	F
	SI
	R

	Leman russ
	3
	14
	13
	10


Unit type: Vehicle (tank)

Wargear: Battle cannon, heavy bolter, smoke launchers, searchlight

Special rules: Lumbering behemoth (can fire all of its weapons but can only move 6+d6'')

May replace heavy bolter with a: lascannon (15), heavy flamer (0)

May take extra armour (15)

