
 

TROOP VALUES         
Type/Stats Clash Susta 

ined 

Short Long Morale 

Save 

Stam 

ina 

Special Points 

Value 

Infantry         

Chaos Warriors 8 7 3/0 0 4+ 8 HI, Stamina8+6, Strong+6 41 

Chaos Marauders 6 6 3 0 5+ 6 MI 23 

Ogres 7 6 2/0 0 5+ 8 MI, Stamina8+6, Strong+6, Food0 36 

Trolls 8 7 2/0 0 5+ 6 MI, Levy 2+-1, Militia-2, Strong+6, 

Regenerate+2 

30 

         

Cavalry/Chariots         

Marauder Horsemen 8 5 3 0 5+ 6 MC+3 27 

Chaos Knights 9 6 3/0 0 4+ 8 HC+6, Lance+2, Stamina8+6, Steady+1, 

Strong+6 

50 

Chaos Hounds 7 5 3/0 0 0 6 LC+3, no short range-1 23 

Chaos Chariots 6 6 3 0 4+ 6 LCh+3 27 

         

Specials         

Harpies 4 4 2/0 0 6+ 6 LF+3, Fly 12”,  Feigned Flight+2 22 

Dragon Ogres 8 5 3/0 0 5+ 8 MC+3, Fear+1, Stamina8+6, Strong+6, Wild 

Fighters3+3 

45 

Chaos Spawn 7 0 0 0 3+ 4 HCh, Chaos Spawn 16 

         

Commanders         

General 0-2 0-2     LR:9 General, 1* +25 

Hero 0-1 0-1     LR:8 free 

Sorcerer 0-1 0-1     IC Wizard 23 

         

Commander Mounts         

Chaos Dragon Unit 6 5 0/3 3/12 3+ 6 HF+3, Fly 12”, Big+20, 1* +50 

 

Although Chaos Warriors, Ogres, Chaos Knights, Dragon Ogres have Stamina of 8 they are standard frontage units, this 

represents their hardiness and difficultly to kill. 

 

Chaos Spawn+6. For 28mm figures mount on 80mm frontage (Elephant base) and 10/15mm figures mount on 60mm 

frontage. 

Chaos Spawn have the following special rules. 

1. Frenzied Charge – Must charge with 3 moves allowed. 

2. Are Terrifying. This points costs is included in the above points cost. 

3. Are removed at the end of one round of combat. 

4. Cannot support or be supported. 

5. Do not count as a Broken unit in a division when removed. 

 

 

CHAOS for HAIL CAESAR 

For the Warmaster Fantasy World 

 

Infantry 50%+ At least half the units in the army must be made up of infantry. 

Number of Units of:   Chaos Marauders >= Chaos Warriors >= Trolls >= Ogres 

Cavalry/Chariots up to 

33% 

No more than a third of the units in the army can be Cavalry/Chariots. 

Number of Units of:   Marauder Horsemen + Chaos Hounds  >= Chaos Knights + Chaos Chariots 

Specials up to 20% No more than one fifth of the units in the army can be specials. 

Divisions Divisions must contain at least 4 units and be led by a commander.  Except up to two Divisions 

that can contain 1+ units of Cavalry, Chariots, Elephants, Flyers and any infantry that "historically" 

fought with the previous types, like Chariot runners and Elephant support light infantry.  Typically 

these fought on the flanks. 

Maximum number of Sorcerers = Number of Divisions /2 rounded down. 



Chaos Spells 
 

BOON OF CHAOS  4+ to cast, Range – affects the unit he has joined, no LoS. 

A dark power billows from the Sorcerer filling his troops with the destructive vigour of chaos. 

This spell can be cast if the Sorcerer has joined a unit in combat. The spell affects the unit he has joined. The effect lasts for 

the duration of the following Combat phase. Add +4 to the units Clash or Sustained Attacks. 

 

 

ANGER OF THE GODS 4+ to cast, Range 12”radius affects all enemy, no LoS. 

The anger of the chaos gods blots out the sun and sends clouds of rage scudding across the battlefield all around the 

Sorcerer. 

The spell is cast upon the Sorcerer himself and affects all enemy units within 12” of the stand. The spell lasts until the end of 

the opposing player's following turn. The spell affects the opposing army's ability to issue commands. All enemy units within 

12” of the Chaos Sorcerer suffer a -1 Command penalty.  

 

 

RAGE OF CHAOS  5+ to cast, Range 12”, no LoS to a friendly unit in combat. 

The Sorcerer screams a blasphemous litany to his dark gods.  From the black gore that drenches the battlefield leaps a 

roaring daemonic shadow that fights with great madness and ferocity.  

This spell can be cast upon a friendly unit that is engaged in combat and which is within range. The Sorcerer does not have 

to be able to see the target to cast the spell. The affect lasts for the duration of the following combat phase and the 

indicated bonus attacks are added to the unit's total attacks each round. 

The unit gains bonus Rage of Chaos attacks for the following combat phase. To determine the number of bonus attacks roll 

one D6 at a time and add the results together. The player can roll as many D6 as he wishes up to a maximum of 3. The 

player always rolls one dice at a time and can decide to stop at any point. However - if the player rolls a second or 

subsequent dice and scores the same value as any previously rolled dice, then the total Rage of Chaos attacks are 

directed against the targeted unit instead of its enemy. Rage of Chaos attacks that rebound in this way are struck only 

once in the first round of combat: they are not struck each round. Example, 1 + 4 + 6 = 11 extra attacks for the Chaos unit 

each round. 1+4+1 = 6 Attacks upon the Chaos unit in the first round. 

 

 

CURSE OF CHAOS  5+ to cast, Range 12”, LoS to enemy unit. 

An arc of pure energy strikes the foe, wreaking monstrous changes, melting flesh and twisting bones into monstrous form. 

This spell can be cast on an enemy unit. The Sorcerer must be able to see his target to use this spell. The spell cannot be 

directed at a unit engaged in combat. The Curse of Chaos is treated like three ordinary shooting attacks except that 

Morale Save has no effect (all targets count as having no Morale Save). 

 


