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MISSILE WEAPONS  Range  Attacks  To Hit  To Wound  Rend  Damage

Holy Bow of Havoc 18" 4 3+ 3+ - 1

MELEE WEAPONS  Range  Attacks  To Hit  To Wound  Rend  Damage

Holy Sword of Havoc  2” 3 3+ 3+  -1 1

WARSCROLL

WARLORD OF HAVOC

DESCRIPTION 
The Warlord of Havoc is a single 
model. A Warlord is armed with a 
Holy Sword of Havoc and has the 
Holy Bow of Havoc missile attack. 

ABILITIES 
Heroic Presence: Units within 8” 
of the Warlord of Havoc may use 
the Warlord of Havoc’s Bravery 
characteristic instead of their own.

Holy Armor of Havoc: Whenever 
the Warlord of Havoc takes a mortal 
wound, roll a dice. On a 5+, ignore 
that mortal wound.

Distinguished Warlord: The Warlord 
of Havoc may initially select two 
upgrades from the Warlord Traits 
list.  The Warlord may select one 
additional trait after each round of 
the event.

COMMAND ABILITY
Warlords may choose a command 
ability of any warscroll that shares 
their declared allegiance. Command 
Abilities for unique characters may 
not be selected.

KEYWORDS  

WARLORD OF HAVOC TRAITS & UNLOCKABLE WARLORD TRAITS
After the first battle round your Warlord will be able to gain Havoc Traits and unlock traits for in game events (details can be 
found on the back of this war scroll). When you complete your round see the Score Keeper stickers of these Havoc Traits and 
place them on the space below. 

 Your warlord of havoc gains the appropriate KEYWORD for your grand alliance (Chaos, Death, Destruction or  
Order). In addition, if you have declared an allegiance (such as Sylvaneth or the Host of Slaanesh), then the Warlord 
is considered to gain the appropriate keyword(s) for that allegiance and counts as a model of that Allegiance as well.

PLACE TRAIT STICKERS HERE



WARSCROLL

After the first battle round your Warlord will be able to gain Warlord of Havoc Traits and Unlockable Warlord Traits 
for in game events. When you complete your round see the Score Keeper stickers of these Havoc Traits or an Unlockable 
Warlord Traits and place them on the space on the front of this warscroll. Players choose one from Warlord of Havoc Traits or 
Unlockable Warlord Traits.

WARLORD OF HAVOC TRAITS

Warlord of the Hunt I: Gain +1 Attack and +6" to the Range of your Missile Weapons.
Warlord of the Hunt II (Requirement: Warlord of the Hunt I): Gain +1 Attack and -1 Rend with your Missile 
Weapons.

Warlord of Slaughter I: Gain +1 Attack and +1 Damage with your Melee Weapons. 
Warlord of Slaughter II (Requirement: Warlord of Slaughter I): Gain +1 Attack and -1 Rend with your Melee 
Weapons

Warlord of Presence I: Gain +2 Bravery and allies within range of your Heroic Presence may reroll battleshock tests.
Warlord of Presence II (Requirement: Warlord of Presence I): Increase the range of your Heroic Presence to 16".

Warlord of Celerity I: Gain +4" to Move and you may either run and charge or run and shoot.
Warlord of Celerity II (Requirement: Warlord of Celerity I): Gain Fly and you may roll three dice when charging 
and select the highest two for your charge roll.

Warlord High Priest (Restriction: May not have the Warlord Archmage trait): Gain the Priest keyword. The 
Warlord of Havoc may pray a prayer he knows once in your hero phase. If you do so, roll a dice, on a 3+ the prayer is 
successful and takes effect. The Warlord of Havoc knows the Pray to the Gods of Holy Havoc prayer

Pray to the Gods of Holy Havoc: A unit within 8" heals 1d3 wounds. This healing does not restore models.0
Warlord High Priest II: (Requirement: Warlord High Priest): The Warlord High Priest II may attempt to pray 
twice but may not pray the same prayer. In addition the Warlord High Priest II knows The Hand of the Gods 
prayer. 

The Hand of the Gods: A unit within 12" can move as if it were the movement phase. 

Warlord Archmage I (Restriction: May not have the Warlord High Priest trait): Gain the Wizard keyword. The 
Warlord of Havoc may attempt to cast one spell in your hero phase, and attempt to unbind one spell in the enemy 
hero phase. The Warlord knows the Arcane Bolt and Mystic Shield spells.
Warlord Archmage II (Requirement: Warlord of Archmage 1): The Warlord of Havoc may attempt to cast two 
spells in your hero phase, and attempt to unbind two spells in the enemy hero phase. In addition the Warlord 
Archmage II knows the Warpstone Influence spell. 

Warpstone Influence: Warpstone Influence has a casting value of 7. If successfully cast, pick an friendly 
battleline unit within 18" of the caster. That unit may immediately fight (pile in up to 3" and make full 
complement of melee attacks). Once these attacks have been completed the unit suffers D6 Holy Wounds.  

UNLOCKABLE WARLORD TRAITS 

Warlord Ascendent (Requirement: Your Warlord must win a Warlord objective): Gain Ethereal (ignores both 
positive and negative modifiers to Saves) and +1 on your Holy Armor of Havoc rolls to resist mortal wounds.

Hardened Warlord (Requirement: Your Warlord must have died in a game): Gain +2 to your Wounds 
characteristic and +1 to Save rolls.

Warlord of Renown (Requirement: Your Warlord must have survived 2 games): In your hero phase roll a dice. 
On a 5+ you gain one Command Point.

Warlord Supreme (Requirement: Warlord of Renown & your Warlord must have done the final wound to 
another Warlord): Enemies fear your Warlord’s combat prowess and have -1 to hit when attacking him.

Warlord of Havoc Traits & Unlockable Warlord Traits


