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				Tzeentch is one of the Greater Chaos powers, a brother god to Khorne, Nurgle and Slaanesh, and often an ally to the pantheon’s newcomer, the Great Horned Rat. Even amongst gods, Tzeentch is the undisputed master of the arcane arts, for magic is the most potent of all agents of change. This does not mean Tzeentch is above sullying his hands with war – rather that he much prefers to win battles through guile and sorcery over brute force. He favours the cunning over the strong, the manipulative over the violent. In his true shape, Tzeentch is the most outlandish of the Dark Gods. His skin crawls with constantly changing faces that leer and mock any who dare to gaze upon him. As Tzeentch speaks, 

			

		

		
			
				THE GREAT GAME

				The never-ending struggle of each of the Chaos Gods to gain dominion over the others is known to Tzeentch as the Great Game. To the most masterful of schemers, this game offers not just endless amusement, but also boundless opportunities. Not only does Tzeentch constantly seek to further his own ambitions, but he is equally voracious in his desire to manipulate or counteract the best-laid plans of his rivals. Through convoluted machinations Tzeentch has subverted his brother gods time and again.

				The Realm of Chaos is Tzeentch’s playground for the Great Game. There, he instigates infighting – a pursuit of which the god never tires. One of his most infamous deeds in the Great Game was to beguile Khorne’s greatest Bloodthirster, 

				Skarbrand, into attacking his patron. It was Tzeentch’s magic that crystallised the cycles of Nurgle’s Garden and, although few know the full tale, it was Tzeentch’s plotting that led to Slaanesh’s absence. The battles for control of the Mortal Realms have only added new challenges to the Great Game.

				Tzeentch’s plots are manifold, but none are simple. Revelling in complication, Tzeentch’s plans can appear contradictory to those few observers able to detect his influence, for he is patient and willing to wait long centuries for his obtuse intrigues to bear fruit. And Tzeentch is fickle, prone to adding elaborate intricacies to his own plots, or perhaps introducing obstacles to impede them. Indeed, the Architect of Fate rejoices in the construction of each plan as much as he revels in watching it unravel.

			

		

		
			
				TZEENTCH ALMIGHTY

			

		

		
			
				Anarchy incarnate, the god Tzeentch is known by many titles, including the Changer of the Ways, the Master of Fortune, the Great Conspirator and the Architect of Fate. Tzeentch’s domains are magic and guile, for he is the god of sorcery and deceit. Schemes, plots, and machinations are his delight.

			

		

		
			
				these faces appear and disappear, some repeating his words with subtle differences, or perhaps providing mocking commentary to cast doubt 

			

		

		
			
				upon the original words. Ever shifting, nothing of Tzeentch feels definitive – even his purpose is unimaginably complex, his schemes beyond the ken of mortals. Yet Tzeentch’s growing ascendancy after Sigmar’s return to the Mortal Realms and the battles of the Realmgate Wars hints at plans long nursed to fruition. Embedded deep within Sigmar’s grand cities, mortal cultists work in secret to advance his unknowable goals, while Tzaangor tribes raid the ancient places of the realms in search of lost treasures and esoteric knowledge. Should the need arise, Tzeentch sends his daemonic hosts forth in all their scintillating glory, to sear the land with the coruscating flames of change. 

			

		

	
		
			[image: ]
		

	
		
			[image: ]
		

		
			
				Across the realms the Lord of Sorcery spins his impossibly complex webs of secrecy, and servants long embedded in the foundations of Sigmar’s realm sow the seeds of madness and fear. Where Khorne and Nurgle seek to destroy and despoil the cities of the God-King, Tzeentch plays a far longer game. In civilisation there is subtlety, complexity, mechanism and machination. Through cunning and manipulation, Tzeentch’s power blossoms in this new age of reason and intrigue. 

				As Sigmar’s followers returned to the Mortal Realms, their ranks were infiltrated. The daemon known as the Changeling used doppelgänger magic to sabotage many of the new cities of their growing civilisations. By its gilded tongue it led countless of the God-King’s faithful astray. Like a spark that begins an inferno, so did the Changeling foster a hundred new cults dedicated to magic, change, knowledge and, ultimately, to Tzeentch. By its hand entire cities have already risen up in rebellion, casting down their rulers into the flames of change. Others remain outwardly loyal while heresy and sedition flow through their bloodstream like a cancer, only waiting for the right moment to strike.

				The Changeling’s plots had not yet reached fruition when Sigmar’s agents unveiled the daemon in the twin city of Hammerhal, at the centre of a web of sorcery and lies. With warpfire and daemon hosts, the Changeling fought its way to freedom, leaving its foes in doubt and with growing suspicions – though such was its true goal all along. Now the time of change draws nearer, and the creature’s twisted plans lead to a confluence of Tzeentch’s triumph.
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				COLLECTING A TZEENTCH ARMY
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				One of the great things about collecting Citadel Miniatures is that there are so many ways to start new collections and add to existing ones. For many people, the miniatures themselves are their inspiration, and you could do a lot worse than following your instincts and just starting with whichever models you find the most appealing. Are you blown away by the Lord of Change? Pick one up and get painting! Did the pictures of bestial Tzaangors or clandestine Kairic Acolytes make you want some of your own? If so, that’s your starting point. Collecting miniatures that really excite you will make assembling and painting them that much more compelling and enjoyable.

				The same goes for how you paint them. Some collectors just choose their favourite colours and paint their models accordingly. Others will decide to use hues and iconography they’ve seen in books like this one, or in White Dwarf magazine, and replicate those. Whatever you choose to do, your paint scheme will unify your collection and represent its unique character and identity, whether the models are in pride of place on a cabinet shelf or rampaging across the tabletop. Whatever the case, a fully painted collection of Citadel Miniatures is a truly satisfying spectacle of which you can be rightly proud.

				The Arcanite Cults each have their own colours and markings. On pages 26 and 27 you will find a selection of Tzeentch’s followers from the different cults to inspire your own collection, from the mutation-worshipping Cult of the Transient Form to the warpflame-obsessed Pyrofane Cult. On pages 14 and 24, you will also find symbols of some of the mightiest daemon convocations and cults.

				Another source of inspiration for many collectors is the rich background presented throughout our range of Warhammer Age of Sigmar books. Perhaps your imagination was sparked by the tale of the Changeling’s duplicitous actions, or perhaps you want to delve further into the story of the Arcanite Cults that have infiltrated the twin city of Hammerhal. Maybe another narrative occurred to you, all of your own? All you need is an idea to get started, and there are few things more gratifying than growing a collection based around the story of your army. This can even be carried over onto gaming boards and themed terrain, adding yet another level of dynamism to your collection.

				Of course, if an army is meant for one thing, it’s war, and the forces of Tzeentch are no strangers to bringing ruination to the civilisations of the Mortal Realms. They are endlessly 

				varied, for Tzeentch’s domain is the power of change and infinite possibilities, which offers countless different ways to arrange your models for battle. Throughout this battletome is a wealth of information on the myriad factions of Tzeentch’s followers. You can use this directly, or as a starting point for the structure your own army will adopt, be it a small number of Kairic Acolytes tasked with assassinating a prying Lord-Veritant, or a cavorting mass of Horrors and Flamers intent on bringing the fires of change to a sylvaneth wood.

				If you want to get the dice rolling and play some games with your Tzeentch collection, the warscroll battalions found on pages 96-111 of this book will be particularly helpful. Each one represents a different element of a cult or convocation, and provides an easy-to-follow guide to collecting a formation. An army is more than the sum of its parts, and these battalions represent the synergy of units working in concert by granting them powerful abilities that reflect their role within the wider army. Using warscroll battalions to build your collection provides escalating benefits and great satisfaction. Each battalion that you complete is its own force, and helps your collection grow into an army worthy of the Great Conspirator.

			

		

		
			
				Having pored over the rich background and gorgeous artwork in this book, by now you are no doubt keen to start mustering your own Tzeentchian army, if you haven’t already. This section of the battletome will provide information and guidance for doing just that.
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				FORCES OF TZEENTCH

			

		

		
			
				ALLEGIANCE ABILITIES

				From the deadliest sorceries to esoteric artefacts of incredible power, this section provides rules and abilities for TZEENTCH armies, mortal and daemon alike.

			

		

		
			
				On the following pages, you will find exciting rules for your armies of Tzeentch daemons and Tzeentch Arcanites. These include powerful allegiance abilities, warscrolls and warscroll battalions that describe the arcane forces of Tzeentch for you to use in games of Warhammer Age of Sigmar.

			

		

		
			
				Allegiance

				Every unit and warscroll battalion in Warhammer Age of Sigmar owes allegiance to one of the Grand Alliances – either ORDER, CHAOS, DEATH or DESTRUCTION. Many units and warscroll battalions also have a more specific allegiance, for example, TZEENTCH. If all the starting units and warscroll battalions in your army follow TZEENTCH – including any units that you assign the TZEENTCH keyword to during set-up – then your army has the 

				TZEENTCH allegiance. An army with the TZEENTCH allegiance – sometimes known as a TZEENTCH army – can use the potent allegiance abilities found on the following pages. 

				When your army qualifies for more than one allegiance – e.g. all of the units are TZEENTCH and CHAOS – you must choose which allegiance your army will use before each game. These restrictions aside, you can use allegiance abilities whenever you play games of Warhammer Age of Sigmar.
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				Battle Traits: An allied army fights with unity and cohesion, granting it additional boons. See the next page for the battle traits available to TZEENTCH armies.

				Command Traits: Each leader has their own style of command. See pages 74-75 for the command traits available to TZEENTCH generals.

				Artefacts of Power & Daemonic Gifts: Artefacts of power are deadly treasures, borne to war by the mightiest heroes. Similarly, daemonic gifts are unique blessings bestowed by Tzeentch himself upon his most favoured children. You can use the tables in this book to determine which magical artefacts the HEROES From your army can possess.

				Spell Lores: The champions of Tzeentch have ever been feared for their mastery of the sorcerous arts. WIZARDS from your army gain a spell 

				from one of two spell lores – the Lore of Fate or the Lore of Change – depending on whether they are a mortal sorcerer or one of Tzeentch’s daemons.

				NAMED CHARACTERS

				Kairos Fateweaver, the Changeling and the Blue Scribes are unique and devastatingly dangerous daemons with their own unique personalities and bespoke items of terrifying power. As such, these models cannot have a command trait or artefact of power.

				BATTLEPLANS

				Tzeentch’s followers have their own unique methods and tactics in war – the battles they fight are unlike those of any other army. The battleplans on pages 84-87 allow you to wage war as the Architect of Fate wills it.

				PATH TO GLORY

				On pages 88-93 you will find rules for playing a Path to Glory campaign. These enable you to field your Tzeentch 

				miniatures as a formidable warband, and fight an immersive campaign in which your forces grow stronger with each victory. Included are warband tables to help you collect your army, as well as rewards tables for your champion and their followers.

				WARSCROLL BATTALIONS

				This section describes formations made up of several units that march to war as one, combining their strengths to gain powerful new abilities. By fielding these formations you can muster an Arcanite Cult or convocation of Tzeentch on the tabletop. There are rules for fielding some of the most renowned cults and convocations, each possessing its own strengths and distinct character.

				WARSCROLLS

				This section describes the characteristics and abilities of the individual Tzeentch daemons and Tzeentch Arcanite models and units.

			

		

	
		
		Contents

			
					Legend

					Tzeentch Almighty

					Collecting a Tzeentch Army

					Forces of Tzeentch

			

		
		
		PageList

			
					1

					2

					3

					4

					5

					6

					7

					8

			

		
	