
HORUS, WARMASTER OF CHAOS, PRIMARCH OF THE SONS OF HORUS
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Unit Composition: 


1 (Unique) 





Unit Type: 


Infantry (Character) 





SPECIAL RULES


Independent Character





Fallen Primarch: Horus is the Primarch of the Sons of Horus and was once one of the Emperor’s sons, and as such always strikes at Initiative during Close Combat, and has the Fearless and Eternal Warrior Universal Special Rules. Also, Horus is such a powerful leader that any unit he is attached to becomes Fearless, and all friendly units may use his leadership.





Vitality: The level of genetic enhancement used to create each Primarch enables them to recover lost strength and heal faster than even a Space Marine. At the start of his own turn an injured Primarch regains one wound on a roll of a 4+.





Chapter Tactics: If you include Horus then all units in your army lose the Combat Tactics special rule. Instead, all friendly units gain the Fearless Universal Special Rule. If more than one character in your army has the Chapter Tactics special rule, you must choose which version to apply.





Master of Warfare: A tactical mastermind with few rivals, Horus is an expert in the arts of war. After deployment, an army led by Horus may adjust it’s deployment after the enemy is fully deployed but before first move. This option is exercised after all Infiltrators, Scouts, and other 'free' moves. Nominate a unit and re-deploy it, on a 4+ you may exercise this option again. Note that this means you could potentially re-deploy your entire army. In addition, an army led by Horus may deploy in any order they wish, and adds +1 to its Reserve rolls and strategy rating.





Psyker (Mastery Level 4): While not a Daemon Prince, Horus still possesses powerful abilities gifted to him by the Chaos Gods. Legend has it that during his duel with the Emperor, Horus lashed out at an intruding Space Marine with a bolt of unholy fire. He is a psyker and has all the Psychic powers listed in Codex: Chaos Space Marines, and automatically passes all Psychic tests. In addition, if Horus is targeted or within the area of any psychic powers, roll a D6. On a 4+, the psychic power is negated.





WARGEAR 


Equipment: Terminator Armour (May re-roll failed Armour saves)





Mark of Chaos Ascendant: Horus has resisted becoming the pawn of any individual patron, instead combining all of the Marks of Chaos into a unique Mark reflecting his status as Warmaster of Chaos. Because of the Mark of Tzeentch, the invulnerable save provided by his armour is increased to 4+. The other benefits are included in his profile (+1 Attack, +1 Toughness and +1 Initiative).��Talons of Horus: The most feared weapons associated with the Warmaster, the Talons of Horus, are a pair of huge gauntlets with bladed fingers, similar to lightning claws. The effect of these two powerful weapons means that Horus counts as equipped with a single Legendary* Power weapon that increases his Strength by 3, his Attacks by 2 (But does not receive any extra attacks for having an additional Close Combat Weapon).  The weapon also has the Rending rule.








*Legendary weapons may re-roll any failed To Hit rolls and To Wound rolls.








