
MAGNUS THE RED, PRIMARCH OF THE THOUSAND SONS
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Unit Composition: 


1 (Unique) 





Unit Type: 


Infantry (Character) 





SPECIAL RULES


Independent Character





Fallen Primarch: Magnus the Red is the Primarch of the Thousand Sons 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, Magnus 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 Magnus then all units in your army lose the Combat Tactics special rule. Instead, all friendly units may upgrade their squad leader (or equivalent) to be a psyker, and may choose a single psychic power from Codex: Chaos Space Marines. If more than one character in your army has the Chapter Tactics special rule, you must choose which version to apply.





Conduit: Magnus' mere presence empowers his brethren to seemingly impossible heights of psychic grandeur. His will fuels their own and their will fuels his, in a symbiotic cycle of pure power. While Magnus is on the board, all friendly psykers may re-roll failed Psychic tests. They must accept the second roll, even if it fails.





Sorcerer King (Mastery Level 4): Magnus is a psyker and has all the Psychic powers listed in Codex: Chaos Space Marines along with the following ones, and automatically passes all Psychic tests. In addition, if Magnus is targeted or within the area of any psychic powers, roll a D6. On a 2+, the psychic power is negated.





Psychic Powers





Eye of Dread: Magnus' single eye blazes as a conduit of his psychic power. The most intimidating of Magnus' powers, with this he channels pure warp energy through his cyclopean eye and incinerate those in his path.


		Range		Strength	AP	Type


	           Template	     6		 3	Assault 1





Grand Illusion: Magnus is a master in the art of befuddlement and arcane deception. With a word and a gesture, he can conjure sights and scenes both hellish and beyond comprehension - visions so arcane they seem like a glimpse into the Empyrean itself. These illusions are immaterial and have no physical effect, but they serve as a masterful distraction, wrapping around Magnus' men to make them seem like a shimmering mirage on the battlefield. Magnus may cast this power at the start of his turn. For the rest of this turn and until Magnus' next turn, every Thousand Son unit on the board possesses a 5+ cover save against shooting.





Gaze of Magnus: Once per turn instead of normal shooting, Magnus may gaze upon any target within 24”. On a successful hit (Magnus rolls To Hit per the normal shooting rules), the affected unit must pass a Leadership test on 3D6.  For each point the unit fails the test, the unit suffers a wound, with no armour saves allowed (invulnerable saves may be taken as normal).  Due to the immense energy being used by Magnus every time he uses this spell, Magnus takes a wound if the opponent rolls a double when rolling the 3D6 for the Leadership test, and f the result is a triple, Magnus takes 3 wounds.  These wounds are in addition to any wounds inflicted upon the target unit, and Magnus may only use his Invulnerable save to avoid harm.





WARGEAR 


Equipment: Artificer Armour, Legendary* Bolt Pistol, Frag and Krak Grenades, Mark of Tzeentch





Staff of Knowledge: The Staff of Knowledge is, apart from being the focus of Magnus' psychic powers, also a formidable weapon. It counts as a Legendary* Force Weapon that doubles the range of any Psychic Power he uses.





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








