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Beast of 
Nurgle

The essence of mindless decay and horrid rot given flesh, 
Beasts of Nurgle exemplify the Plaguelord’s endless 
enthusiasm and excitement for forces of life and death. 

Thus, a Beast delights in discovering new things and making 
(to its very simple mind) new friends. When brought into real 
space they act almost akin to a curious and inquisitive pet, 
investigating anything and everything in sight, and spreading 
illness and rot wherever they go.

Immense slug-like monstrosities, Beasts of Nurgle crawl 
across the ground on their bellies, weakly propelled by clawed 
flippers, leaving a layer of stinking slime in their wake. While 
slow, the Beast is implacable in its advance, undeterred by 
all but the most fearsome of weapons, as relentless as the 
decay it embodies. Each is a nightmarish conglomeration of 
parts, with a lengthy neck holding a wide-eyed face of almost 
blissful idiocy. The gaping tooth-filled mouth houses a lolling 
tongue dripping with putrid saliva. Clusters of writhing tubes 
sprout from the Beast’s neck and back, each one spewing 
forth swarms of buzzing flies, clouds of vomit-inducing gases, 
flesh-eating fluids capable of finding gaps in even the most 
secure of armour, or other foul gifts.

Unlike most daemons, a Beast kills not with 
rending claws and ripping teeth, but with a strange 
form of kindness. Victims are caressed, petted, 
and stroked with the daemon’s multiple 
tentacles, while the long tongue 
delivers slobbery and slimy licks. 
In very short order, the victim is 
sickened, infected, dissolved, 
and then crushed, ground 
under the Beast’s vast bulk. 
The Beast, for its part, 
feels a touch of sadness 
at the inability of its 
now-dead friend to join 
in on the merriment, but 
quickly forgets about 
him as something (or 
someone) new attracts 
its attention.

A prime example 
of the destructive 
power of a Beast 
of Nurgle can be 
found on the agri-
world of Gabali III in 
Winterscale’s Realm. 
There the province of 

Gevaudan suffered 
hundreds of 

casualties as a Beast wandered about the farm fields, destroying 
crops, herd animals, and buildings. Seemingly unstoppable, it 
took the combined efforts of Enforcers and local planetary 
militia units to finally destroy the daemon. Even after death, 
however, its presence lingered, as crops grew sickly and many 
fields had to be torched to the bedrock to remove the diseased 
corruption. 

Beast of Nurgle
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45 35 55 60 20 15 30 40 10
Movement: 2/4/6/12   Wounds: 25
Armour: None.   Total TB: 12
Skills: Awareness (Per), Climb (S).
Talents: None.
Traits: Crawler, Daemonic (TB 12), Daemonic Presence†, 
Dark Sight, Fear (3), From Beyond, Improved Natural Weapon, 
Regeneration, Size (Enormous), Spewing Tentacles††, Sturdy, 
Trail Of Slime†††, Warp Instability.
†Daemonic Presence: Living things with 20 metres of a 
Beast feel ill and nauseous. Plants wither, turn black, and die. 
All creatures take a –10 penalty to Willpower Tests.
††Spewing Tentacles: The mass of tentacles and tubes on a 

Beast’s back can emit different substances each 
Round. The substances have a range of 

10 metres and the Beast must succeed 
on a Ballistic Skill Test to hit its 
target. The options are:

 Clouds Of Flies•	 : Effects equal to a 
smoke grenade for 1d5 Rounds.

Foul Gases:•	  All targets within 10 
metres of the Beast must make 
a Difficult (–10) Toughness 
Test or become Stunned for 

1d5 Rounds.
Noxious Fluids•	 : The 
target may Dodge the 
jet of fluid, but cannot 
Parry it. Targets struck 

must make a Difficult 
(–10) Toughness Test or 

take 1d10 I points of Damage, 
ignoring Armour Points.

 †††Trail of Slime: 
Creatures who come 
in contact with the 
Beast’s slimy trail 
must make a Difficult 
(–10) Toughness Test 
or any current wounds 
become infected as 
they had been caused 
by a Toxic weapon.
Weapons: Claws, 
Teeth (1d10+5 R; 
Pen 0; Toxic).
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Flesh Hound 
of Khorne

Found by the hundreds and thousands on the bone-
littered plains surrounding Khorne’s realm, Flesh 
Hounds are great wolf-like beasts that hunt down 

and destroy the enemies of the Blood God. They are often 
unleashed into real space to pursue those who have earned 
Khorne’s wrath. Flesh Hounds are implacable when on the 
hunt and pursue their target across vast—even interstellar—
distances. Constantly closing in, their howling often drives 
their target to madness before the Hound’s own razor sharp 
teeth sink into flesh. What remains of their victims, especially 
their skulls, are brought back to their master, to add to the 
uncountable others that make up his massive throne. 

Navigators have even reported hearing the cry of Hounds 
on the hunt while guiding ships through the warp, such as 
the possibly apocryphal tale of The Ready Brace and Rogue 
Trader Meical Rede. Rede was unlucky enough to have a 
Hound manifest on board his ship, apparently seeking one 
of his passengers. The Hound raged through the vessel and 
slaughtered hundreds before finally being brought down by 
the ship’s Arch-Militant and masses of gun servitors. 

Though vaguely canine in form, Flesh Hounds are more 
a horrific cross between dog and reptile. Covered with thick 
scales, Hounds mount large horns and usually feature a series 

of spikes down the spine. Frills grow from various locations, 
such as the back of the skull, on the throat, or the rear of the 
jaws. Coloration ranges from dark red to greyish-black, and 
all Hounds wear the spiked brass Collar of Khorne, granting 
them protection from the psychic energies so despised by 
their master. 

While patient enough as trackers, Hounds tend to give 
in to their inherent bloodlust when prey is finally sighted. 
With bone-chilling howls, they rush forward, crossing open 
ground with astonishing speed. Leaping at the last moment, 
the Hounds attempt to physically overpower their targets, 
savaging them with teeth and claws. Large or particularly 
well-armed foes (such as armoured vehicles) are encircled, 
with individual Hounds darting in from different directions, 
worrying at their target until it finally falls from exhaustion 
(or, in the case of a vehicle, is disabled and unable to move.) 
Once the foe is down, the Hounds rush in en masse for the 
final kill. Hounds normally hunt in packs, and only the most 
well-armed and disciplined of groups can hope to face such 
an assault and survive. 

flesh hound of Khorne
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49 – 45 40 30 15 60 40 10
Movement: 8/16/24/48  Wounds: 15
Armour: None (all 4).  Total TB: 8
Skills: Awareness (Per), Dodge (Ag), Tracking (Int).
Talents: Berserk Charge, Crushing Blow, Double Team, Frenzy, 
Furious Assault, Hard Target, Heightened Senses (All).
Traits: Bestial, Blood for the Blood God†, Collar Of 
Khorne††, Daemonic (TB 8), Daemonic Presence†††, Dark 
Sight, Fear (3), From Beyond, Improved Natural Weapons, 
Natural Armour 4, Improved Natural Weapons, Quadruped, 
Size (Hulking), Unnatural Senses (30 metres), Unnatural 
Strength (x2), Warp Instability.
†Blood for the Blood God: Creatures of Khorne suffer no 
penalties from physical damage. Combat effects such as Blood 
Loss, falling down due to damage, or penalties to Weapon Skill 
Tests do not apply to creatures of Khorne.
††Collar Of Khorne: The Flesh Hound does not suffer extra 
damage from the Psy Rating of a wielder of a force weapon. 
In addition, any Psychic Powers used against the Flesh Hound 
have their Psy Rating reduced by 3. The Flesh Hound’s 
Daemonic Trait is not ignored by Force Weapons unless the 
welder succeeds at a Difficult (–10) Willpower Test.
†††Daemonic Presence: All creatures within 20 metres 
take a –10 penalty to Willpower Tests.
Weapons: Teeth and claws (1d10+10 R; Pen 2; Razor 
Sharp, Tearing).


