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Expanded
Minions
“I worship the gods, and by their favour, I am worshipped in turn.”

T

–Havastien the Beautiful

o launch a Black Crusade, Heretics must acquire truly
substantial resources, not the least of which are followers.
There is a distinction, however, between the masses of
faceless soldiers, mercenaries, and servants that a Heretic may
amass, and his Minions. Minions, as explained in the Black
Crusade Core Rulebook, are close and trusted companions—
at least as trusted as any follower of the Dark Gods can allow.
The three Minion of Chaos Talents and accompanying rules
presented in the Black Crusade Core Rulebook include a
variety of options, allowing players to create a staggering array
of Minions with varying levels of power. The following pages
introduce new options and rules for Minions, granting even
greater versatility. These rules also allow for more powerful
Minions, the likes of which accompany the truly great
Champions of Chaos, and GMs should consider which options
are appropriate for their campaign. As always, the GM must
give final approval for any Minion.
Of all the servants of Chaos, it is perhaps those dedicated
to Slaanesh who are most likely to surround themselves with a
court of dedicated servants, whether simply to feed the Heretic’s
ego, or to aid him in pursuing the debauched pleasures to be
found in the Screaming Vortex. As a disciple of the Prince of
Excess draws closer to perfection, it is only proper that lesser
creatures flock to him, latching themselves to his rising star.

MINION CREATION
The Black Crusade Core Rulebook includes flexible rules that
allow players to create a wide variety of Minions. These rules
expand the options available to players, and provide alternatives
for certain elements of the Minion creation process. As always,
players should work with their GM when creating Minions,
as some GMs may wish for all players to use the same process
when creating Minions, or otherwise limit certain options.

Acquiring Minions

Minions come in a staggering variety of forms, from simple
mercenaries to ancient xenos constructs. Minions are likely
to have a great impact on a campaign, whether by saving a
Heretic’s life in combat (possibly more than once) or granting
the Heretics an “in” with a particular group. The part a Minion
plays in the campaign can depend greatly on how the Minion
comes into the Heretic’s service. There is likely a great difference
between the Heretic’s attitude toward a mere hired lasgun and
toward the sorcerously reanimated corpse of a former ally.
When a player selects one of the Minion of Chaos Talents,
it is certainly acceptable for the Minion to simply “show
up” between sessions, with a suitable explanation for its
arrival. However, the acquisition of a new Minion is a great
opportunity for roleplaying, which has the potential to enhance

the experience of all the players. For the most part, Minions are
not likely to simply spring into existence at a Heretic’s whim—
although, stranger things have happened in the Screaming
Vortex. Often, a Heretic must seek out a potential Minion,
and possibly complete some task. For instance, the deadly
pit-frights of Korlos only serve a master who has bested them
in single combat. Likewise, a Heretek wishing to construct a
unique Combat Servitor must obtain not only the mechanical
parts, but also a biological specimen with sufficient muscle
mass. There is no shortage of animosity between the varying
beings of the Screaming Vortex, and the presence of certain
Minions may be undesirable for other Heretics in the group;
this tension allows a great opportunity for roleplaying.

Random Characteristics

The default method of character creation in Black Crusade
requires players to determine the Characteristics of their
Heretic by rolling a number of d10s and adding a modifier.
Some players and GMs may prefer to use a similar method
to determine the Characteristics of Minions, rather than the
standard method of distributing points. Minions created
under the method outlined on page 135 of the Black
Crusade Core Rulebook are likely to have relatively high
values in two or three Characteristics deemed important
to their main purpose, with minimal values for their other
Characteristics. Some players may prefer a more “organic”
method to determine a Minion’s Dark God-given abilities.
No matter how much a mercenary swordsman may neglect
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Minion Interactions
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Minions are much more than faceless, nameless hirelings,
and as such, they deserve to be involved in many of the
Heretics’ interactions with each other and with NPCs.
Since Minions are under a player’s direct control, it
may seem safe to assume that the controlling player
should roleplay the Minions, but this is not necessarily
the case and it may be appropriate sometimes for the
GM to portray a Minion. In some instances, this may
depend on the nature of the Minion and how it came
to be in the character’s service. For instance, a resentful
Daemonhost may frequently mutter curses and impugn
the Heretic, while a devout follower would be quite the
opposite. Ultimately, the player and GM should work
together to determine how the Minion is portrayed in
their games, and by whom. Some players may wish to
focus completely on portraying their own character,
while others may be perfectly happy to play both sides
of a conversation with their Minion! Often, the best
approach is a combination of methods, perhaps having
the GM portray the Minion during conversations and
such, while the player also describes the Minion’s
actions and attitudes, as needed.
his mind in pursuit of his skill-at-arms, he is unlikely to have
Intelligence 01—barring a very unfortunate mutation of the
mind! In addition, the standard method of point-assignment
works very well for players who have a firm idea of their
Minion in mind, but some players may prefer to generate
Characteristics randomly, which may provide inspiration.
If the GM agrees (or insists), players may generate Minion
Characteristics randomly, as shown below. This method is
likely to result in higher characteristics overall, but also in
a more even, natural distribution. This is offset by the fact
that players do not have the opportunity to “optimise” their
Minions’ Characteristics using this method.
To generate Characteristics, roll 2d10 for each
Characteristic, and add 10 to the result on each for Lesser
Minions, 15 for Minions, and 20 for Greater Minions. Before
rolling, the player can choose up to two Characteristics and
apply a +5 to those scores. For each Characteristic that gains
this bonus, the player must choose another Characteristic to
suffer a corresponding –5 penalty.

Horde Minions

A Heretic with the Horde Minion of Chaos Talent (see page
52) can create a Horde Minion. Horde Minions are created
in the same manner as Lesser Minions of Chaos, either using
the standard method presented in the Black Crusade Core
Rulebook or the alternative random characteristics method from
page 47. Rather than generating a Wounds value, however, the
Minion is given a Magnitude equal to one half of the Heretic’s
Infamy. This represents the higher numbers of followers that an
especially infamous Heretic can attract, and possibly the higher
quality attracted, as well. Though a Horde represents a number
of individuals, it is treated in game terms as a single character,
and likewise counts as a single Minion toward the Heretic’s limit.
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If a Heretic’s Infamy changes during the course of a
session, the Magnitude of his Horde Minion is adjusted to
reflect the change, subject to the GM’s discretion. An increase
in Infamy and corresponding increase in Magnitude does
not necessarily represent additional individuals joining the
Horde, though it certainly could if the Heretics are in a
populated area. It could just as readily represent an increase
in the morale of the Heretic’s followers, or even a blessing
from the gods. If the GM determines an immediate change
would be inappropriate for the circumstances, he may wish to
defer the adjustment to Magnitude until a fitting opportunity,
such as when the Heretics return to their base of operations to
gather more servants, or stage a ritual to bind additional souls
to the Heretic’s will, or simply until the end of the session.
Horde Minions follow all the rules for Hordes on page
348 of the Black Crusade Core Rulebook, but additionally
require certain considerations that do not typically apply
to Minions. For instance, should the Heretics procure a
ride on a shuttlecraft with a capacity for a dozen or so
passengers, it may be hard to fit a Magnitude 35 Horde
of bloodthirsty cultists. Likewise, it may prove extremely
difficult to covertly infiltrate an Imperial settlement with
a pack of vicious xenos beasts in tow. Players and GMs
should therefor consider these potential complications
when introducing Horde Minions into a campaign.
In the case of Hordes consisting of sentient beings, it is a
good idea to nominate either a leader or representative member
of the Horde to act as its “face” when interacting with characters
or accepting orders from the Heretic. This representative
member of the Horde may have a distinct personality and
appearance, but is not treated as a separate character. Typically,
this individual is assumed to survive any damage to the Horde’s
Magnitude, though that does not preclude non-fatal injuries.

Horde Minions and Damage
A Horde’s Magnitude is an abstraction of its durability and
power, including factors such as the number of individuals,
their morale and training, and their capacity to endure injury.
Consequently, the reduction of a Horde’s Magnitude due to
damage sustained in combat does not represent the deaths of
individuals on a one-for-one basis, but rather the reduction of
the Horde’s ability due to injuries, fatalities, and loss of morale.
Due to the abstract nature of Magnitude damage, Horde
Minions “heal” in a very different way to normal characters.
In the aftermath of a fight, characters can attempt to
restore a Horde’s Magnitude in two ways, as both the
bodies and spirit of the Horde can be treated. Once one
of these methods has been successfully used to restore one
or more points of Magnitude, it cannot be used again until
the Horde’s Magnitude has been changed through some
other manner, such as further damage or the introduction
of new members. Regardless of the methods used, a Horde’s
Magnitude cannot be raised above its normal value.
A character with the Medicae Skill may perform first aid
on the injured members of the Horde. Because this requires
the treatment of numerous individuals, the time required
for the Test must be left to the GM’s discretion. However, it
generally should take no less than one minute, and is simply
too involved a process to be completed in the midst of combat.

Expanded
Minion Traits

With the permission of the GM, the
following Traits may be available when
creating Minions, in addition to those
listed on page 137 of the Black Crusade
Core Rulebook.

Lesser
Fanatic, Parasite, Sycophant

Normal
Fanatic, Incorporeal, Monodevotant,
Mutant (1), Parasite, Sycophant

Greater
Fanatic, Incorporeal, Monodevotant, Mutant
(1-3), Parasite, Phase†, Sycophant
†The Phase Trait counts as two Traits
against the Minion’s total.

New Traits

The following new Traits apply only to Minions;
they are not appropriate for Heretics or other kinds of
NPCs. These Traits are available for Minions during creation, as
listed on page 47.

Fanatic
The Minion is fanatically devoted to its master, and would gladly
sacrifice its own life to preserve him. Once per combat, after an
attack successfully hits its master but before Damage is rolled, the
Minion may use a Reaction and move up to its Half Move rate
to interpose itself, suffering the Damage in the Heretic’s place.

Monodevotant
The Minion is hopelessly addicted to something the Heretic
can offer. This could be anything, from a certain chem, to the
blood of Daemons, to souls. As a result, the Minion is willing
to do anything to keep its master’s favour, including risk its life.
Likewise, the Minion goes to any lengths to avoid disappointing
its master, obsessively pursuing any given task. The Minion
may re-roll failed Loyalty Tests. However, should the Heretic
be unable to supply the Minion with its desire, after a number
of days equal to 1d10 + the Minion’s Willpower Bonus, the
Minion suffers a –10 penalty to all Characteristics due
to withdrawal. This penalty increases by a further
–5 each subsequent day, until the addict’s thirst is
slaked. If this state of affairs continues too long, the
GM may rule that the Minion abandons the
character, succumbs to madness, or
even dies, depending on the
nature of the addiction.

Mutant (X)
The Minion is touched by
Chaos, whether through service to the
Dark Gods or unchecked exposure to
the twisting influence of the Warp. The
Minion gains one random result from the
Gift of the Gods table on page 291 of the
Black Crusade Core Rulebook. With the
GM’s permission, the player may instead
select a result that is fitting for his Minion.
Some Minions are almost unrecognisable as
their original selves, so corrupted are they.
The value noted in parentheses indicates the
Minion gains a number of Gifts of the Gods
equal to the Trait’s value.

Parasite
The Minion is able to attach itself to a host
organism and influence its behaviour. This
ability is evinced by certain xenos creatures
for which it is a necessity of their life cycle,
but it might also be evinced by bizarre
cyber-constructs of Forge Castir, or even
stranger entities. Usually, a parasitic
creature is much smaller than potential
host organisms, no more than Size (2).
Depending on the nature and size of a
particular Minion, the GM may deem
it necessary to modify this Talent to better reflect the
functions of a specific creature. In order to attach itself to,
or enter the body of, a host, known as infection, the parasite
must come into physical contact. Infecting the host organism
takes 1d5 Rounds, +1 for each Armour Point on the location
through which the parasite is attempting to enter, to represent
either the Minion burrowing through armour or searching for
a weak point or opening. If the intended host is aware of the
parasite at any point during this process, he may attempt to
stop it, most likely by either attacking it or pulling it off.
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The character makes a Challenging (+0) Medicae Test. A
successful Test restores Magnitude equal to the character’s
Intelligence Bonus, +1 for every two Degrees of Success.
Unlike physical injuries, the morale and spirit of the Horde
can only be significantly improved through the actions of the
owning Heretic. The Horde’s master attempts a Challenging
(+0) Command, Charm, Deceive, or Intimidate Test.
A successful Test restores an amount of Magnitude equal to
the character’s Infamy Bonus, +1 for every
Degree of Success, up to the Horde’s starting
Magnitude. This represents the Heretic
rallying the troops with apostate hymns,
offering sweet inducements, cracking a whip
menacingly, or convincing them that things
are not as bad as they look.
Hordes do not recover Magnitude over
time in the way characters heal Damage.
However, a Horde’s Magnitude is
restored during appropriate periods
of downtime, in much the same way
as an increase in Magnitude due to
a rise in the Heretic’s Infamy.

Optional Rule:
Earning Experience
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While below the level of Player Characters, Superior
Minions are nonetheless a cut above other Minions
and many NPCs the Heretics may encounter. These
formidable creatures increase in ability as they learn
from their experiences or simply get bigger and
stronger. As an optional rule, GMs may wish to grant
Experience Points to Superior Minions as a reward
for play and the successful completion of Compacts,
just as he does for the Heretics. If he does so, the
amount of xp Superior Minions earn should always
be less than that earned by the Heretics, and it is
recommended that Minions earn no more than 50%
of the xp gained by the owning Heretic, with 25%
being sufficient in most circumstances.
This xp should only be granted if the Minion
played a significant role in the game session or the
completion of the Compact. Note that this xp does
not reduce the amount the Heretic gains and, unless
the GM rules otherwise, this xp is not passed on
to the Heretic’s next Superior Minion should the
current one be replaced.
Any successful attacks against the parasite, by the
potential host, or by another character, inflict half Damage
against the host, and any attacks that fail by one degree
or less strike the host instead. The parasite can be pulled
free before it has fully attached to or entered the host,
with an Opposed Strength Test. If the parasite fails, it
is removed from the host, who suffers 1d5 Damage, not
reduced by Toughness Bonus. Once infected, the host must
pass a Hard (–20) Toughness Test or succumb to the
parasite’s influence, which may range from subtle changes
to behaviour to outright control, depending on the nature
of the parasite. Infection is insidious, and the parasite must
be removed, probably with the aid of a chirurgeon or flesh
adept, before the host’s behaviour can return to normal.

Sycophant
This Minion has an innate tendency to latch on to more
powerful individuals and is loyal almost to the point of
absurdity. Minions with this trait are likely to perceive every
word from their master’s mouth as divinely inspired wisdom,
and his every act as pure genius. Heretics of a particularly
vain nature are likely to appreciate this behaviour, while
others may find it infuriating. Nevertheless, the commitment
these Minions show is beyond question.
A Minion with the Sycophant Trait increases its Loyalty
by +15. In addition, such is the sycophantic Minion’s lavish
and unceasing praise of its master, that the Heretic removes
Fellowship Damage at twice the normal rate.
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SUPERIOR MINIONS
Minions, typically, are a cut above the assorted hirelings,
mercenaries, and servants whom a Heretic may enlist.
Nevertheless, Minions have their limitations, notably the fact that
they cannot improve their abilities past the levels permitted by
the Greater Minion of Chaos Talent. Eventually, even a Greater
Minion may outlive its utility as a Heretic grows in power, for
the greatest servants of Chaos are nothing if not fickle masters.
The Superior Minion of Chaos Talent (see page 52) grants the
Heretic a powerful Minion whose abilities can improve over time,
reflecting the Heretic’s own advancement. A Superior Minion may
represent a particularly skilled or favoured servant, a dangerous
ally, or even an almost-trusted partner. Unlike other Minions,
Superior Minions can improve their Characteristics, Skills, and
Talents. Superior Minions are unique in that they can obtain and
spend Experience Points in much the same way as Heretics.
When a player first selects the Superior Minion of Chaos
Talent, he creates the Superior Minion following the same
process as if he were creating a Greater Minion, either using
the standard rules in the Black Crusade Core Rulebook or
the variant rules presented in this chapter. A Superior Minion
counts toward the limit on the number of Minions the
Heretic can have. Unlike other Minion of Chaos Talents, the
Superior Minion of Chaos Talent cannot be taken multiple
times; a Heretic may only have a single Superior Minion at
a time. Superior Minions have a Loyalty value just as other
Minions, which is tested against under the same circumstances.
As powerful as they may be, Superior Minions follow all the
normal rules for Minions, with the exceptions noted below.
Each time the Heretic gains the Minion Improvement
Talent, when creating the Superior Minion or at a later time, his
Superior Minion gains 500 xp to spend. A Superior Minion’s
xp total may never exceed 50% of the controlling Heretic’s xp;
any excess Experience Points, from any source, are lost.

Advancing Superior Minions

Superior Minions generally gain xp when a Heretic purchases
the Minion Improvement Talent, and perhaps as a reward for
game play (see the Earning Experience sidebar on this page).
Regardless of the source, Minions may spend xp in the same
manner as Heretics, with a few clarifications and additional
limitations. Like Heretics, Superior Minions may purchase
Characteristic Advancements at the Simple, Intermediate,
Trained, and Expert levels, as well as Skills and Talents. Also like
Heretics, the Experience cost for an Advancement is determined
by the Minion’s Alignment and that of the Characteristic, Skill,
or Talent in question. Superior Minions may not purchase
Infamy Advancements; their own reputation and favour in the
eyes of the Gods is inextricably bound to that of their master.

Superior Minions and Alignment
When created, a Superior Minion’s Alignment is the same as the
controlling Heretic; e.g., an Unaligned Heretic’s Superior Minion
is Unaligned. Any time a Heretic checks his Alignment (usually
after gaining 10 Corruption Points), the Superior Minion must
also check its Alignment. If the Superior Minion’s Alignment

Marks of Chaos
With the GM’s permission, a Superior Minion who meets the
requirements (20 Advances along a single path of Devotion)
may be eligible to receive a Mark of Chaos, with all the
benefits entailed. Unlike Heretics, the Mark of Chaos is not
free, and the Minion must spend 500 xp to obtain it.

Replacing Superior Minions

As is the case with other Minions, a Heretic may replace a
Superior Minion who has been killed or otherwise left the
Heretic’s service at an appropriate point, such as the downtime
between adventures; although when dealing with such an
important Minion, GMs and players may wish to incorporate
the introduction of the Superior Minion into play, or even as a
focal point of a session. When creating a replacement Superior
Minion, the Minion has an amount of xp available to spend
based on the value of the Heretic’s Minion Improvement
Talent, if he has selected it more than once.
To lose a Superior Minion represents a major blow to a
Heretic’s resources, and a potential opportunity for his enemies.
Should a Superior Minion die in combat or otherwise perish in
the course of his service to the Heretic, the Heretic loses 1d5
Infamy. This penalty may be waived if circumstances warrant,
at the GM’s discretion. For instance, the GM may decide that a
Heretic does not lose any Infamy after sacrificing his Minion as
part of a major Ritual in the name of his god.

I’ll Sit This One Out
It may come to pass that a Heretic is injured so severely
that he cannot participate in the group’s activities,
whether because he would slow them down or because
he’s on the verge of death. In situations like these,
Minions provide a convenient way to keep a player
involved in the game, even as his character recuperates
“off screen.” If circumstances warrant a player using
one or more of his Minions as a temporary substitute
for his Heretic, the GM may wish to ignore the need
for Loyalty Tests for at least one Minion, so as not to
exclude the player based on a single dice roll.

USING MINIONS
Minions fulfil many functions in Black Crusade, from
defending a Heretic in combat to providing a ready source of
human sacrifices. While some of the rules for player characters
are not applicable to Minions, at the same time, Minions spend
much more time actively engaged in the story than most NPCs,
and must face all the same situations that confront the Heretics.

Fear and Insanity

The Screaming Vortex is home to innumerable terrifying sights and
mind-shattering phenomena. Like the Heretics whom they serve,
the majority of Minions are not affected by such experiences as an
ordinary human might be, and indeed are likely to be a source of
terror and madness for others. Some Minions are immune to the
effects of Fear due to a Talent or Trait they possess. At the GM’s
discretion, some Minions of an unnatural or incomprehensible
nature, or those with the Fear Trait, may be unaffected by Fear.
Other Minions are affected by Fear as either a “normal” character
or as a Heretic, at the GM’s discretion. However, Minions may
substitute their Loyalty for Willpower when taking a Fear Test,
representing the fact that Minions are often more frightened of
their masters than much else. When making a Fear Test using
Loyalty, the Test is modified both by any Talents or Traits that
affect Loyalty and by any that affect Fear Tests.
Normally, Minions are not affected by Disorders, but may be
at the GM’s discretion. This adds yet another consideration which
players and the GM must track, but is also a great opportunity
for groups who enjoy such detail in regard to Minions, and the
additional opportunities for role playing. Disorders are most
appropriate for Superior Minions, who already require a deal
more bookkeeping and attention than other Minions.

Corruption

Ordinarily, Minions do not acquire Corruption Points. Like NPCs,
most Minions are liable to be simply consumed or transformed
into a disgusting Chaos Spawn when exposed to the pure power
of the Warp—they are not fit to tread the Path to Glory. If exposed
to a major source of Corruption, such as travel through the Warp
unprotected or possession by a daemon, the GM may bestow on
a Minion the Mutant Trait (see page 49), with an accompanying
random Gift of the Gods. Depending on the cause of the
mutation, a Minion may be given a chance to avoid its fate with a
Characteristic Test, most likely based on Toughness or Willpower.
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changes to that of a god only Allied to the Heretic’s own patron
(excluding Unaligned), the Heretic reduces his Infamy by
1d5, representing a loss of face in the eyes of his god’s other
followers, and perhaps the god itself. If the Superior Minion’s
Alignment changes to that of an Opposed god, the Minion
leaves the Heretic’s service and the Heretic reduces his Infamy by
1d5+5. The specifics of how the Minion departs are up to the
GM, and could range from stealing a vehicle in the dark of night
to making an attempt on the Heretic’s life. Tracking down and
taking revenge on a treacherous former Minion could form the
basis for an adventure, or even a Compact, allowing the Heretic
to regain some of the Infamy he lost in the first place!
Normally, Skills and Talents selected when a Superior Minion
is created do not count towards Alignment. With the GM’s
permission, however, a player may choose for his Minion’s
starting Talents and Skills to count toward Alignment, in which
case the decision must be made when the Minion is created and
all Skill and Talents thereafter count towards Alignment. This
option cannot be chosen if the Minion’s Skills and Talents would
result in it being Aligned to a god Opposed to the Heretic’s own.
Certain Superior Minions are, by their very nature, bound
to a particular Chaos god, as is the case with Daemons.
When created, the GM may deem that a Superior Minion is
permanently Aligned to a specific Chaos god, or permanently
Unaligned. In this case, the Minion’s Alignment cannot be
Opposed to the Heretic’s, and will always determine the xp
cost for Advancements. Such a Minion cannot purchase an
Advancement Aligned to another god if it would surpass the
number of Advancements Aligned to its own patron.

NEW TALENTS
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The new Talents presented here introduce additional options
and abilities for Heretics with Minions. These Talents are
acquired in the same manner as those presented in the Black
Crusade Core Rulebook. Players should check with their
GM before selecting any of the following Talents.

Addictrix

Tier: 3
Prerequisite: Fellowship 50, Charm +10
Alignment: Slaanesh
The Heretic is a master of seduction and manipulation, and has
ways of securing power over those who succumb to his wiles.
The Heretic may attempt to seduce an NPC into his service,
and ensure continued service by making the NPC dependent
on something only the Heretic can offer. First, the Heretic must
defeat the chosen NPC in a social confrontation as described
on page 60. Should the Heretic succeed, he can take advantage
of his victim’s demoralised state and introduce him to whatever
addicting substance the Heretic offers. The NPC becomes a
Minion of the Heretic, retaining their profile and gear, and
gaining a Loyalty value and the Monodevotant Trait.
This Talent is not effective on NPCs with a higher Infamy
than the Heretic or the Touched by the Fates Trait, or NPCs
categorised as Masters. Other NPCs may also be unaffected at
the GM’s discretion, such as those with the From Beyond or
Machine Traits. The Heretic may only have a single seduced
Minion in his service, but may discard him at any time by
cutting off his supply—although the NPC may cause problems
for the Heretic once he has recovered his senses! The seduced
Minion does not count toward the character’s limit. The GM
and player should work together to determine the Minion’s
addiction, though it does not necessarily need to be the same
substance every time—some Heretics have much to offer.

Cast down the idols! Destroy the temples! Slay the priests! Show
these fools that they worship nothing more than a rotting corpse!
–Dark Apostle Harzhan of the Word Bearers
Minions come in a variety of forms, such as crazed cultists,
swarms of daemonic beetles, or misshapen clones of the
Heretic. Whatever form they take, these creatures are together
treated as a single Horde (see page 349 of the Black Crusade
Core Rulebook). Rules for Horde Minions can be found on
page 48. This Talent may be taken more than once, each time
adding another Horde Minion to the character’s retinue.

Lord of Chaos

Tier: 3
Prerequisite: Fellowship 40, Infamy 60, Air of Authority
Alignment: Unaligned
Through dint of his fearsome reputation, prophesied destiny,
or even a daemonic pact, the character can attract—and
keep—a considerably larger retinue than his peers. The
character may have a number of Minions equal to one and a
half times his Fellowship Bonus, rounded down.

Minion Improvement

Tier: 2
Prerequisite: Superior Minion of Chaos
Alignment: Unaligned
The Heretic’s Superior Minion gains 500 xp to spend on
Advancements, as detailed on page 50. This Talent may be
selected any number of times, but the Superior Minion’s
total xp can never exceed 50% of the Heretic’s total. Note
additional purchases on the Heretic’s character sheet as
Minion Improvement (X), where X is the number of times the
Talent has been purchased.

Beloved Leader

Superior Minion of Chaos

Tier: 1
Prerequisite: Charm, Fellowship 40
Alignment: Slaanesh
Whether due to brainwashing, charisma, hypno-doctrination,
or even a blessing from Slaanesh himself, this Heretic’s Minions
are devoutly loyal. This Heretic’s Minions are extraordinarily
dedicated to completing tasks to his satisfaction, whether
through fear of punishment or a desire to please. The character
increases the Loyalty of all his Minions by +10.

Tier: 3
Prerequisite: Fellowship 55, Infamy 60
Alignment: Unaligned
Through various means, the character has acquired a Superior
Minion. Such a Minion may be almost as powerful as the
character, and is capable of improving as its abilities are tested
in the pursuit of the character’s dark designs. The character
must be wary, for such creatures may be loath to accept orders.
For details on creating a Superior Minion, see page 50.

Horde Minion of Chaos

Tyrant

Tier: 3
Prerequisite: Fellowship 45, Infamy 50
Alignment: Unaligned
Through various means, the character has acquired a veritable
Horde of servants. Though individually insignificant, when
drawn together by the personal magnetism and dread reputation
of the Heretic, these creatures pose a formidable threat. Horde
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Tier: 2
Prerequisite: Any Minion of Chaos Talent, Fellowship 35
Alignment: Unaligned
The Heretic ensures Loyalty through a fearful reputation and the
actions to back it up. The base Loyalty of the Heretic’s Minions
is equal to the Heretic’s Infamy, rather than his Fellowship. This
value can be modified by Traits and Talents as usual.

