III: ARCHITECTS

Flamers of Tzeentch do not bother to tread the blackened
soil of the Flaming Tomb. Rather, they float gracefully upon
a broad disc of undulating flesh, much like a massive jellyfish
fused to the trunk of the daemon’s body. In this way, Flamers
glide along on a cushion of ætheric winds, the frills and folds
of their lower bodies always in motion, subject to the currents
of the Sea of Souls, no matter where they might wander.
There is conjecture that the Flamers of Tzeentch are the
only beings truly able to communicate with the Burning Men
and to understand their confounding purposes. If anyone
has ever managed to force or tempt a Flamer to divulge this
secret, however, none can say.
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flamers of tzeentch
Unsurprisingly, the Flamers of Tzeentch are particularly at
home among the fiery fjords and blighted islands of the magma
seas. Even as the dancing flames and swirling, poisonous
mist seem to call to some mortals, showing them patterns
and meaning hidden from most other minds, the Flamers of
Tzeentch are often seen, floating undisturbed through the
violence and chaos of the abyssal holocaust. As is true of all
daemons, the purposes of the Flamers of Tzeentch are beyond
the understanding of mortal man, and their comings and
goings, especially deeper within the Inner Ring and into the
Lower Vortex itself, are nearly impossible to track.
The favoured weapons of the Flamers of Tzeentch, when
roused to anger, are bolts of polychromatic æther, pouring
from the gaping, gibbering mouths that form at the end of
the daemons’ sinuous, multifarious arms. This eldritch flame
coalesces into coherent balls of warp energy that can spray a
large area, pounding even the war plate of the Fallen Legions
into submission. These same yawning maws, ringed with
vicious, spittle-coated teeth, can be deadly in melee as well,
chewing through armour, muscle, and bone with equal ease.
When necessary, the Flamers are capable of altering their
appendages into strong, graceful gripping appendages as well.
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Movement: 4/8/12/24
Wounds: 20
Armour: None
Total TB: 9
Skills: Awareness (Per), Dodge (Ag), Psyniscience (Per),
Speak Language (Any one).
Talents: Warp Sense, Strong Minded.
Traits: Daemonic (3), Fear (2), From Beyond, Deadly
Natural Weapons, Hoverer (4), Strange Physiology, Unnatural
Toughness (3), Warp Instability.
Weapons: Bolts of Tzeentch (Basic; 100m, –/–/6, 1d10+6 E,
Pen 6, Flaming), Grasping Claws (1d10+6 E, Pen 6, Flaming).
Daemonic Presence: All enemies within 10 metres of a
Flamer of Tzeentch suffer a –10 penalty to Willpower Tests.
Blessing of Tzeentch: Flamers of Tzeentch are blessed by
their patron. This has the same effect as a Force Field with a
Strength of 20 that does not overload.

Disc of tzeentch
Screamers of Tzeentch are often seen skimming along the
billowing storm fronts of burning gasses that erupt from the
deep magma seas of the Flaming Tomb. Their graceful flight
belies the violence and destructive power of the churning
flames over which they soar or their own not inconsiderable
dangers. Little is known about these Screamers, or why they
often congregate in the lower atmosphere of this world. Great
shoals of these beasts often appear during times of particularly
strong warp tides, when the voices of the Screaming Vortex
grate on the ears of even the mind-deaf.
Although the Screamers do not often prey upon the
bedraggled denizens of the planet, there are times when, driven
by urges or instincts foreign and unknowable to mortal man,
they fall upon the human population, driving them from one
desolate region to another. Countless refugees may die in these
sudden attacks, savaged by the gaping maws, brutalised by the
barbed tails, or driven mad by the shrieking hunting cry of the
implacable creatures. Many others, driven by a fear that precludes
any rational thought, run directly into the roiling magma flows,
their bodies exploding into dark and greasy flames as the last of
their remains swirls up into the air to join the noxious clouds.

III: ARCHITECTS
OF DESTINY

One of the most common reasons for powerful Heretics
to visit the Flaming Tomb is, in fact, these swarms of deadly,
graceful creatures. Among the devotees of the Master of
Magic, there are few possessions more prized than the
daemonic mount crafted from a Screamer, known as a Disc
of Tzeentch. An amalgam of daemonic flesh, flashing blades,
and burnished metal, a powerful sorcerer mounted on a Disc
is lethally fast and manoeuvrable, gaining an edge over almost
any foe. Screamers are notoriously difficult to summon and
break to the Disc, however. Rarely, the fickle God of Change
may grant a particularly favoured disciple with a Disc, fully
formed and willing to serve. However, for most adherents to
the Changer of the Ways, a more difficult path is required.
A Disc of Tzeentch can be forged from the daemonflesh
of a Screamer if the practitioner is powerful enough and
masters the proper rites and ceremonies. Sorcerer’s eager to
obtain a Screamer for this purpose hunt the creatures down
on the Flaming Tomb, there to perform the rituals and spells
necessary to force the change and subservience upon them. It
is a dangerous undertaking, and more fail than succeed. But
for the prestige and tactical advantage of a Disc of Tzeentch,
many and more are willing to assume the risks.
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Movement: 6/12/18/36
Wounds: 12
Armour: None
Total TB: 8
Skills: Awareness (Per) +20.
Traits: Bestial, Daemonic (4), Deadly Natural Weapons (Warp
Blades), Fear 2, Flyer (6), From Beyond, Warp Instability.
Weapons: Warp Blades (1d10+5 R; Pen 12; Felling (3),
Razor Sharp).
Blessing of Tzeentch: Screamers of Tzeentch are blessed by
their patron. This has the same effect as a Force Field with a
Strength of 20 that does not overload.
Obtaining a Disc of Tzeentch: Although sometimes a
gift granted by the Lord of Lies himself, powerful sorcerers
may attempt to summon a Screamer and twist it to their
purposes through obscure and dangerous rituals. A Screamer
is first summoned via the method described for the Ritual
of Breaking (see page 61). However, as the Screamer must
then be dominated by the sorcerer’s will and its very physical
structure transformed into that of a Disc, the Ritual will
always be two steps more difficult than for a normal Mount.
Daemonic Mount: A Disc of Tzeentch, once summoned and
reshaped, will maintain its Disc form for as long as the Sorcerer
retains control over it. While riding on the Disc, the sorcerer may
use the Disc’s movement characteristics and direct the creature to
use its attacks in melee. Any attacks directed at the sorcerer riding
the Disc should be randomised between the rider and steed. The
Heretic is protected by the Disc’s Blessing of Tzeentch unless
he is using a force field of his own. However, once every 1d5
days the sorcerer must perform an Opposed Willpower Test
against the Disc to keep it subservient. In addition, any time the

Disc takes damage of any kind, a further Opposed Willpower
Test must be taken. Should any of these tests be failed, the Disc
immediately reverts to a Screamer and attacks the nearest mortal
creature—probably the sorcerer himself.
Chariots of Tzeentch: The most powerful devotees of the
Master of Misrule, dissatisfied with a single Disc, will often
attempt a far more complicated and dangerous undertaking, the
crafting of a Chariot of Tzeentch. A Chariot of Tzeentch requires
first a massive iron and brass chariot of the finest craftsmanship
be forged and brought to the place of the Ritual of Breaking.
Then two Screamers of Tzeentch must be summoned and bound
into Disc form and yoked to the chariot with chains of spellwoven gold. Each Ritual of Breaking will be three steps more
difficult than for a normal Mount. Once the two Discs have
been summoned and formed, they must be bound to the chariot
through a Ritual of Binding. The two Discs and chariot now
form a Chariot of Tzeentch, which possesses all of the rules and
statistics of a single Disc except that the Flyer attribute is reduced
from 6 to 5. In addition, any Heretic riding within the Chariot
itself has his armour increased by +4.
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phokulozortIs,
daemon prInce of tzeentch

III: ARCHITECTS

The Screaming Vortex attracts many elite daemons of power.
The daemon prince of Tzeentch known as Phokulozortis is, like
most things associated with the Master of Metamorphosis, ever
changing. Once a mere mortal, he is now eternal, sloughing off
his skin for daemonic flesh. Around the creature, ethereal as if
through a fog, there are hints of great feathered pinions, multiple
bird-like heads weaving back and forth on long, gangly necks,
multiple waving arms with long, delicate hands. But as a true
creature of Chaos, he can take any form he wishes. His favourite
ruse is to assume the likeness of other daemonic creatures and
play their role throughout a botched summoning or bungled
ritual entreaty. He acts out its part flawlessly, a seemingly dutiful
and cowed infernal creature. Somehow, however, the endeavours
of the Heretics who summoned Phokulozortis will always go
awry, furthering the prince’s schemes and designs, or those of his
master, and bringing nothing but failure and suffering to those
weak souls who initiated the summoning..
Phokulozortis is a master manipulator, with the ability to
touch the threads of time and space to see what courses will
bear fruit and what will not. His advice is always poisoned, for
he knows exactly what to tell the object of its attentions to elicit
the most violent and profound transformation. No matter the
original purpose of those who summoned it, the dance will
always follow the tune of the Father of Lies.
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There are many tales of Phokulozortis whispered across the
Vortex; tales of weak-minded conjurers calling forth beings far
above their ability to control, who nevertheless heed the call. These
tales follow the benighted sorcerers as their plots and machinations,
fed and abetted by the daemon thing they summoned, seem to
grow stronger in power and influence, only to have their hopes
and dreams dashed upon the sharp rocks of cold reality. Most of
the tales end with the mysterious disappearance of the deceived
augurers, vanishing without a trace, never to be seen again.
Mortals who study the lore of the infinite and immortal
believe that Phokulozortis roams throughout the Vortex in search
of those whose overweening pride and faith in themselves make
them the perfect objects of its attentions. Whether warlords,
political leaders, or clan elders, no one of ambition and moral
laxity is safe. There are whispers that the creature has even reached
beyond the Vortex, perhaps going so far as to pull strings and
claim souls on the very worlds of the Corpse-God himself.
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Movement: 4/8/12/24
Wounds: 20
Armour: None.
Total TB: 11
Skills: Awareness (Per), Charm (Fel) +20, Command (Fel)
+10, Commerce (Int), Common Lore (All) (Int) +10, Deceive
(Fel) +30, Dodge (Ag), Forbidden Lore (All) (Int) +10, Inquiry
(Fel) +10, Logic (Int) +10, Linguistics (WP) +30, Psyniscience
(Per) +10, Scholastic Lore (All) (Int) +10, Scrutiny (Per) +10.
Talents: Psy Rating 6, Mimic, Radiant Presence, Resistance
(Psychic Powers), Strong Minded, Sacrifice, Warp Sense,
Warp Conduit, Bastion of Iron Will, Favoured by the
Warp, Warp Lock.
Traits: Daemonic (4), Deadly Natural Weapons, Fear (3), From
Beyond, Unnatural Toughness (4), The Stuff of Nightmares.
Weapons: Shimmerblade (1d10+9 E; Pen 6; Balanced,
Crippling, Force Weapon, Razor Sharp, Tearing).
Deft Manipulator: Peering down the threads of the future,
Phokulozortis can quickly see the effects of its words and deeds.
As a Full Action, Phokulozortis may bandy words with an unwary
character, causing an Opposed Willpower Test, in which
Phokulozortis receives a bonus equal to the difference in their
Intelligence Bonuses x 10 (should the character have a higher
INT Bonus, no bonus is awarded). Should the character fail this
test, Phokulozortis gains a Twisted Fate token for every 10 points
he wins by. Phokulozortis may use Twisted Fate Tokens to affect
any test performed by that character later in that adventure whilst
in his presence, to either add or subtract 10 to the result.
Master of Magics: Phokulozortis is a student of all the wonders
of Tzeentch. He may attempt to use any Tzeentch, Unaligned, or
Divination Power with the usual Focus Power Test.
Blessing of Tzeentch: Phokulozortis is blessed by its
patron. This has the same effect as a Force Field with a
Strength of 50 that does not overload.
Daemonic Presence: Phokulozortis causes all enemies within
20 metres to suffer a –10 penalty to all Willpower Tests.

