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“I have travelled this plane for untold centuries, and tasted the
undiluted power of Chaos itself. The essence of the cosmos is mine to
mould as I see fit. By what right do you dare challenge me?”
–Amamshér, Sorcerer Champion of the Thousand Sons

T

he Sorcerers of the Thousand Sons number amongst the
most powerful of the servants of Chaos. For centuries
they have dwelt within the Eye of Terror, emerging only
to pursue new paths of heretical study and inflict vengeance on
the Imperium. Exposure to the raw power of the warp, as well
as Ahriman’s Rubric, has corrupted these sorcerers in body
and mind, while the untold time spent pursuing their dark arts
has only magnified their considerable psychic abilities.
Of all the sorcerers of the Chaos Space Marine Legions,
none are as feared as those of the Thousand Sons. Travelling
across the Imperium and beyond, these servants of Tzeentch
relentlessly search for sources of secret and profane knowledge.
Their goal is to increase their already considerable powers and
wisdom while furthering the glory and influence of Tzeentch
throughout the realms of existence.

PLaying a sorCerer
of The Thousand sons

The following are some ideas for portraying a Thousand
Sons Sorcerer. Of course these should be considered
guidelines and suggestions, not directives or canon. If
a player comes up with his own backstory and character
personalities, he should feel free to explore them.
Thousand Sons Sorcerers dedicate themselves to
the pursuit of knowledge in all its forms, striving to
master every discipline available to them. All subjects, no
matter how trivial or obscure, are worthy of their careful
consideration and keen intellect. They have spent their lives in
study and contemplation, and all possess a uniquely intuitive
and enlightened view of the universe.
Ancient artefacts, xenos constructs, and forgotten tomes
are considered valuable objectives for the this Legion, who
investigate such objects without the prejudices of their
Imperial adversaries. They believe all artefacts, regardless
of origin, may contain valuable information and warrant
pursuit and examination. Many Thousand Sons extensively
study both xenos and so-called heretical artefacts, viewing
the unknown potential locked within as neither tainted nor
debased. To them, any such power is exactly that: power.
Xenos races with psychic gifts are often subjects of particular
fascination and study to the Thousand Sons. Older races, such
as the enigmatic Eldar and the soulless Necrons, are seen as
founts of wisdom and learning that could be easily harnessed
and exploited by one who is willing to appreciate such things.
A Thousand Sons Sorcerer readily accepts any opportunity
to gain insight into the abilities and lore of such races. The
potential power such knowledge may unlock often easily
outweighs any risks inherent in dealing with such creatures.
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Magnus taught his sons that knowledge is neither good
nor evil, but all knowledge has power to those who master it.
As a result, Thousand Sons Sorcerers believe that nothing is
too terrible or powerful to be learned and controlled. These
Chaos Space Marines fearlessly study cursed writings and
blasphemous rites, dabbling in the many manifestations of
Chaos without hesitation. Such studies are invaluable to the
Thousand Sons, and they place great value on anything that
improves one’s ability to manipulate the power of the warp.
All who venerate Tzeentch are aware of the power of
knowledge as well as the importance of guarding it. As a
result, a Thousand Sons Sorcerer hoards his knowledge, using
it to manipulate others towards his own ends. Many have also
learned methods of glimpsing the strands of fate and often
use such abilities to aide in their plots and schemes.
Crafty and cunning, Thousand Sons use deception both on
and off the battlefield to achieve their aims. They prefer to bide
their time and wait for favourable circumstances rather than
rushing headlong into a confrontation. When they do fight, they
do so with an understanding of their enemy’s capabilities and
on their own terms. Overt conflict is rarely preferred over a wellexecuted plot, unless the conflict serves a meaningful goal.
The Sorcerers of the Thousand Sons have nothing but disdain
and hatred for the stagnant Imperium, which they believe to be
bound by ignorance and willful blindness. What’s more, they
will never forgive or forget the Emperor’s betrayal by ordering
the destruction of Prospero and all the archives contained within.
The Imperium is an ossified shell worshipping a state of endless,
stifled existence. For such proud Space Marines as these, forged

Thousand Sons Sorcerers must be Chaos Space Marines.
Characteristic Bonus: +5 Willpower and + 5
Fellowship, +15 Corruption, +9 Infamy.
Starting Skills: Command, Common Lore (Choose
One), Deception or Scrutiny, Forbidden Lore
(Psykers), Forbidden Lore (Warp) or (Daemonology) or
(Xenos), Logic, Psyniscience, Scholastic Lore (Occult),
Scholastic Lore (Legend).
Starting Traits: Psyker, Unnatural Willpower (+2),
Rubric of Ahriman.
Starting Talents: Psy Rating (x3), Up to 500 xp
worth of Psychic Powers chosen from the Unaligned,
Divination, Biomancy, Pyromancy, Telepathy, or
Telekinesis Disciplines, as well as the Boon of Tzeentch
Psychic Power, Ancient Warrior, Foresight or Strong
Minded, Meditation or Mimic, Resistance (Psychic
Powers), Warp Sense.
Starting Gear: Legion Bolt Pistol, Force Sword, two
clips of Tzeentchian Inferno Bolts, Talisman of Tzeentch.
Wounds: 15+1d5

sPeCiaL abiLiTies
Sorcerer: The Heretic gains the Psyker Trait (listed
above), a Psy Rating of 3, and 1 Corruption Point. When
determining Psychic strength (see page 206 of the Black
crusade Core Rulebook), he counts as Bound.
Rubric of Ahriman: Long ago, the Sorcerer Ahriman
sought to rid his Legion of mutations; though the Legion
was destroyed, many of the Legion’s Sorcerers attained
greater degrees of power and control over their abilities.
Thousand Sons Sorcerers gain Unnatural Willpower
(2) (listed above) and may roll an additional die when
forced to roll on the Perils of the Warp table, discarding
whichever one he chooses to get a more favourable
result. This Unnatural Willpower bonus does not count
towards the character’s maximum Psy Rating.
Thousand Sons Sorcerers begin play aligned to Tzeentch.
long ago in the fires of the Great Crusade, to see such potential
reduced to such a low is a terrible anathema.
These sorcerers know the servants of the Corpse-God to be
weak minded pawns for the Changer of Ways, the only god truly
worthy of worship. He bestows gifts of power and wisdom on
those who follow his path and the Thousand Sons are eager to
garner such favours. They know that embracing Chaos is the path
to true power and the secrets of the universe.
Thousand Sons Sorcerers often join other warriors to
facilitate their quest for knowledge, and are considered by many
to be a useful addition to any warband. On the battlefield, their
powerful psychic abilities, and their skill in wielding them, are
terrible to behold. They are also veterans of countless conflicts,
with knowledge and experience far beyond the scope of other
warriors. Many are fiercely independent and not accustomed to
being led, only allowing others to assume command when it suits
their purpose. As a result, wise leaders know it is not prudent to
cross such devoted followers of the Lord of Change.

Thousand sons
sorCerers in The vorTex

The Screaming Vortex provides many opportunities
for a Thousand Sons Sorcerer to pursue his quest for
knowledge and gather new allies. Most residents believe
that the Legion does not recruit new members, meaning
all are part of the original Legion that rebelled against
the Emperor centuries ago. As a result, they command
great respect amongst the many inhabitants of the
Vortex and often use this to their own advantage.
The following are some example motivations that
coincide with the path of constant study undertaken
by the Thousand Sons Sorcerers.
Wolf ’s Bane: Knowledge is power, and power
is the means to an end; namely, vengeance on the
Emperor and his subjects. These Sorcerers view
the destruction of Prospero, and the knowledge
contained within, as an egregious act that alone
justifies the downfall of the Imperium. The zealots
of the Corpse-God are no better than rabid dogs
and deserve to be put down as such before more
knowledge is sacrificed to the Ecclesiarchy’s
ridiculous dogma. These servants of Tzeentch also
hold a particular disdain against the most barbaric
of all the loyalist forces—the Space Wolves.
Sorcerer of the Cabal of Ahriman: After the Rubric
was dispelled, Magnus, in a fit of rage, threatened to
obliterate Ahriman for the damage he had caused.
However, Magnus’s hand was stayed by Tzeentch
who inquired why Magnus would abuse his pawn
so willingly. Instead, Ahriman was banished from
the Legion and condemned to a fruitless quest to
understand the nature of Tzeentch. Some members of
his cabal continue to follow in Ahriman’s footsteps,
believing that his banishment was the design of the
Architect of Fate himself. By striving to emulate
Ahriman’s quest, they hope to one day unlock some
measure of Ahriman’s power. These Thousand Sons
Sorcerers maintain a particular interest in lore related
to Tzeentch and his unending schemes.
Discipulus Rubricae: The Rubric of Ahriman
was a terrible tragedy, but there are many who
still appreciate its power. They regard the spell
as a masterpiece, perfect except for an unknown
flaw. These Thousand Sons dedicate their studies
to deciphering the Rubric and hope to gain an
understanding of sorcery sufficient for them to fix
what went wrong so many centuries ago.
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