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HERALD OF TZEENTCH
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THE CHANGELING

KEYWORDS CHAOS, DAEMON, HORROR, TZEENTCH, HERO, WIZARD, THE CHANGELING

MELEE WEAPONS Range Attacks To Hit To Wound Rend Damage

The Trickster’s Staff 2" 1 4+ 3+ -1 D3

5"

10
5 5+

None recognise the presence of the daemon known as the Changeling until it is already too late. A master of illusionary disguise, the 
Changeling secrets itself amongst its quarry, sowing confusion and misdirection amongst their ranks. Upon throwing aside its fleshly 
masquerade, the Changeling uses sorcery and its Trickster’s Staff to openly blast its foes.

Wielding the pink changefire of its patron, a Herald of Tzeentch is a luminescent servant of the Changer of the Ways. By magic and 
manipulation of the strands of fate, the Herald seeks to execute its portion of Tzeentch’s ineffable plans. Any that attempt to thwart its 
anarchic cause will soon feel the wrath of living flames or the mutating blows of its staff of change.

DESCRIPTION
The Changeling is a single model. It is armed with 
the Trickster’s Staff. 

ABILITIES
Arch-deceiver: At the start of the battle, you can 
set up the Changeling in your opponent’s territory 
as though it were part of their army. Enemy units 
treat it as part of their own army – they can move 
within 3" of it but they cannot target it with spells 
or attacks, and so on. If it attacks, casts or unbinds 
a spell, or is within 3" of an enemy Hero in 

your opponent’s hero phase, it is revealed and this 
ability no longer has an effect.

Puckish Misdirection: Until the Changeling is 
revealed, you can pick one unit within 9" of it in 
each enemy hero phase. That unit halves its Move 
until your next hero phase.

Formless Horror: Instead of using the Trickster’s 
Staff in the combat phase, you can pick a melee 
weapon wielded by the target unit and attack with 
that weapon, using its profile. 

MAGIC
The Changeling is a wizard. It can cast one spell 
in each of your own hero phases, and attempt to 
unbind one spell in each enemy hero phase. It 
knows the Arcane Bolt and Mystic Shield spells. 
The Changeling also knows the spells of any 
Wizard that is within 9" of it.

DESCRIPTION
A Herald of Tzeentch is a single model. It is armed 
with a Staff of Change or a Ritual Dagger, and 
carries an Arcane Tome. It can also hurl Magical 
Flames at its foes.

ABILITIES
Arcane Tome: Once per battle, the Herald can read 
from its Arcane Tome before attempting to cast a 
spell. You can roll three dice instead of two for that 
casting attempt.

Fortune and Fate: If you roll a 9 or more for a 

Herald of Tzeentch’s casting roll, it can attempt to 
cast one extra spell this hero phase (it must be a 
different spell).

MAGIC
A Herald of Tzeentch is a wizard. It can attempt to 
cast one spell in each of your own hero phases, and 
attempt to unbind one spell in each enemy hero 
phase. It knows the Arcane Bolt, Mystic Shield and 
Pink Fire of Tzeentch spells.

PINK FIRE OF TZEENTCH
Pink Fire of Tzeentch has a casting value of 9. If 

successfully cast, a tide of writhing warpflame 
engulfs the foe. Pick a visible enemy unit within 18" 
of the caster. That unit suffers D6 mortal wounds.

Chaos Wizards know the Summon Herald of 
Tzeentch spell, in addition to any others they know. 

SUMMON HERALD OF TZEENTCH
Summon Herald of Tzeentch has a casting value 
of 5. If successfully cast, you can set up a Herald of 
Tzeentch within 18" of the caster and more than 
9" from any enemy models. The Herald is added 
to your army but cannot move in the following 
movement phase. 

MISSILE WEAPONS Range Attacks To Hit To Wound Rend Damage

Magical Flames 18" 2 4+ 4+ - 1
MELEE WEAPONS Range Attacks To Hit To Wound Rend Damage

Staff of Change 2" 1 4+ 3+ -1 D3
Ritual Dagger 1" 2 4+ 4+ - 1

5"

10
5 5+
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