ARCHIMONE the Manipulator
“Lord of Minds, Overlord of Control, Disciple of Change”
Archimonde, the Lord of Minds is an accomplished Telepath from the Thousand Sons Legion. Archimonde’s history begins during the Great Crusade, the golden age of the Imperium. Archimonde spent his entire time as a Legionnaire following the footsteps of those high than him, Ahzek Ahriman, Amon (Equeery to Magnus the Red), Ankhu (Guardian of the Great Libary) and Sobek just to name a few. As time went on Archimonde grew more and more fond of the Cult of the Corvidae, however nobody took any heed to him simply because he was a standard Legionnaire without highborn birth rights.

It was when the Horus Heresy began and the jaws of the wolf were brought to Prospero when Archimonde’s true destiny was unravelled! During the sacking of Prospero, Archimonde was allowed free will with his psychic power which was controlled by Imperial Edict. Archimonde used his psychic prowess to destroy, control and manipulate the minds of the Space Wolves. It was even rumoured that if the Sisters of Silence has not intervened that Archimonde could have used his powers to sway over Bjorn’s mind and use his strength against his own brothers!
With Archimonde recognising his strength over manipulative spells, he attempted to change the fate of Prospero; take control over Leman Russ’ mind, the Primarch of the Space Wolves himself. Sadly Archimonde met his match against the Great Wolves companions, Freki and Geri.

It wasn’t until 10 years after the Battle of Prospero until Archimonde’s reincarnation. A young Thrall Wizard from the Planet of Sorcerers was sent to Prospero to collect psychic essence under the orders of Magnus the Red, Primarch of the Thousands, Daemon Prince of Tzeentch. When the Thrall Wizard touched Archimonde’s cold corpse, his body because to flicker with pink and blue warp energy. Tendrils started to pour of Archimonde’s body, which started to absorb the flesh and soul of the Thrall Wizard. After the wizards body was consumed, Archimonde stood up surrounded by the blood of the Fallen. 
100 years past until Archimonde found his way to the Planet of the Sorcerers, at the head commanding his very own warband, the Disciples of Change. Although it had taken him an aeon just to get to the Planet, he soon left in pursuit of Ahriman and his Cabal.

Archimonde never found Ahriman however he still tracks him to this day. Nobody knows why, potentially to join his cause due to his past passion for the master sorcerer, or possibly some other dark reason which only Tzeentch knows.
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Unit Type: Infantry


Unit Composition: 1 (Unique)

Wargear: 



· Fleshmetal

· Sigil of Corruption

· Bolt Pistol (with Inferno Bolts)
· Frag Grenades

· Krak Grenades

Special Rules:

· Champion of Chaos (pg 28)
· Independent Character

· Psyker (Mastery Level 3)
· Blessing of Change

· Mark of Tzeentch

· Fearless

· Veterans of the Long War (pg 30)

· Eternal Warrior

Chaos Artefact: Bedlam Staff

The Bedlam staff is an ancient weapon which was held within the Chambers of the Corvidae which was recovered by Archimonde before his departure from Prospero. Before the Heresy, the staff contained immense psychic energy which when struck against a target would unleash chains of blue lightning into the body of the foes. However the staff in Archimonde’s possession has been blessed by the soul of the Thrall Wizard that he consumed.
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         Melee, Force, Curse of Tzeentch*

*Curse of Tzeentch: For every roll to hits and wounds that score a 1 or 6 generate an additional attack which automatically hits and is resolved at Strength 8, AP2. Curse of Tzeentch Attacks strike at initiative 1.

Chaos Artefact: Scripture of the Corvidae

The Scripture of the Corvidae is another relic of Prospero. The scripture was created so that the most terrifying powers of the warp could be recorded, and then the mind of the Sorcerer who enacted the power was wiped. 

The Scripture of the Corvidae is used at the beginning of the controlling players first movement phase.

Roll a D6 and Archimonde gains the following:

1: Multiple Rewards (pg 29, Codex: Chaos Space Marines)

2. Vessel of Chaos (pg 39, Codex: Chaos Space Marines)
3. One Lesser Reward (pg 66, Codex: Chaos Daemons)
4.  Flickering Fire of Tzeentch (pg 68, Codex: Chaos Daemons)

5.  1 Random Psychic Power (Discipline of Change or Discipline of Tzeentch)

6. Infernal Breakdown*

*Spawns 6D6 of Horrors which cannot shoot but do have the Daemonic Loci, Lesser Locus of Transmogrification (pg 67, Codex: Chaos Daemons)

Special Rule: Blessing of Change

Blessing of Change allows Archimonde to re-roll any failed Deny the Witch and Perils of the Warp rolls.

Furthermore if Archimonde gains Dark Apotheosis, instead of turning into a Daemon Prince he turns into a Lord of Change.

However the only difference is that instead of Flying Monstrous Creature Archimonde is just a Monstrous Creature. Also the Lord of Change is Mastery level 3 instead of 2.
Psyker:


Archimonde knows all the powers from the Telepathy Discipline.


Archimonde also generates 1 psychic power from the Discipline of Tzeentch or Change














Warlord Trait:


Master of Deception





Chaos Artefacts:


Bedlam Staff


Scripture of the Corvidae











The Ever Living Changer:


In primary detatchment that includes Archimonde, Thousand Sons are troop choices instead of Elites.


Furthermore 1 squad of Horrors can be taken as a troop choice.








