
MOVE

SA
V
E

BRAVERY

W
O

U
N

D
S

MOVE

SA
V
E

BRAVERY

W
O

U
N

D
S

TZAANGOR ENLIGHTENED

TZAANGOR SKYFIRES
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MELEE WEAPONS Range Attacks To Hit To Wound Rend Damage

Tzeentchian Spear 2" 2 4+ 3+ -1 2
Vicious Beak 1" 1 4+ 5+ - 1

Disc of Tzeentch’s Teeth and Horns 1" D3 4+ 3+ -1 D3

MISSILE WEAPONS Range Attacks To Hit To Wound Rend Damage

Greatbow’s Arrow of Fate 24" 1 4+ 3+ -1 D3
MELEE WEAPONS Range Attacks To Hit To Wound Rend Damage

Greatbow 1" 2 5+ 5+ - 1
Vicious Beak 1" 1 4+ 5+ - 1

Disc of Tzeentch’s Teeth and Horns 1" D3 4+ 3+ -1 D3

6"

16"

6

6

3

4

5+

5+

CHAOS, GOR, DAEMON, TZEENTCH, ARCANITE, TZAANGOR SKYFIRES

CHAOS, GOR, TZEENTCH, ARCANITE, TZAANGOR ENLIGHTENED

Tzeentch’s favour is highly evident upon these elite Tzaangors, for they possess strange feathers and elaborate horns, and wield ornate 
spears of a quality beyond the weaponry of their lesser kin. Some ride upon Discs of Tzeentch, and all can see strands of the past. 
Many foes are terrified as the Enlightened give voice to events from their lives that no one ought to have knowledge of. 

Atop weird Discs of Tzeentch the Tzaangor Skyfires soar across the battlefield into positions where they can rain death upon the foe. 
Able to catch glimpses of the future, the Skyfires send their Arrows of Fate on what appear to be baffling trajectories to an observer, 
but the missiles instead strike their targets’ most vulnerable weak spots with confounding accuracy.

DESCRIPTION
A unit of Tzaangor Enlightened has 3 or more 
models. Each Tzaangor Enlightened is equipped 
with an ornate Tzeentchian Spear which it uses to 
skewer its foes, but can also tear at them with its 
Vicious Beak.

AVIARCH
The leader of this unit is an Aviarch. An 
Aviarch makes 3 attacks rather than 2 with its 
Tzeentchian Spear.

DISCS OF TZEENTCH
All models in a Tzaangor Enlightened unit can 
be mounted on a Disc of Tzeentch, granting 
them a Move of 16" and the Teeth and Horns 
attack. In addition, Tzaangor Enlightened on 
Discs of Tzeentch can fly and have a Wounds 
characteristic of 4 instead of 3. Furthermore, 
Tzaangor Enlightened on Discs of Tzeentch gain 
the Daemon keyword.

ABILITIES
Babbling Stream of Secrets: If an enemy unit 
within 9" of any Tzaangor Enlightened models fails 
a battleshock test, one additional model flees.

Guided by the Past: In the combat phase, you can 
re‑roll all failed hit and wound rolls for a unit of 
Tzaangor Enlightened if there are any enemy units 
within 3" of them that have already attacked in 
that phase.

Preternatural Enhancement: If this unit is within 
9" of a Tzaangor Shaman at the start of the combat 
phase, add 1 to all hit rolls you make for their 
Tzeentchian Spear and Vicious Beak attacks.

DESCRIPTION
A unit of Tzaangor Skyfires has 3 or more models. 
Each Tzaangor Skyfire prefers to loose Arrows 
of Fate with their Greatbows from afar, but will 
readily savage their foes with their Vicious Beaks 
and club them with their Great Bows. They ride 
scintillating Discs of Tzeentch, the better to 
sight their prey; the daemonic steeds attack with 
piercing Teeth and Horns.

AVIARCH
The leader of this unit is an Aviarch. An Aviarch 
has a To Hit characteristic of 3+ instead of 4+ when 
firing its Greatbow’s Arrow of Fate.

FLY
Tzaangor Skyfires can fly.

ABILITIES
Guided by the Future: In the combat phase, you 
can re‑roll all failed hit and wound rolls for a unit 
of Tzaangor Skyfires if no enemy units within 3" of 
them have attacked yet in that phase. 

Judgement from Afar: To be struck by an Arrow 
of Fate is to be judged by destiny itself. Those found 
wanting are all but doomed. If the hit roll for a 
Greatbow’s Arrow of Fate is a 6 or more, the attack 

sequence ends and the target immediately suffers 
D3 mortal wounds.

Preternatural Enhancement: If this unit is within 
9" of a friendly Tzaangor Shaman at the start of the 
shooting phase, add 1 to any hit rolls made for their 
Greatbow’s Arrow of Fate attacks.


