
The Temple of Chaos

It is impossible to asses if this temple, nexus of arcane energies, was built in ancient times and then fell in ruin or if it appeared out of nowhere 
exactly in this shape. The power radiating from its structures can be felt without the need of an instrument or a natural affinity for the Warp. Such a 
limitless energy would be a powerful weapon in any conflict, but who can tell if it would be the mortals to control energies, or vice versa?

TERRAIN TYPE
Ruins: Ruins are difficult terrains. Models in ruins have a 4+ 
cover save, regardless if the 25% of the model is hidden or not 
from sight. 

ACCESS POINTS AND FIRE POINTS
None. 

WARGEAR
None. 

OPTIONS
None.

SPECIAL RULES
Temple of Chaos: If a Psyker is attempting to cast a psychic 
power from the Daemonology (Malefic) Psychic Discipline 
while he is standing in a Temple of Chaos, he does not suffer 
Perils of the Warp just for trying to cast the power.

Corruption (for Campaigns only): At the beginning of each 
Campaign Phase, the player who controls the territory with the 
Temple of Chaos rolls a D6 and adds the number of Campaign 
turns in which he has been controlling it. If the result is 6+, 
one of his heroes (chosen randomly) rolls once on the Chaos 
Boons table from Codex: Chaos Space Marines. The result is 
permanent until the end of the Campaign. If it is the first time 
that the Hero rolls on that table due to this special rule, reroll 
all the Spawnhood and Dark Apotheosis results. In addition, 
the hero gains the Psyker (Mastery Level 1) special rule, 
unless he already was a Psyker, and can now choose its powers 
from the Psychic Disciplines of Codex: Chaos Space Marines and 
Daemonology (Malefic).


