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• FLAGELLANT •
Wounds: 1D6+9
Move: 4
Weapon Skill: 3
Ballistic Skill: -
Strength: 5
Toughness: 4
Initiative: 3
Attacks: 2(4*)

Equipment:  None.
Weapon:  Flail, causing 1D6+7 Wounds, but at -2 to hit.
Armour:  None.
Pinning:  Never breaks from pinning.
Special Rules
Each turn, before combat, roll 1D6.  On a roll of 6, the Flagellant
enters a Frenzy, making double his normal attacks until the
combat is over.
The Flagellant is immune to Fear, Terror, Hypnotism, or other
psychology.  He never flees, never uses armor or missile
weapons, and cares nothing for treasure.
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FLAGELLANT
The Old World is a dark and dangerous place, full of
many hardships greater than human perseverence can
withstand.  Whole villages may fall to the plague, to
drought or to the sword, and with the ever-increasing
threat of Chaos, it is all too easy to give up all sense of
hope.

The Flagellant is a religious zealot of sorts who
has given himself over to a complete and inescapable
belief in ultimate doom.  Flagellants often travel in
bands, whipping and striking each other in an attempt
to “purge” themselves of any attachment to the material
world, which they believe to be temporal and therefore
not worth relying upon.  As a result of their crazed
mindset and exposure to pain (a good deal of it self-
inflicted), those Flagellants encountered are effectively
immune to pain or fear.

A Flagellant who ends up in the company of
adventuring Warriors is a rarity, and certainly not a
cheerful travelling companion.  Still, he is a formidable
fighter, and eager to bring death upon as many of the
minions of Chaos as he can before he meets his
ultimate doom.

FLAGELLANT ADVANCED PROFILES
Wounds: 2D6+9 Wpn./Bal. Skill: 3/-
Strength/Dice: 5/1 Toughness: 5
Initiative: 3 Attacks: 2(4*)

Luck: 1
Willpower: 4
Pinning: n/a

SKILLS: none
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Wounds: 2D6+9 Wpn./Bal. Skill: 4/-
Strength/Dice: 5/1 Toughness: 5
Initiative: 3 Attacks: 2(4*)

Luck: 2
Willpower: 5
Pinning: n/a

SKILLS: none
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Wounds: 3D6+9 Wpn./Bal. Skill: 4/-
Strength/Dice: 5/1 Toughness: 5
Initiative: 4 Attacks: 2(4*)

Luck: 2
Willpower: 5
Pinning: n/a

SKILLS: none
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Wounds: 3D6+9 Wpn.Bal. Skill: 5/-
Strength/Dice: 5/2 Toughness: 5
Initiative: 4 Attacks: 3(6*)

Luck: 2
Willpower: 5
Pinning: n/a

SKILLS: none
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FLAGELLANT ADVANCED PROFILES
Wounds: 4D6+9 Wpn./Bal. Skill: 5/-
Strength/Dice: 5/2 Toughness: 5
Initiative: 5 Attacks: 3(6*)

Luck: 3
Willpower: 5
Pinning: n/a

SKILLS: none
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Wounds: 4D6+9 Wpn./Bal. Skill: 5/-
Strength/Dice: 5/2 Toughness: 5
Initiative: 5 Attacks: 3(6*)

Luck: 3
Willpower: 5
Pinning: n/a

SKILLS: none
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Wounds: 5D6+9 Wpn./Bal. Skill: 6/-
Strength/Dice: 5/2 Toughness: 5
Initiative: 5 Attacks: 4(8*)

Luck: 3
Willpower: 5
Pinning: n/a

SKILLS: none
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Wounds: 6D6+9 Wpn./Bal. Skill: 6/-
Strength/Dice: 5/3 Toughness: 5
Initiative: 6 Attacks: 4(8*)

Luck: 4
Willpower: 6
Pinning: n/a

SKILLS: none
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Wounds: 5D6+9 Wpn./Bal. Skill: 6/-
Strength/Dice: 5/3 Toughness: 5
Initiative: 6 Attacks: 4(8*)

Luck: 3
Willpower: 6
Pinning: n/a

SKILLS: none
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