
Chaos Dwarf Vanguard

Chaos  dwarfs  do  not  usually  venture  very  far
from their ancestral lands, baring the occasional
slave hunt or border raid into nearby territories.
However,  even  a  rigid  and  brutally  industrious
society  as  the one of  the  Dark  Lands produces
misfits  and  outcasts,  not  least  owed  to  the
disruptive  chaotic  powers  it  hazardously
cultivates.  Especially  the  desolate  mines  and
bottomless  pits  of  Azgorh  tend  to  bread
discontent  and rebellion even among the Dawi-
Zharr  overseeing  the  slave  legions  put  to  work
there.  These  extraordinarily  pale  and  spiteful
followers  of  Hashut  are  also  known  as
Netherdwarfs.  Often  when one  of  the so  called
hegemons in power exhibits more ambition and
feistiness  than  is  deemed  tolerable,  he  is
therefore sent on a mission to explore far away
lands  with  only  a  small  party  of  stalwarts  and
minions. As the temporary exile is preferable by
far to other forms of punishment, the offenders
usually  hasten  to  comply,  some  grudgingly,
others eager to prove their worth. 

Special Rules
Hard  to  Kill:  Chaos  dwarfs  are  exceptionally
tough individuals who can only be taken out of
action on a roll  of  6 when rolling on the injury
chart. On a role of 5 they are only stunned.

Hard  Head:  Chaos  dwarfs  ignore  the  special
rules  for  maces,  clubs  and  the  like.  They  are
difficult  to  knock  out  even  with  blunt
instruments.

Armour:  Chaos dwarfs never suffer movement
penalties for wearing armor.

Certain  Punishment:  Discipline  is  enforced
rather severely in a chaos dwarf vanguard. As a
result, a player may re-roll all failed route tests.
However, if he fails again and loses the battle, he
must chose one warrior to be executed to set an
example.

Slavers:  Due to their  good connections on the
slave  markets,  the  chaos  dwarf  vanguard  gains
D6x7 instead of D6x5 gold crowns when selling a
captive.

Backstabbers:  Hobgoblins  receive  an
additional +1 to hit whenever attacking a model
already engaged by another enemy.

Turncoats:  Hobgoblins  suffer  a  -1  penalty
resisting any magic spell or special ability to turn
them over. They do not count as casualties for the
purpose of route tests and cannot be ransomed
when held captive.

Choice of warriors
A  Chaos  Dwarf  vanguard  must  include  a
minimum  of  three  models.  You  have  500  gold
crowns  to  recruit  your  initial  warband.  The
maximum  number  of  warriors  in  the  warband
may never exceed 12.

Hegemon:  Your  Chaos  Dwarf  vanguard  must
have one hegemon: no more, no less!

Satraps: Your vanguard may include up to two
Satraps.

Bullcentaur:  Your  vanguard  may  include  a
single Bullcentaur.

Netherdwarfs: Your vanguard may include up
to five Netherdwarfs.

Hobgoblins:  Your  vanguard  may  include  any
number of Hobgoblins.

Starting experience
A Hegemon starts with 20 experience.

A Bullcentaur starts with 12 experience.

Satraps start with 0 experience.

Henchmen start with 0 experience.



Chaos Dwarf skill table

Combat Shooting Academic Strength Speed Special

Hegemon      

Bullcentaur   

Satrap   

Netherdwarf   

Hobgoblin   

Chaos Dwarf special skills

A  hegemon  may  acquire  any  of  the  following
skills instead of choosing from the standard skill
lists. He can subsequently substitute one special
skill for another, but never have more than one at
a time.

Forge Priest
A  Forge  Priest  can  summon  a  fire  demon  to
support him in battle. The fire demon disappears
when his summoner is taken out of action.

Wyrd Mason
A Wyrd Mason can call on one or two gargoyles to
support him in battle. Gargoyle immediately flee,
when the hegemon is taken out of action.

Demon Smith
A Demon  Smith  may  lead  an  Iron  Golem  into
battle  alongside  his  warband.  The  golem  shuts
down and becomes a lifeless obstacle,  when his
creator is taken out of action.

Chaos Dwarf equipment list

CHAOS DWARF EQUIPMENT

Mêleé weapons

Dagger   1st free / 2 gc
Mace, Hammer    3 gc
Axe    5 gc
Double-handed weapon  15 gc
Spear  10 gc
Halberd  10 gc

Missile weapons

Pistol   15 gc
Handgun   35 gc
Blunderbuss   40 gc
Rocket launcher   80 gc

Armor

Light armor   20 gc
Heavy armor   50 gc
Shield     5 gc
Helmet   10 gc

HOBGOBLIN EQUIPMENT

Mêleé weapons

Dagger   1st free / 2 gc
Poison dagger   15 gc
Axe    5 gc
Spear   10 gc

Missile weapons

Bow   10 gc

Armor

Light armor   20 gc
Shield     5 gc
Helmet   10 gc

MISCELLENIOUS

Target flag goblin   20 gc
Chaos furnace   50 gc



Chaos Dwarf special equipment

Target flag goblin: An enslaved goblin bearing
a  signal  flag  may  be  purchased  like  any  other
piece of  equipment. In battle,  he moves like an
individual character but never counts as casualty
or towards the warband’s total number. Warriors
using missile weapons can fire at any model even
without line of sight if they can see the goblin and
the goblin sees the target, provided the target is
otherwise  within  range.  These  indirect  shots
suffer a penalty of -1. The goblin can not have any
additional equipment. There can only ever be a
single target flag goblin in the vanguard.

Profile          M   WS   BS   S    T    W    I    A   Ld
                      4        2        3       3       3        1       3       1      5

Blunderbuss: When firing a blunderbuss draw
a  straight  line  of  12’’  in  any  direction  of  the
shooter. Every model touched by the line suffers
a S3 hit.

Rocket  launcher:  A  mighty  and  complex
weapon, a rocket launcher can only be fired by its
bearer  if  another  chaos  dwarf  uses  his  turn  to
assist the shooter. Place a blast template within
24’’ range and roll to hit using the shooters BS. In
case  of  a  miss  the  rocket  scatters  2D6  in  a
random  direction.  Every  model  under  the
template suffers a single S5 hit.

Poison dagger: The viciously curved and razor
sharp daggers of hobgoblins are also coated with
cruel poison.  All  hits automatically wound on a
3+ regardless  of  the  target’s  toughness,  though
armor saves still apply as usual.

Chaos furnace: With this magic contrivance the
vanguard  can  turn  any  plundered  item  into
another item of the equipment list between two
battles;  provided  the  new  item  is  of  equal  or
lesser worth. 

Heroes

1 Hegemon
80 gold crowns to hire

Though hegemons make up the ruling class of the
Dark Lands, not all of them are equally content
and  accepted.  Especially  those  ruling  over  the
mines of Gorgoth are known to be extraordinarily
quarrelsome.  When  a  hegemon  grows  overly
irksome and insufferable, he is likely to seek his
fortune leading a vanguard into remote lands.
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Weapons/Armor:  A  hegemon  may  choose
items from the chaos dwarf equipment list.

Leader:  Any  model  within  6’’  of  the  hegemon
may use his characteristic for Ld tests.

0-2 Satraps
50 gold crowns to hire

Satraps  are  usually  busy  passing  on  orders  of
their  superiors,  punishing  their  inferiors  and
scheming against  each other  in  competition for
more power. Only the most desperate satraps put

their  hope in following an exiled hegemon into
adventure.
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Weapons/Armor:  Satraps  may  choose  items
from the chaos dwarf equipment list.

0-1 Bullcentaur
100 gold crowns to hire

These  magical  hybrids  of  chaos  are  part  dwarf
and part bull. Only the keenest warriors and most
ferocious beasts are chosen to be merged into one
of  these  fearsome  creatures.  Their  loyalties  are
known to be mysteriously chosen but ultimately
unwavering.
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Weapons/Armor:  A  bullcentaur  may  choose
any items from the chaos dwarf  equipment list
other than missile weapons.

Large  target:  Shooting  at  a  bullcentaur,
enemies gain a +1 to hit.



Henchmen

0-5 Netherdwarfs
40 gold crowns to hire

The  disgruntled  guards  and  keepers  of  the
deepest  mines  of  Gorgoth  often  welcome  the
chance of battle and plunder in remote regions of
the Old World. They are a mean, stubborn and
surly breed; stoic and unrelenting warriors whose
sickly  pallor  and  protruding  shiny  eyes  betray
their  origin  from the  innermost  entrails  of  the
earth. 
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Weapons/Armor:  Netherdwarfs  may  choose
items from the chaos dwarf equipment list.

0+ Hobgoblins
20 gold crowns to hire

Hobgoblins  are  treacherous  and  loathsome
savages  who  sometimes  join  chaos  dwarfs  in
prospect  of  sharing  their  ill  gotten  treasures.
They  are  accepted  as  cheep  and  expandable
scouts but never trusted and more often than not
rewarded with  untimely  death  by  the  hands  of
their  masters,  their  enemies  or  their  fellow
hobgoblins.
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Weapons/Armor:  Hobgoblins  may  choose
items from the hobgoblin equipment list.

Magic Creatures 

Fire  demons,  gargoyles  and  iron  golems  are
Bound Creatures and may use the hegemon’s
leadership if he is within 6’’.  They  Cause Fear
and are Immune to Psychology and Immune
to  Poison.  They  cannot  carry  any  additional
weapons or other equipment.  Like a  hiring  fee,
they  require  raw  materials  and  paraphernalia
worth the sum indicated. Magic creatures do not
gain experience.

0-1 Fire Demon
120 gold crowns to summon

Fire  demons are  servitors  of  the great  bull  god
Hashut aiding the chaos dwarfs in battle.
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Flaming  attacks:  Fire  demons  cause  double
damage against targets vulnerable to fire.

0-2 Gargoyles
80 gold crowns to sculpt

Gargoyles are magically animated statues carved
out of  obsidian and other rare stones. They are
able to Fly up to 12’’ before, after or instead their
regular ground movement.
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0-1 Iron Golem
200 gold crowns to forge

Iron  golems  are  the  product  of  ingenious
craftsmanship and dark chaos magic.
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Large target: Shooting at the huge iron golem,
enemies gain a +1 to hit.
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