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S _ The Chass 'D)-m'};ﬁ

N The history of the Chaos Dwarfs — the Dawi Zharr or ‘Uzkul-
Dhrath-Zharr'as they refer to themselves in their corrupted rongue,

. is anancient and terrible one. It is 2 saga of a great and hardy people

~‘whose nobilicywould become warped into utter malice, and whose
whr' T U i X 7 >
- swbborn refusal to dic would lead them down a dark and bitter path
& rro damnaion. E A
W o B

SHADOWED PAST
5 :agg_-Dwarfs bebins many thousands of years
eat @pansion of the Darf race northwards, long
& the rise of Man. The Dwarfs, cleaving tothose lands where
aland gems couild be found, and firm rock could be delved,
anﬂpaﬂj‘ tollowed the track of what is now known as the Worlds
Mountains. Here they/excavated and expanded an under-
realm oFmigh:}' subterrartean fortress-cities linked by countless
s of mine workings and passageways. Eventually this slow

/but sccady expansion led one group of Dwarfs to the uplands in
the fat noeth of the Warlds Edge Mountains range they came to
“Know as che ‘Zorn Uzkul or the ‘Grear Skull Land’ — 2 vast and

. inhospitable plarean where the air was frigid and thin; and the dusty

ground litrered with the wind-scoured bones of the ancient dead.
The mineral wealth was rich here, but the earth and stone to some
seemed tainted and unclean. Many Dwarfs calledithe place accursed
and turned aside from ir, either retreating to the mostestablished

~holds, or, if of more adventurous characrer, choosing to strike out

into far Norsca'or undertake the journey first east and south to the
rich lodes recently discovered in the Mouncains of Mourn. Some

_bodiés of the Chaos Dwarfs this is as nothing compared to the
(",ﬁlﬁ& of stubborn determination, craftsmanship and indusery have
. been twisted into a perverted mockery in the hearts of the Chaas

however, refusing to be baulked, chose to'remain if the Grear Skull
Land come what may. At first these distant Dwarf kindreds recained.
close ties of kinship and trade, but as the world darkened and foul e
things crawled from its depths to sunder the Dwarfundcr-rcalm, R 4
contact between the far flung Dwarf holds became erraric and - ;
infrequent, as each looked to their own survival and'defence. When  +
the Great Time of Chaos descended to sunder the world, these most ! §
forlorn of Dwarf kingdoms were lost forever to their kinfolk in the 2
Worlds Edge Mountains, and given up for dead as a tide of horror o
spilled across the land. The Dwarfs ofthe West could not havebeen = * I &
more mistaken, for the ravages of Chaos did not dcstmyrh: ha:dy, »
determined Dwarfs of Zorn Uzkul, bur instead worked a dreadful F
change upon them.

Itis impossible to say with any certainty exactly when the Dwarfs of
the East became the malevolent enrities now known as the Chaos
Dwarfs, as the changes wrought to their bodies and spirits were slow
and inexorable. Not even they themselves know the full saga of the
dark times of their origins, save for that they were almost utterly
destroyed, and it was only by their stubborn refusal to surrender

in the face of unspeakable horror and death that they endured —
endured and came to know a new patron god, Hashue, Father of
Darkness. Slowly they began to increase again in number and restore
themselves in' power and dark majesty, now barely recognisable from =
what they had been before.

The Dwarf race is unusually resilient to the warping influence of

Chaos — a reflection of natural Dywarf stubbornness.perhaps. None-

the-less the Dwarfs who live in the shadow ofthe Mountains of )
Mourn have changed slowly bur inexorably over time, and become: 5
twisted in both bady and mind. Though they superficially resemble =+
other Dwarfs, in all importane respects they are casily distinguished.
Chaos Dwarfs often posséss protruding tusks that lend them a By
brugal, savage expression, and they are commonly grey-feshed and:

_red of eye. Many haye small horns thar juir from their forchead and.

some eventhave'cloven hooves and worse s-f'ﬂ;houg:hmdl excreme *
murtations are rarc amongst ordinary Chaos Dwarfsand common =
only amongst sorcerers and those that have the most direct contact L
with the stuff of Chaos. 5 Ly R ot -
If the influénce of Chaos has worked terrifying changes uponiche

gransmutation of their hardy Dwarf minds. The traditional Dwarf

arfs, Th?yb:cam-: pitiless, macabre and cold-hearted creatures, 3
id of mercy and consumed by a need to enslaveand dominate ~ ¢

everyone a everything theyicame into concact with; and from t{u} £ L

w their phtmlum op year, , decade upon decadeand _ O
; M 'ﬁﬁﬁﬁﬁ{wunmmudmm“ 83
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haos’ human followers, the unthinking savagery of the,
én ot even the desperate, labyrinthine intrigues and yicious
of the Skaven. Instead they are consumed with grim, cold
greed and caleulated brutality. e

'{-'ﬁm EMPIRE OF SMOKE, BLOOD AND ASH -
caring nothing for the life of others and directing all their labours to
',‘ﬂn construction of their great city - Mingol-Zharr-Naggrund  the
.~ City of Fire and Desolation, and the slow expansion of their power
- and influence in the world. To this end Chaos Dwatf armies scour
the Dark Lands and the deadly realms beyond for slaves to fill cheir
city and labour decp bencath the carth in the pits that surround it,
- and to provide sacrifices for the furnace fires dedicated to their dark
- god Hashur.

3. = Their empire has come to encompass the fire-scorched volcanic
- plain of Zharrduk at the heart of which Zharr-Naggrund sits, and
like ablack iceberg, its true extent lies not above with its armoured
ziggurats and fire-lainced temples, bue below the surface in countless
- miles of magma-lit delvings, cavernous chambers and vaulted mines
which resound to the crics of tortured slaves and the ringing of
- hammers in an untold number of diabolic forges. For many miles
~ around it, the Plain of Zharr has succumbed to the hand of the
@am_Duy:fs:-Irisjit'te_rcd with the scars of vast open mines, fiery
" divers of magma, ash dunes and stagnant pools of foaming yellow
; a dblood red ~ noxious with toxic spoil and fortified workings and
G

vatch posts which line the grear machine:crushed roads upon which
ountless slaves haul ore and plunder to feed the ever hungry city of

nd their hearcland in the plain of Zharr, they have raised great
- forress. itﬁdc]s and towers to establish their dominion throughour
i&:&rﬁmgm&p«ﬂous Dark Lands, although no force, even one
as brutal as the Chaos Dwarfs can lay claim to true sovereignty over
___vﬁ@@wofn;umd;_’mbmlncr-infcsté_d shifting ash-desercs, Ar
Dark Lands, the outposts and black iron watch-
the Chaos Dwarfs extend as far the great Desolation of
ec o l:h_cSt.a_aFDr\:ad to the south and High
kulak — the Place of the Skull, seat of the
the Time of Chaos, is still populared but
lace, the Bust[ingworkia{gé of its slave-

bidden, lower levels of Uzkulak
d to be consigned to its de pths

' Chaos Dwarfs are irredeemably evil, biteer and sclﬁéenqéa creatures,

+ isa punishment reserved for oath.|
worst fare the Chaos Dywa e
malevolent inventiveness of the Daeme T

. speaks much of the hormﬁ'{b]tilg must abide there. 23

' i

The plans of the Chaod Dwarfsare the results of che inee

e

workings of their malign intelligence, deep paranoia
cruelty. They sec no need to ravage the world in furyin a de
bid to crush all before them, only to fall ovur::xtcndea-a_.n'd 5

. somany throngs of human marauders and hosts of greer

 shave done in the past. Instead dhey horde their might’gl
from the Dark Lands the mineral wealth it conains in 4
They venture forth foremost to harvest slaves but also to punish

" those that would oppose them directly, and sundet any crearurd #

or force that might wax powerfulin the Dark Lands before it ol LA
become a threat. More rarely do they travel furcher afield, monting
expeditions into distant lands in search of strange plunder whose +
worth'they have scen in the fires of Hashut's altars, avenge some
slight or merely to callously test their weapons against the pawers

of the world. As a result of this policy, to many the Chaos Dwarfs

are at besta dark legend, until that is they have the misforcune to
encounter the dreadful cruth for themselyes.

‘The dominion of the Chaos Dwarfs is a slowly expanding power,
which has with grinding, calculated savagery carved itself a realm
from one of the most deadly lands conceivable and ics masters’
dreams of conquest are things of brooding hatred afid biczer
perseverance. They are content to see their plans unfold over the
course of centuries, perhaps even millennia until one dayall of
the world lies a blasted plain in which the Ghaos Dwarfs stand
unopposed and alone, save for their cowering slaves and the ashen
bones of the dead.

SLAVERY AND SLAUGHTER X

Even though their numbers have shown a slow but steady increase’ -
down the long centuries in which they have carved their empire

from the Dark Lands, the Chaos Dwarfs are still few, and are far
outnumbered in their realm by those over who they claim dominion.
by virtug of might and cruelty - their slaves. The Chao;.Dwarfs 5
consider all life other than that of their own kind to havevalue
only as raw resource and fitting sacrifice, and to them the muiscls

and sinew, and even the souls of those that bow and s:r/:}']'ifc'at

gesture of their iron-shod hands and cringe before the stro

steel-barbed whips are no more than a ccmm'odity'tb

exploited and spent. Withour slaves Zhare-Naggrund wou




even now:the need for fresh-blood and labour only increases with

- If the Chaos Dwarfs grand and sepulchral plans bow toany
pressure for speed in their execution, it is this increasing ﬁ:c'd for
fresh slaves that is the cause. Should the levels of ‘livestack’ falter *
through disaster or overuse, and are required at'the commissioﬁing
of any grand new design, the Chaos DwarFwar host'is gathered
and a suitable target selecred for despoil, while simultaneously
iron-masked emissaries go out to the tribes of dark-hearted men,

- Ogres and even Ores to barter razored steel for lives, This in turn
can trigger fresh assaules and ravages far beyond the Dark Lands to
et the GHaos Dwarfs’ tally, arid caprives taken in distant lands can

eventually find cheir life8 end drudgingin che slave pits of Zhaerduk

- ? oe slaugheered upon its burning alears,

= s
=

Unfortunate wreeches of many races ol amid.
the poisoned airand burning ash of Zhagrduk,
and like the craftsmen they are, the Cluosf}warﬁ; >
prefer, when passible, o seleet che ‘right tool for the
right job ~ from mutilated Elves flayed and bled to provide
alchemical unguents to fettered and broken Chaos beasts from

the Northern Wastes haenessed for their immense strength and
toleranec for injury. By-far the most common slaves in the Chaos
Dywarf realm are Orcs and Goblins; and this is not simply because
they are native to the Dack Lands and its bordering mountains, but

THE FORGES OF HELL ; ; DSt ar a2
Chnos Divarfs are master crafismen, and their armouries produce an endless stream of armonr and; u’fmpm;s, dark devices and works of
daemon-fused occult engineering. Much of this wargear, the lesser products of their craft - bladesiand steel whose quality still outmatches
arny mere hman craftsmanship is traded northwards to the 1 arring Chaos-totiched tribes and eastwardito the Ogre Kingdoms in

return for slaves; for which the Chaos Dywarfs have an unending demand, vare metals and gems, and to Sake whatever strange desires the
Sorcerer-praphet’s experiments might require, By this trade blpod is spilled across the world by their weapons, and in doing so the Chaos

i Dwarfs both enrich themselves and sow destruction in Huashut’s name, and moreover they spread their insidions !i'{ﬂnc'ﬂ&’t  further; gather
- intelligence in regards to their enemies and so bring their dreams of dominion closer, one drop of shed blood at a time.

The greater works if their bell-forges and the spawn of the dark intellect of their sorcerers, Bowever, they guard jealously for themselves and
it is on the fedrock of these malevolent engines, savage weapons and brutal sorcery that the Chaos Duwarfs’ true power is founded. Chaos =
Duwarf warriors are themselves equipped to the bighest standard and every Sorcerer Lord arms and outfits their soldiers to their own =
design and in their own distinctive livery. The majority of their troops are armed with masterfidly crafted L\es,»mou;m blades
and barbed war-picks, and protected by heavy scale corselets of rune-hardened iron or bronze, tall helmets, andbagey, metal-clad shields.
The most potent wear so-called blackshard armour, forged with hellfire and blood, stronger than mere stéel ihd phenomenally resistant "
fo the effécts of fire and heat. A significant pumber of troops are armed with firearms, from intricate Wheelock pistols to the heavy, bladed
Soreglaive repeating guns. But the hailshot blunderbuss - a powerfid, short-ranged weapon whose murderans five is amplified when used
- -in ranked fusillade - is the most common and iconic. This last weapon was developed to combat the near-limitless Orc and Goblin hordes
that abound in the lands around the Chaos Divarfs domain and has become the terror of the greenskins in bastle, able to blunt even their
crushing charges and slaughter scores of hou ding Goblins in a single, thunderous blast t from the wiarriors' ranks.

1t is though for their war machines that the Chaos Dwarfs have become miost infamons and dreaded ois'itg'{r batdlefield. Unfettered by
the usnal Diwarfreliance on tradition and resistance to change, they have combined their intellect and soptysticated understanding of .
steam power and mechanism with the bellish lore of Hashut to produce a nightmarish array of weapons. These range from cannons that
Jire burning gouts of magma, to steam-driven reapers, to  fortress-shattering mortars and colossal siege engines of glistering brass. The
most terrible of these war machines are bound with hungering dacmons in their “fabric, granting thems both an unboly semblance of life
and simmarched killing power. The might and bloodlust of these hell-forged artefacts camnot be denied and they are perilous cven to their

masters should their occult bindings hake loose. As a result of their unpredictability and the difficulty of their construction, bell-bound
war enigines are used and fashioned more sparingly than more conventional (although no less deadly) designs in the Chitos Dwarf. arsenal.
) Such weapons are often ‘tested’ in battle by a pact of alliance with the Chaos Wirriors of the sorthy sglang as it serves the Dbvath-Zhare's:
" purpose, and it is not uncamimon fo see small contingents of dreaded Chaos Divarfwar machisies an nanks of the war bands ind.

\ Mq‘a& Chaos Wastes, lending them theirimmense destructive power. - s 3

have been built and its vast industries could not be maintained, and -

cach passing year and the desolare empire always hungers for more, -




 Indeed their steadiness of will a

of the arrogant desire to dominate and destroy that festered
- and taken root in their progeny. In any case, the Chaos Du

also because chey are hardy creatures who will often last the longest
in the noxious fumes and murderous conditions under which they
are made to labour. Of these, the Hobgoblins have a unigue and
favoured place — as much as a slave might be favoured by'such
cruel and callous masters, Perhaps the most distrusted, vicious and
above all treacherous of Goblin kind, the Chaos Dywarfs seldom
reduce the Hobgoblins to base toil but rather employ them as slave-
overseers, lackeys and even as troops, providing utterly disposable
* * reinforcements for their own forces, enabling a lacger enemy army
- tobeweakened without cost in Chaos Dwarf lives before they
 themselves move in for the kill. Hared by the other greenskins who
would happily murder them if they could, che Hobgoblins of the
. DarklLands have come to rely on the Chaos Dwafs for patronage
< ~ and protection. While they are so treacherously cager to betray each
other for advancement; they are quite incapable of fomenting any -
~ cohesive rebellion ajgainst cheir brural masters as they cannor even
trust cach other! Making them in some ways the perfect slaves.
Htlman.s 100 have their place among the slaves of the Chaos Dwarfs,
they arcadaprable and quick-witeed if though less durable than
greenskins and considerably more unpredictable. As do Ogres, who
. are valued for their raw power butalways present a danger as their
imitive, violen spirits can never be fully broken. Skaven are never
en alive unless to be worked almost immediately to death or used
tﬂii&ﬁy’m sacrifices, as they are simply too devious and the Chaos
: hav ed from bitter experience that any group taken
ghe well concealuntold spies, saboteurs and cven deliberately
cred plaguc ers placed in their midst. Bug of all the races to
o the hands of the masters of Zharr-Naggrund, the darkest
their k.in.ﬂlc{}wuﬁ of the West, The fruirs of the bitter
ice of long, bmodiﬁg_mil_le’nnia are reserved for the Dwari, and of
L sacrifices to Hashut, netic are more favoured than those loyal to
e tréacherous Ancestor Gods, 4.

¢

of the Chaos Dwarf realm,
citadel stained black by the

. | which it sits. Along with the
for prominence and power as the sccond
( :.heCl!zos Dwarfs beyond their
while the Tower of Gorgoth

. of purpose com
long after. their numbers swelled and spread, these ‘Black Ores'
their will rathei than that of their Chaos Duwarfmasters, Some beliede. .
unwittingly concentrated the Orcs' oun bellicose nature and love of barile
in the hearts
warfs were s
- apowerful and deadly enemy of their orwn creation: In the greatest i
 besieged with their own weapons and Zharr-Naggrund itself became onnd. 1
destraction, until aided by the perfidious treachery of the Hobgoblins againist thelr kin, the
out and driven from the Chaos Duwarf empire at great cost. The experiment has ﬂewz}p’ﬂu

1o

slgroml, The

exists to stand warch uw:r!:i slew of deep mines and caverns, the
purpose of the Black Fortressis as a purely military outpost, and
is headquarters for the Eegion of Azgorh. The legion is a migh:
standing army which ranges across the desolation of the son ern
Dark Lands, escorts the far-flung slave caravans through the How
_ Wastes and stands as a bulwark against fréquent invasions of Ogr
Ores and worse from the cast. Even among their Dwnlund,dlﬁﬁ A
warriors of the Black Fortress are renowned for their brutalityand +
warlike nature, and far removed as it is from Zhare-Naggrund and
the favour of the great temple it is often a place offnternal exild for
those who have suffered in the savage politics of'e ihc‘:mpirc.-'ﬂ‘[!"‘“.‘."(}‘_
hellish caverns deep bencath the Black Fortressare also homejto
the Infernal Guard - a culc of disgraced warriors enslaved to'the
master of thie Black Fortress who must redeem rhems:i’vcg:’p the -
eyes of Hashut and the Dhrath-Zharr or die in the@temipt. For |
many centuries the lord of the Black Fortrcss.anc{cbmmég.(_iqfaf
the Legion has been the Sorcerer-Prophet Drazhoath'the Ashen
bitter rival of Lord Astragoth, feared and respected inequal measure
by the Chaos Dywarfs bound to his service asa ruchless | '
powerful wielder of Hashut's sacred fire.

general'and

 Fighting games of Warhammer with the Chaos Dwarfs 3
Chaos Dwarfs can be used by incorporating their units
into your existing Warriors of Chaos army, or by using g
them as Contingent Forces in a Chaos Grear Host army’
(see page 142) or as allies in a Grand Bactle (see page 132
‘onwards of the Warbammer rulebook). * '

The Bestiary section that follows and the Legion of &/
Azgorh army list (see page 186 of this book) contains’
all the profiles, special rules and encries to enqblg_yd&
to do this, and in particular the Legion of Azgorh ar
list makes note of which particular units cin be direcely
incorporated into a Warriors of Chaos army, and how
this is achieved. : e




The Chass Dwarfs

Each Chaos Dwarf, in addition to being a craftsman or artificer, is

also a highly rrained and disciplined warrior, ofter with

scores of

years of bartle experience to draw upon. This martial sk matched

only by their cruel desire to utterly crush anything that would dare

oppose them and grind it under their heels. There are relatively few
Chaos Dwarfs, and each and every onc of them belongs to one of the

Chaos Dwarf Sorcerers body and soul

Chaos Dwarfs are an unnerving sight in bartle. They are brutish,

srotesque figures plated in black or burnished armour of heayy
B juc hg I )

FJ.'.I[C
and jagged scales, crowned with tall helms mounted with flame
tongue spiked coronas or sharpened horns. Their liver y is bright and
bloody, and their distorted faces, if they are seen at all, are bestial
and filled with malice, Their presence is intended o inspire fear in
their foes, and they havelost none of the toughness or skill-at-arms
of their western Dwarf kin. To them there are few greater pleasures
than the blaody sundering of a foc be it by crushing axe-blow or the
ﬂ:sh—shrcdding \'U”L'I\' of blunderbuss fire.

Ahe acquisieion of slaves is of paramount importance to the Chaos
Dwarfs. Their warriors arc at the forefront rri'dn}' major raid to
achieve thisgoaliand most forays they undereake beyond the borders
ofﬁi‘w Dark Lands are in furtherance of this, rather than
for o RGeSt War bands and expeditionary armies of
DI%arEs will often travel hundreds of miles in

able living plunder, and while it is the

s of the Worlds Edge Mountains that

ted 1o o h, realms as far as

i

-
»

o -
s

- Characters with the Contempt rule may not join units atherthan
those who are also subject ta this rulc as well as any other normal s

restrictions. -
*

y %
- firing
!

itis judged, and the greater prestige
and honour is accorded, not only on the raid’s leaders, buteoeach
Chaos Dwarf warrior in measure to their starion. Only by such vile )
endeavours can advancement be gained and ambition S.'l.n'.amd. <~ e

brings back, the more successful

. g

M WS BS §
Chaos Dwarf Crewfnan 3 4 3
Chaos Dwarf Overscer 3., by

SPECIAL RULES
Resolute

Chaos Dwarfs fight with grim malice and determination, and are
reluctant to abandon their positions on the bartlefield, All Chaos
Dwarfs therefore flec and pursue 2D6-1" rather than the usual
2D6", note thar this penalty does not apply to their charge distance,

e e T g g v e

Relentless
Chaos Dwarfs are implacable and relentless when on the artack, and
are scornful of the ability of anyone or anything to stop them. Chaos

Dwarfs do not need to take a Leadership test in order to march when
enemy units are within 8",

-

CDnl:L-rnpt

Chaos Dwarfs despise all other forms of life and see them as nothing
more than contemprible fodder to be exploited and disposed of as
needed. They expect their ‘lessers’ to show cowardice and weakness
in battle and-be restrained only through fear.

As a result Chaos Dwarf and Bull Centaur units are not subject
to Panic tests caused by friendly units which are destroyed or fail
a Break test within 6" of them, unless the unit that is destroyed or
broken is itselfa Chaos Dwarfor Bull Centaur unit.

S
Hailshot Blunderbuss . - 3
' Range  Strength - Special Rules SR
3 .‘16:';12! 3 Armour Piercing, .

a Mulriple shots (D3)*,
i Hailshot .
ce for the wnit and multiply the result by the number of models
termine the aumdber of hits mu_g,l. v

L 2 ¥

A Ry

o :
t0 the storm of fire a mass of these weapons create,
neréases the more concentraed their fire.

not subject to the usual penalties for




Among the Chaos Dwarfs of the Black Fortress a warrior-cult has

long fourished. The Infernal Guard as itis known has the sworn

N - task of defending the citadel to the death from any that would

?ﬁl y ‘,f_ 4 assail it, and to carry out the will of the Lord'of the Black Fortress

h“-\:‘ withouequestion, The Infernal Guard's ranks are made up from
i

L “Chaos Dwarfs to whom some stain of dishonour or failure has
been attached, an occurrence which in their unforgiving socicry
can resule from metely being close kin to a failed battle commander.
knowing defeat under the eyes of a Sorcerer, presiding over slaves
who have revolred or a furnace that has exploded through overuse:
The humiliation of such dishonour is more than the prideful Chaos
Diwarfs can bear, and for them the Infernal Guard offeré the solace

\ ofdeath in Hashue’s grace and also anonymity, as upon taking its

Y oath their names and past kinships are shorn away and their faces are
seared andishut underneath red-hot iron and bronze nrasks Only if

\ they achicve great glory are the masks torn off, exposing the scarred

N and ravaged flesh of the redeemed warrior once again o the world.
The Infernal Guard are drilled ceaselessly by cheir cruel Castellans,

5 and barracked in the burning decps beneath the Black Fortress. Their

. lot is to fight an unceasing bardle against the horrors that abound

&

in the desolate wastes nearby — a regimen that only the strongest
survive. The greatest amongst this warrior elite will be selected

to join the Infernal Ironsworn — the personal bodyguard of the
covenant of Sorcerer-prophets that make up the rulingechelon of
x the Legion of Azgorh.

i : -1 AR T TR BhLn et St .__|
| M WS BS § Loio 4% B A
! Infernal 3. 45 3 % 4ERIEEE )Y ‘

A I Infernal Ironsworn < i e BN S SR T, e [

; | Deathmask R R SR B 55 Ly

: Castellan B1V6- 4. 4 s 9 xRt ‘
| |
Troop Type: Infantry: pE S

y P 1ype } {

: b ¥ "
SPECIAL RULES :

Resolute, Relendess, Contempt (sce pagc; 168) and Stubborn
Castellan only (see the Harhammer rulebeok).

* Blackshard Armour 25

iz Rightly are the Chaos Dwarfs known as the armourers of the Dark

! Pawers, and their creations are made not simply from iron and
fire, but blood, souls and the hell-stuff of Chaos iself. Muchtike
the Chaos armour the Daemonsmiths barterswith the warrior- h
champions of the north in rerurn for slaves, 5t s
treasures, the Blackshard armour L
they forge for heir own use is proof

\against the scrongest blows in

f:ia‘l.'tlc;cb'hﬁygl

o

d and stranger

E ke Infernal Guard

Blackshard armour confers a 44 Armour saye and in addition'a -
5+ Ward save against flaming attacks. Chaos Dwarf Sorcerersand -
Daemonsmiths may also wear it and seill be counted as Wizards,
-
Fireglaive 7 & :
A weapon both cunning and brutal, the Fireglaive is a compact, .
heavily constructed repeating handgun. Unusually the weapon also
incorporates a single-edged chopping blade allowing it to be wieldee
in close combar by a skilled fighter, much like « halberd. Firegl
are complex to make, their mechanisms far beyond the inferior ag
of humankind to imirate and are difficult weapons' to master, As
result, their use is largely limited to the elite and the Daemonsm
that fashion them. ;

Range  Strength
Fireglaive 18" 4
[[{.mgm“
Fireglaive - +1

(Close Combat)

Ensorcelled Hand Weapons(Infernal Irohsworn 8
The Infetnal Ironsworn go into battle with the fire§
of their dark realm forged inta the very fabricofth !
]mnuncr.‘;,gm\-cn in s'nmuldcring runes of torment ane kil
Ensorcelled hand weapgns are/iiagic weapons and
bearer’s strength in close combatand may be used;
combination with a shield as normal. Y




Chaos Dwart Sorcerers rule over the desolate empire of Zhart
N:l-ggruﬂd with iron-fisted malice, both as lords and masters of all
.they survey and as priests of their dark god Hashut, Their lore is
terrible and ancient, and involves the study of machines, and the

h mus:cr)-'nfibrgc-urali, weapon making and the terrible Chaos n

giﬁCd to them by Hashut. Combined these create terrify ing weapons

and argane devices of power and destruction.

Ie was the'Chaos Dwarf Sorcerers, also known as Daemonsmiths and
Hell- Workers, who led their people from the brink of destruction
duringthe Time of Woc and first built the geeat and blasphemous

is they thar sill command

city of Zharr-Naggrund in ages past, and
i[ ll}dﬂ_v, Th(‘ir “'(JTF\\ l”“‘;l)[L‘(i \ .llll] ('ng”‘\'\'l'”llﬁ_" are rl'l\_"\'.'lxl.]l ¥, Irom
lh(‘gl‘{‘.‘lt Ul‘b\'id!‘dl’! .\l]({ b.'l‘n'll[ towers .l”l{ .’l:_"l.'\ul\'lt\ (l{.l\\ n for lll |.'|'\?|I]
the earth, and the dark ifon towers raised up throughout

the Dark Lands, to the steamn |"““’,k' engines

that crush rock in slave mines and the
h.‘tr::quc armouir which adorns the Chaos
warriors of the north. All are their

dark knowledge made manifest.

Y g

Chats Dwa rf “Daemnsmiths and Soveevers

Dac

nsmiths are few in number, with perhaps no more chan

several hundred amongst the whole Chaos Dwarf race capable of
wicldi

g their savagely powerful combination of science and sorcery.
[hey possess no absolute hiérarchy or single leader, although form
and tradition dicrares many layers and ranks nffl':tl(y and loya]ry
amid the great conclave of evil thar is Hashut's Daemonsmith
priesthood. Fachisa power in their own right, s:untro]]ingsc.ctions
of the grear city ‘|I'?.h,|rr-N.1_|_§l_;umd itself or one of the ourer citadels,
ind each has their own workshops, forges, strongholds, slaves

and soldiers who owe fealty directly to them. The strongest voice
however, belongs to the oldest and most powerful, as well as o those
on whom Hashut's blessings are bestowed. Age and knuwlcdg«: are
respected by them just as much as by the Dwarfs of the West, buc
tied up with chis is a merciless intolerance of weakness, and favour

-II'.\{ Ic spect

‘.':]] them 1s only i11-l[[if.1if‘4\'\l fi\!’(l

h strength, wealth

and sorcerous might which makes the politics of the priesthood

deadly at all rurns.

The price the Sorcerer priests and
I).U.'n'llJn\n]i[h" }".1\' for rh{'lr P"l'l'l‘]()rl
and power is a dark one indeed, for
should they show weakness they will fall
and Hashut's demand for blood upon the
altar-fires is unquenchable. Worse is the
greart curse thar lays heavy upon them, as the
magic they work seeps into their bodies,
evoking changes in them thar are
both unique and horrific. Even
the most cautious and
adepr of them are not
immune, although
for the desperate




king smoke
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- SPECIAL RULES AN
Ay g%kdmdeCmémpt{mpagc.lﬁﬂ):_?

e Chaos Dwarfs with the Dacmonsmich rule are Immune to

3 - Psychology, and also have both the Infernal Engineer and Sorcerer’s
A Curse special rules. e

_ Infernal

A model with this rule, if it is within 3" of onc of their army’s war -

- = machincs, and not mounted on a monster, is allowed to take a *Look

~* OutSir!™ roll as if they were within a unit of five or more models. In
: on, one war machine that is within 3" of an Infernal Engincer
may re-roll one Scarrer dice or one Artillery dice per turn, If the

' Engincer uses rthis re-rall ability, they cannot shoot with

own missile weapon in the same Shooting phase (but they may
© magic norally).

S Ay
e

-

Chaos Dwirfs pay a terrible price for their
Hellsmich or mighty prophet’of their dark god
cirbones and flesh slowly petrify over time into
ened stone. Each time the magic chey command slips
ﬁ)z but an‘instang, the curse punishes them further,

y the sorcerer is tthppcd, screaming silently within a
Sftheir own immobile body,

rf with this special rule suffers a Miscase

‘resolving ehe effects of the Miscast on them

a Toughiness test. IF this is failed they suffer

und + miy not be prevented in any way

the first time they suffer 2 wound

abonus of +1 Toughness for the rest
4liSubsequent failures simply cause

_fsulphurol.& chemicals ind the
sundered as a by-produict of their

# duplicared ability. Note down

after you have determined ir, -~

@ her Ability 5 P < B
1 Spell-Wrought: +1 to the Dictnonsmith’
/ attempts, g X . 4 " 1
2 Furnace Blast: Once per game the we may
a Strengeh 3 Flaming Ateack Breath Weapon as t
Dacmonsm{t!‘!'s shooting arrack. g '
- 3 Malignant: The Daemonsmith becomes mbipa‘ﬁ ¥
P 5 Eternal Hatred, g

4 ' Life Bane: The weapon has the MI.IIﬁE]g Wounds ( 5«3,
~Special rule., MG o

5 © Dweomer Leach: +1 to the Dacmonsmich’s dispefling
artempts, ; @ ™
Possessed: The weapon wounds on a 2+-‘ii=yn:|lm of
- the ragger’s Toughness, however if 2 1 is rolledonche *
BT Wound dice, a further wound is inflicted on the * et
Daemonsmich instead, Normal armour saves and Ward
saves may fiot be taken againse chis self-inflicted harm.

‘The Blood of Hashut 4
"The so-called ‘Blood of Hashur'

saturated with daemonic magic cha ignites meral on conract,
bursting it into molten flame. A

Ithough precious beyond mere gold,
the favoured of the Dark God sometimes carry a vial of chis ‘rquhd B
into comba to the devastation of the most heavily armoured foe,

Each vial of the Blood of Hashut isa
in close combat in lieu of all che mod
Ieis used to rargec a single model in b
ridden mount, either rider or mount

is a powerful alchemical substance

single usc item chat can be llS‘Ed i
el's nermal actacks for thar ttﬁ.
ase contact (in the easeofa
must be selected ), The arrack™ a:!.
works on a 2+. Ifa 1 is rolled, che Blood of Hafhut s wasted. ;

N
If the acrack is successful,

then D6 automaric hits are inflicted on
the

target. The To Wound score of these hics is always equal wﬂ!’é‘_‘.
unmodified armour save of the target. For éxample, a model
heavy armour and a shield (for a combined 4+ save),
on a 4+.and so on. However a roll of 1
means that a model with a 1+ save is or
No armour saves are permirted against
damage caused is counted a§ being fror
l"I-.lming Artack,

iswou
always fails. Note that B <
nly ever woundedion a 24,
the Blood of Hashucand the
' both a magic weapoti and o) .

-



lnt;d sentinel over thc crossing piac:, of rht. River
ac the southern edge of the Mountains of Mourn and guarded
. the bordcr of thc Chaos Dwarfcmplrc of ash and suﬂ"crmg It is

~and potent sorcerer. Drazhoar.h was ﬁrst sent to du. Bfagk Fortrcsc
 in effective exile affer losing favour in the brutal politics of Zharr-

- Naggrund as a minor hell smith but has since risen to become its
“lord through his innate cunning and bitter, ruthless ambition.

In battle Drazhoath is both a mighty sorcerer and an able warrior
who leads his war hosts from the fore mounted upon the Great
Taurus, Cinderbreath, bringing fire and ruin down upon the enemy.

. Drazhoath’s power has grown over the decades, and there are few
sorcerers now in the service of Hashut who can match him in
arcane might or knowledge in the creation of war machines and
- daemon- bmdmg He also has undisputed mastery of the Legion of
Azgorh — a potent army of Chaos Dwarfs and Hobgoblin slave-
soldiers based at the Black Fortress whose duty it is to raid across
thie river and patrol the savage wastes of the southern Dark Lands
to maintain the Chaos Dwarfs’ tentarive dominion over the deadly,
monster-plagued expanse. Buc for all his power and the forces at his
command, Drazhoath is all too keenly aware that he has reached an
impasse and his black-hearted ambition can take him no further,
for the Black Fortress is many feagucs away from the centre of the
Chaos Dwarf emipire at Zharr-Naggrund and is ill-regarded. The
voice of this lord of exiles carries little weight with the great conclave
of Hashut’s priesthoed, and in particular none with Astragoth
Ironhand, the oldest and most powerful living Sorcerer of Zharr-
Naggrund, and the'master who sent Drazhoath into interrial exile
long ago. Astragoth is ancient beyond measure though, and at last
his powers have begun to wane. He is kept mobile only by sorcerous
mechanisms of his own dark design, and so Drazhoach’s dreams of
4 triimphant recurn to Zharr-Naggrund are slowly kindled in his
 spiteful breast. Drazhoath needs above all a grear victory to seal his
prominence for when Astragoth finally falls, and a grear flow of fresh
captives and plunder into the coffers of the Chaos Dwarf empire
would go far to expand his influence beyond his own blighted
*domain. This however is not proving ro be such an casy ambition for
Drazhodth to achieve, thanks to the enemies which continually beset
~the Black Fortress (which are after all its reason for (.xxsrlng) and he
- has been left wanting.

When dark rumours cgarb
Fortress of a monstrous h
before it, Drazhoath co
sacrificial altars for what ch
dire peril and oppo‘rmﬁl
with the malefic inent tha
he drew his plans accord i

Drazhoath”
Cinderbreath

Troop Type:
Drazhoath (Infantry, Spcm.l Character]
Cinderbreath (Monster)

SPECIAL RULES

Resolute, Relentless, C

prand D

Dark Renown it .
All Chaos Dwarf units (including Drazhoad'l hlmx[l") add *l-l

their combat resolution resules when within 12" of him.

MAGIC ITEMS

Hellshard Amulet (Talisman)

The dark product of Drazhoath’s own labours in diabolic

the icy hate of his malice is caught-and amplified a thousand M
its black crystal depths and unleashed onany who mﬂmw
blood.

ri-u: wound.

Daemonspite Crucible (Arcane luﬁ:* ok 5
Forged from meteoriciron and blighted gold, qﬂ ch
blood and bound with layer upon layer of hell-bound sé
Daemonspite Crucible is said'to have been the hana
Chaos Dwarf sorcerer Azgorh himself.

 This bowl adds +1 to the bearer’s casting attemp

Drazhoath or Cinderbreath kills an enemy
their soul-stuff is consumed by the Crucib -mJ
to +2, Addmoml slain Wma.rdsdo not

‘This magic weapon n :
targer, regardless of







Centanrs

aliggit e hl.{gz_chzns DwarFBu" iCentaurs are, as
b3, twiste gams of Chaos Dwarf and ferocious
3 l.ll‘lnltl.l.rll fuslan l:l.'utlil" hulklng MOnstrous
sts far Jarger than cicher and filled with cannibalistic appetites.
b}“anyccmums ago, during cheTime of Chaos, a fraction of those
. that survived the onslaught became horrifically mutated, their
smhbcrn Dwarf tesistance o the warping taint was overwhelmed .
utterly by theawtnl energies to which they were subjected, and so : : -
the first Bull Centaurs were borri. ‘They came ro serve their wider kin
- as shock troops and temple guardians, and to them was entrusted
“the proiection of the sacred fancs of Hashut, as they more than any
S other had been twisted into the closest semblancewf the Father of
2, Darkness’ image. Into each successive generation of Chaos Dwarfs
“a handful of new *blessed’ kin has Been born — usuz ally to the .
. death of their unfortunate dams, and such children are given over
|mn\Ldutd\ to the Soreerers to serve in turn, This number however
has not proven enough, and Hashut’s inventive priesthood have
wiclded their dark arts ro make more, tampering with their offspring
using horrific magics,and even fusing them into frameworks
. of meral and daemon-tainted fesh to swelk the ranks of their
rcmplc guardians.

:\sm asserying as temple guardians, the Bull Genraurs are also
enteusted with dangerous tasks by their masters who trust them
simplicitly, Theyare hulking, savage creatures whose strength
and mdura.nt; far exceeds that of a Chaos Dwarf, and
s :%l.}pks &rthﬁ sutangs forms. theyare far swifter in
- b.;ﬁlt_ ?\xtbt\‘m heir flesh hardens and distorts
ifsistency ofa liv ing metal, and
Sareaily from injuries, they
mase ms::ad Fel¥iipon, cheir Sorcerer-masters
torcpalrrj't
§ Mercdty, Sreel suturesand brazen splinics,
Alchouigh as kech-iicted and intelligent as their
Chaos ﬂ\\uf"br{;;g&_n, and ureerly devored to the
won'hip of Hishtit, their Father of Darkness, they
are even swiftergo anger, and arc often otherwise
| preoccupied with a grear hunger for flesh. A good
i npmber of the slave-sacrifices bound for Hashut's
teniples y will actually be rent apart, limb-from-limb
. at the Bull Centairy’ Roly feasts, as while slave meat
L i acommon faze for the Chaos Dwarfs, the Bull
: Ccaqu:s pxefﬂ their meals both alive and screaming,

irwonnds wich pnul(;uc of molten




> the st of more conventional arms
; ned to exa : nﬂ;ofﬁqwcr.‘
nly a Dwarf could gz ake them. ;fhe war machines
run the gamut from simple armoured sicge
wers through co mighty black powder
innon. Not content with thescordinary
sare set to creating shoulder ﬁrcd rocket-bombs,
s of the corpse-fuclled Hellcannon and grear

ng colossus the size of tower-houses, half:machine and

ic beasts, whose tred shakes the carth and from whose

hting platforms a score of €haos Dwarf Warriors can let,

from their swivel guns.

n focuses on but a few of these war machines,

- a bewildering variety of others fot described
form the greater part of the mobilesiege train
' forces to accompany Tamurkhan'’s horde in
upon the Empire. &

+ most extreme cxamples of these are

dibotind: 3 B

A!t_hougﬁawud:&f:hcdark er dfﬁugf

“the works of the Chaos Dwarfs, some war n

Mdevouring entities and daemons of | fury

their every frame and bolr, creatinga :
more blood-thirsty than its creators and diffic

ces suchias

Hellcannon, fuelled by flesh and souls and s #
of arcane energy, they are unique entities ww a¢

+ can prove almost as dangerous to cheir ma.m&: the

are other lesscr, infernal devices and examples: ™
augmenting more conventional war machine désigns and engin
These are known collectively as the Hc[ﬂ_)'ound;' g5 it
e 2
Hellbound war machines cause fear and have their Toughness an

_ Wounds characteristics both increased by 1. All actacks and dama& :
, weaused by the machine are now elassed as magical artagks Also, *

I rules may be applicd to the Chaos Dywarf war a :
whenever.a Misfire is rolled for the machine, in addition to the usual

icre. Costs and oprions for changing their nature

be found in detail in the Legion of Azgorh army -
Other than the rules presented here, these war

to the normal rules for their type as found in the

3 mzybc n;;gm;icd to be mounted on steam
areelaborate métal gantrics fixed upon wheeled
allow them ro bc.:pwed into bartle by the steam-driven

: non. However if this is dorfe, then while artached to the

W

effectas rolled, D3 wounds are automatically inflicted on the crew

(oron the machine itselfin the case of an Iron Daemon), as thd dark
forces within rebel against their binding, ?

ing destruction of the CM;DWgC;’beﬂ:ﬁmed colossus, and the reckless &vmw -

. -_ warlocks of either side, that a tear in the fabric of reality opened up over the battlefield and a !
20 both armies. Dacmon-abominations were loosed and nightmare phenomena ra vaged the lands 4

“almost a year before the arcane tempest at last died awvay. Both sides claimed victory,




The Chaos Dwarfs possess a mastery of steam technology that far
surpasses that of the engincers of the Empire. Their steam-driven
devices are used first and foremost in the great mines that pit and
sear the ash-strewn Plain of Zharr and the deep workings thar riddle
: the earth beneath it like worms in rotting fruit. Here they drive
great tunnelling and crushing machines, their fanks rusty with the

blood of the slaves that toil to feed them. Beside these, other grand

machines hammer and roar night and day. To retrieve their mineral
\\'C‘llrh. \[nﬂ” \'CE!"}'K?\VI‘F{d steam {'“‘r:l[](.'\ .1[:[.1 traction C.lrri.lg(_'\
]13\'1—' |-’{Ln c.'(]n.‘&rl'iltlca! to hi1U| ore in “CU ("”l‘('.'l't'f\ flr.l‘llri[{.']'l ﬁ\]l.'l'l
as horses or oxen which soon perish in the treacherous conditions,
and in places where slave labour.is impractical or inefficient. The
Dywarts 6f Zharr prefer to place their trust in iron and brass and

in fire and steam racher thanmuscle and bone. So it was not long
before these engines wereslsodeployed due to their obvious merits
for hauling eannén, fockets, mortars and other destructive weapons
to thaltrefield ratherthan-ore or iron ingots. The dri ing power
biehifd these engines comes from'coal, which the Chaos Dwarfs
“Ymiine in grear quaneities from beneath the Plain of Zharr and then
infusc in arcane rites so that it burss hotter and far more constantly
than narurally possible. Their furnaces will however willingly devour
wood or other base materials if they happen to be the only available
source of fuelwith a temporarily accépeable loss in performance.
Among the slaves of Zharr-Nagprund thoagh, rumeursabound of
engines chat run of blood.éound bones'and screaming spirits, and
such ingenuityds cerrainly norbeyond the deviousand inveritive

& servants of Hashu i ThadE

The Fron Daemin War 5’7@2’%6

Troop Typé: Unique unit.

One of the latest designs to see widespread service within the
Chaos Dwarf émpire is the Iron Daemon, aconipa::t, armotired
steam-driven tracgion engine. Thesteam Boi_[c-ll;'s'rl-la.t provide
these machines with motive powerto haul hieavy asmaments and ~
munitions to the bactlefield are cunningly dcsigntd so that th::yta.n
also be used ro work pressure-fed weapons such as cinnonadesand -
wall-breakers. This means that every Iron Daemon is also a powerful
war machine in its own right - a fully mobile artillery piece or
murderous killing engine able to smash through fortificarions and
hack down ranks of living soldiers with equal case.

Although the Chaos Dwarfs are skilful and determined artisans,
their engines are not yet so sophisticated as to be completely reliable
or entirely safe to operate in the anarchic field of bacdle.

Drazhoath had already mer with great succe

implementing the
use of these deadly and versarile engines within the forces of the
Black Fortress when Tamurkhan's horde descended from the cast,
He then swiftly decided when the bargain with the Chaos Lord was
struck to make these machines the centre of his expeditionary force,
and was eager to test their performance in traversing the hostile
mountains and cities of the west. In particular he was keen to sce
them in battle against the vaunted war machines he knew the Empire
was'said to possess and he would not be disappointed.

Ihe Iron Daemon, including its Chaos Dwarf crew, is considered to
be a single combined model'which shotld be treated as 2 Chariot
except where the following rules apply. Any hits and wounds ic
suffers are all directed against the Iron Dacmon as a whole. The
characteristics for the crew have been included as they have separate
arracksin'close combar.

MWSBS S T W I A Ld |

Iron Daemon - 6 8 .= : |
| Chaos Dwarf Crew ST 3 o s Fio® 5 gl
L . : |




¢ Daemon's
corefor the total distance travelled. The Iroh Dacmon
distance forward in a straight line and may not turn or
o¢s so. [fa double 1 is rolled, then something has gone
he Iron Dacmon doces not move ac all this curn,

g it being actempted., chis must be declared asnormal before
£XIra movement amount is rolled, and if failed (ic, the distance

ﬁhmt is insufficient to reach the target unit), simply

the Iron Daerhon forward the rolled distance instead.

If the total movement would bring the Iron Daemon into contact
with 2 unit unintentionally (ie, not as the result of a declared
B .~ charge), roll for impact hits as normal. The Iron Daemon docs not
s countas charging if the unit is an cnemy, and its enémy gains che
- Always Strikes First rule against it for the first rumn of combat owing
* " to the confusion on board, Ifby some error it strikes a friendly unit, -
e resolve the impact hits and then move the Iron Daemon back 1"

55 after the collision.

A In cach round of an on-going combat afer the first, the Iron
- Dacmon may make 2 Thunderstomp artack exacdly like 2 monster to
reflece icgrinding over its victims with its bulk and power.
* Iron Dacmons cannot overrun or pursug in combar if they destroy or
Y -W their foﬂ‘ Y ) i
5 Low or wpﬁpambiy,ﬂ.imsy obstacles such as walls, hedges, lighe
s mds.!h_zch,priﬁnandpiles of rubble have little chance of
?radmg‘ ingan Iron Daemon, andall siich obstacles {up to the height
of the Iron Dacmon’s wheels) are ignored for movement and combar
by the Iron Dacmon (this is change to the usual rules concerning
war machincs and terrain). Furthermore, if a suitably sized chunk
C tetrain can be removed from the battleficld after the
crashes through it, do so! All forms of marshand -
rrain however are still treated as impassable by the Iron
which is simply too heavy to cross them withou g

Movement phases, leavin,
on tgace normally bue the

o -'tlm:m.thu_y.nmup ed

e 3 o
Steam carriages may not be re-coup

.

Steam Cannonade

« Powered by the channelled pressure of&a{

4 steam cannonulcisatwi.nmr!_on used to blas .
fed-hot shrapnel and curse-laden shor mto m‘hﬁf

+ This weapon may only be fired at atargee d.u'cctl!;h&d

Dacmon, and uses the following profile: - =
Range S_trcngﬂ:‘ Special lh:lul
Cannonade 18" 6 4~ ArmourPier
Multiple Wounds (D3
> ey

,«Sclect a targer as per the other normal rules of shooting and ‘_
' Artillery dice, picking the better result to determine how ma;

are fired; this means the weapon will only misfire ifa ‘double” Mis

" resultis rolled, Assuming a Misfire does not oceurs roll to hitghe -

target with 2 number of shots equal to the highest ngi\h:l'- n
two dice. : : N

Ifa Misfire does result, use the Black Powder M;ﬁm cha;k{m
113 of the Warbammer rulebook) to determine the'ou g
Destroyed! result is rolled, the cannonade s destroyed

be used again. In addition the Iron Daemon ie ism

D6 wounds with no save ofany kind possible.

Skullcracker ; . ,.',: 5 37
Designed for crushing fortifications and walls, the Skulleracker is
a hissing and grinding arcane-mechanical conglomeration ofj;
hammers, hacking blades and brutal picks designed'to literally
pulverise and shred anything unfortunate to be caught in front of
an Iron Daemon equipped with a Skullcracker 1ay roll 2D6.
of the usual Dé when rolling for its number of hies.

: ;‘I

machine. When conducring its impact hits or Thund ‘atrack,




gﬂ"’l a ;1 ma Canném

A fiendish weapon first conceived of for use against the ravening
Trolls and other unwholesome and hungry monsters that spawn
» and multiply in the Dark Lands, the Magma Cannon is something
“ofa cross berween a field artillery piece and a furnace. It is designed
10 Spew molten metal and fire upon its vicrims, horrifically burning
them to death, The Magma Cannon has seen long use and been
the subject of considerable modification and experimentation by
Chaos Dwarf Daemonsmith engincers. No two are quite the same,
butrather the product of an individual’s malign creativity. Some use
 pressurised stcam-boilers to jet gouts of burning sulphur, caustic tar
or pyretic acids, while others incorporate sorcerously bound volcanic
glass shells in which molten lava drawn from the deep carth slumbers
until its shell is shattered.

chardcd as one of the trae works of a Daemonsmith’s craft,
neophyte Sorcerer-engineers vie with each other to produce the most
deadly Magma Cannans of their own design. Many have perished

as a result of such experimentarion — cither overcome by choking
fumes, dissolved by acrid vapours, or blown to shreds when their
volatile mixtures have exploded unexpecredly. To their overlords

in dhie priesthood of Hashur, this is on ly right and proper; as such
failuge is not tolerated in the service of the Father of Darkriess,

The Magma Cannon is a relatively short-ranged bue Potentially
devastating weapon, able to incinerare packed bodies of enemy

troops or burn clear defended pesitions i close assaults.

=

-]

w
-
w
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Magma Cannon

| Chaos Dwarf Crew* 3 430

4

Troop Type: War Machine.

SPECIAL RULES
Resolute, Relentless and Contempt
Range Strength

Special Rules
Magma Cannon = 24" 5

Flaming Artacks, Mulriple
Wounds (D3)

Firing the Magma Cannon

The Magma Cannon is fired using the usual procedure for firing a

cannon as provided in the Harbammer rulebook, except that instead
of rolling ro ‘Bounce’ the shor, instead place the teardrop-shaped
template with the narrow end positioned where the shot landed and
the wide end placed straighe ahead along the direction of fire.

. A Misfire result means the weapon doés not fire. Rollon the Black

der Misfire chart to determine what happens nexe.
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cket we wmsg.,sﬁom#_,g,ujdenﬁxedchun'dngging-?nmuginmmg.mpmt ke
.. harpoons used to bind and bring own Lava Trollsin the magm - icanywhere completely wi
qavern beneath the mo tains, to massive warheads launched outside of the Deathshric ricker's
1+ pillass of f _.!obm‘ﬂﬁmyfdrﬂhqu.ngﬁudishﬁckcris maximum radge. o
e '-'meﬁ?;mﬁhlﬁﬂﬁoﬁhﬁwwmuhohpdup g . B
~withi iuli:mﬂumuxhowhng malevolent fire-spirits harvested © “This target point cannot be placed

s of Hashur's sacrificial alears, and it is the hellish e
its when loosed that gives the weapon its name.

it - ¢ % £ -] 1

ol warheads of the Deathshricker deronate in the

field in a storm of fire - firc whic!{l_niﬂﬁ own

life upon which to visi its rouch. Sereaming,

plunge downwards from the blast and

~,  expend their strengeh actively secking out victims, The tormented

. spirits are far from discerning though as to whose flesh they burn,

"“‘gh‘%mmm be cautious lest their own suffer from
" the wrathful T

&md’lﬂ i

b
EONR endrils of flame

rf_':‘
.. 3

weapon,

=% *In addition to the hellish Deathshricker rockets, the Jaunchers they
© uscare also able to fire more conventional demolition rockers if
needs be. These use densely packed explosive rocket heads with
. delayed fuses in a strengthened iron tube to channel the blast against
 asingle point. The rocket mounts 2 crown of spikes that drive the

< rockerinto a vertical wall and hold it there whilst itexplodes. In chis
= -_’ - fashion the rocker can punch through even very dense stone and can
- makea terrible mess of any large creature thar gets in its Way too.
.;,; : ,
B - ; MEWSEBS .S T W {[.-'A. \Id
; Rocker Barzery S e ok R S
- Chaos Dwarf Tl ST SR O I S e
Troc Type:Wa.rMachinc‘
-fﬂ".‘-":" -

RULES -

esolute, Relentless and Contempt

Range Strength  Special Rules
w 127-48".

e

-3

Infernal Incendiaries®

Multiple Wounds (Dé6)

i

o -

7 Resolving Damage (Deathshrieker Roc

models from a unit that is mﬁéﬂ*mﬁr wit
The weapon may however strﬁ&lmdff_ :
as shown later. - | e

y X ?
? ; " : Kl 0 -
.Once the marker has been placed, roll for scatrer u g
dice and an Artillery dice. If g Misfire is rolled i th
dice; something has gone dreadfully amiss. Roll on "
Powder Misfire chart - sce the Mrb:w M

IRIET | ok,

3 hen.

If there is no misfire, and a ‘hic’ is rolled on &Scatfm' .

. rocket lands on its intended target and the number on ti" A '

dice is ignored. If an arrow is rolled, che shor has scatrered off .

clsewhere. This is carried our as normal for a war machine. 1::, .
summation, move the target marker a distance in inthcs-.'_éqqar-_-‘

to the result on the Artillery dice inighe dirccrion shown ofi the -

Scatter dice. b

~gy
kets Only), = =
The malevolent ammunition of the Deathshricker means chatic
operates somewhat differently to a normal war machine. Tf the
target marker is directly in coneact with a unit or'model afterkthe -
shot hasbeen resolved, place che large (5" ) template over the =
target marker and resolve a it against any model touched byic.

>

If the target marker is not in contact with a unir, roll another o
Artillery dice. If a Misfire is rolled, the rockets explode harmlessly
in the air, the spirits sercam and the sho is wasted. If a number is
rolled, the target marker is moved rowards the nearest unit (friend
or foe) a distance equal to the number rolled on the dice, and the
smaller 3" template is placed where the target marker lands, Any
model touched by the cemplate is hit, Note this lacter effect may
result in a nearby unic being ‘overshot’ if high number s rolled.

p
In the case that the initial shot misses and two or more units are
eligible for the direction of the rocker’s sccondary targer (being che
same distance away from the target point), the firing player may =
choose which is targeted. ;

Infernal Incendiaries
The hits caused by this weapon have
rule, and any unic which suffers ca
they are cligible. :

the Flaming Accacks special
sualties must take a Panic tescif

Demolition Rockets J
Deathshricker launchers may be used to firc special demolition
rockets instead of their normal loads. These rockers in?lict th
damage on a single model on which they land, rather ¢ an.

han explod
in the air like the Deathshricker and are not subject to i'l§ special
scatter rule. If the rocket fails ¢ :

ona mg;l'gwii-
shot is wasted. Fn

o land directly
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Dreadquake Morrars are amongst the largest and most effective of
all the mighty siege weapons deployed by the Chaos Dwarfs. They
rank alongside other such mighty bombards and cannon able to

tend the earth and smash through layered stone fort ions as if
they were kindling, The Dreadquake’s deadly projectiles are fired by

and contained within a

steam pressure that is generated by a boil
pressure vesscl — conventional gunpowder being far too dangerous

given the volatility of the Dreadquake’s unique and powerful shells.

AS a consequence it takes quite a while for the machine to generate
enough steam to fire a single shor - limiting its potential in battle
But even on the open field it is a supremely dangerous weapon
against large and static targets and if successfully fired against enemy
infantry, it can wreak carnage as more than one Orc tribe of the
Worlds Edge Mountains has found to their cost,

SPECIAL RULES

Resolute, Relentless and Contempt

Special Rules
Multiple Wounds (D6),
Armour Picrcing, Qua
SlowsReload

Range - Strength

Dreadguake }2 -2 5(10)

{firing the Drcadquake:
e Dreadquake Mortar is fired exactly like a Stone Thrower (see the
Werhammer mlebeok) with the following excéptions and che profile

shown above:

Thie Blaclk Powder Misfire chart is used when the weapon misfires,
utall rollson che charr are reduced by -1(1) in ordér to refleer the

vy

dasizers of the instable Drcadquake shells,

The Dreadquake’s shells are of a secret construction whose arcana is

the sole preserve of the Chaas Dwarf Sorcerer Lords and prophetsof
Hashut. When fired from the Dreadquake they burst into 2 roaring;
blood-red light, and when they strike they explode, shateering

buildings apart and smashing into the ground like ahammer-blow.

from the gods, bleeding crimson energy from the wounded carth, SEt 0
These shells take the form of metal spheres and are so heavyand = %

unwicldy that an Ogre commonly forms part of the machine’s crew
m U!'d([ to ‘Ej(_'l.'d U!" Tl-ll.' |0iiding. 1 »

Mortar

Chaos Dwarf

Troop Type: War Machine.

Quake!

All models in a unit suffering casualties from a Dreadquake Mortar
in the previous turn must pass a test exacely as if they were moving
through Dangerous Terrain if they wish ro mave (including charging,
reforming, characters leaving the unir, etc) or use Move or Fire
weapions in their nexe turn. War machines are treated as Chariors in
this respect.

Slow Reload : How - &

‘The shells used by the Dreadquake Mortar a:chugqc. temperamen
and cumbersome, making the weapon slow to reload. Unlessa §
Ogre s present as a parg of the war machine’s crew; after the

. has fired once, you musc roll 33+ on a D6 whenever
it again. If this roll is Fa.tlﬂg,
- again normally next turn®
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Hoboshling

ereacherous of all the Goblin and
and leaner than ordinary Goblins,
d brutal as Ores. In fact, their whole
carance is emaciated and vicious ~ with narrow eyes and sneering
ouths full pointed reech that smilemoon-wide in an idiotic
at the merest stiggestion of sadistic violence in the offing, The
s Dwarfs Jong ago realised the Hobgoblins were a servile,
ven, malevolent and generally despised race, and so adopred
Hobgoblins of the Dark Lands as eminently suitable lackeys
and dispesable minions — in particular as slave masters, overseers,
ibute-collectors, and even when pressed, as warriors. Hobgoblins
are universally loathed by other greenskins, and only their relentless,
y vigilance and the protective shadoty of their masters stops
er Orc and Goblin slaves from rearing them apart,
st far from the best troops — in fact generally varying wildly
setween feverish vialence and debased cowardice, they are too
~ weak-willed and untrusting even of each other to mount any kind
of cohesive rebéllion and are $0 hated by other races their loyalty is
:lssxfl:ed ~ after dfashion.The Dwarfs of Zharr don't make much of
cfor to'equip their Hobgoblin troops on the basis that they are
an batele fodder, and can be relied on to largely look
ves (in otherwords pilfer lootfrom the batclcficld and
oblins, given the choice, which they rarely have,
curyed blades— all the better to stab their foes in
' the blood flow, but if pressed into direct
everpossible to fight from a distance using
: !I!x_)jﬁmncc on an unwary or crippled foe.
infighting and backstabbing within the
s will throw up a particularly successful and
: sa:.tb prominence and style themselves ‘Khan,
£ pomadic Hobgoblin wolf-clans of the Eastern
g killers can prove useful for marshalling their
ould they prove too successful and are seen as
a to their Chaos Dwarf master’s dominance,
d up impaled over their lord's gatepost as a
¢ w_ards of gerting ideas above their station,

SPECIAL RULES

Hobgoblin Animosity ; ;

Disreputable and fractious, Hobgoblins, lke m

tendency to fighe among chemselves even in the midse

is a problem, which given a Hubgobl.in'é-pmpc:fithyh&'rm rde;
spite and self-serving cowardice it is only their deep-scated fear
their Chaos Dwarf masters that can enforce them back into som
semblance of order.s St '

Unless a Hobgoblin unir is already in combat, ﬂécing. u:.lder:ﬁ'yé
models strong, or unless a Chaos Dwarfor Bull Centaur unit s
within 6" of them at the start of the turn, you must roll a D6 and
consult the following chart for each Hobgoblin unit. Roll WY‘;

for cach affected unir at the stare of the rurn,

D6 Resule

1 We'll get a better view from further back! - | ERERE
The Hobgoblins® cowardly nature comes to the fore and
they immediately must take a Panic test. If chis is passed
the unit may act normally this turn. 7
Cut ‘em good , i
The Hobgoblins feel they have a good chance of beingon
the winning side and cating well tonight off the bardes
victims. The unit may act normally chis rurn, %
Bloody Murder! 3 2
Onc of the constant petty squabbles in the ranks is sertled

with the twist of a knife in a back or two. The unic suffers

D3 Wounds distributed as from shooting attacks (these
wounds however will not cause a Panic test). Afterwards
they gain +1 to their To Hit rolls for this turn only, and
may be used normally again.

Backstabbers e

Of all Goblin kind Hobgoblins are rightly regarded as the most
_devious, cowardly, treacherous and outright mutderous; and are -

uteerly distrusted even by their fellow greenskins. These backst t.-‘

and cutthroats habitually go around armed with all mannerof =

man-stikkas, blades, daggers and razors, and for every they

wear openly, it can be wagered there’s at least a few

see concealed about their person, just régdy to be

unsuspecting foe’s back. L, SR

e

Ifa Hobgoblin infantry unit u_fith"gh:h il _.
is atleast 10 models strong and success
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Hoboshlin Wolf Raiders
Some Chaos Dwarf armies also employ bodies of giant wolf:
mounted Hobgoblin Rajders as scouts and light cavalry in bactle,
These are commonly drawn from the more nomadic Habgoblin
/. # wibes from the cast of the Mountains of Mourn and isolated bands
'-‘ which ream the fringesof the southern Dark Lands. They are lured
" into service with the Chaos Dwarfs as mercenaries, but cheir new
| " lords treat them as no beter than slaves regardless. These raiders,

all bandits and robbers by disposition, are ifanything, even less

N reliable than dlctr‘fb‘bl‘s!nging kin —their mounts allowi ngthem = 9 filg
§ to flee with much grearér speed when the need arises. This tendenty e
\
)

is however outweighed somewhat by their uscfulness as skirmishers o /
and foragers, particularly to Chaos Dwarf slave-raiding expeditions
who must travel far and wide, often into unfamiliar and-hostile lands, b }

M
Hobgoblin Raider 4 3
' Hobgoblin WolfBoss 4 3
" Giant Wolf 9. 3

Troop Type: Cavalry,

SPECIAL RULES :
Hobgoblin Animosity and Fast Caralry

Cowardly Despoilers

. Hobgoblin Wolf Raiders gain +1 to their combac result on che
first turn of combar if they successfully charge an enemy in che
rear or flank, but if they are themselves charged, they suffer a

-1 to hir on the first turn of combat. This rule applies to the

~ Hobgoblins themselves, including any Hobgoblin characrer in
the unit, but not to their wolves! ;

™
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The Kdani o

Chaos Dwarfs are arrogant, malign and paranoid beings who will
bend their knee to none but their Father of Darkmess, Hashut, The
desires of their Sorcerers and Daemonsmiths are for power and
1'L!I11‘l[).ll‘l{)!1- .1“d f‘nl’ \\'L‘.i[‘l}n\ .l|Id \l\llii(_"." l!'l.l[ \\"I” [n.'|kl.' IE“.'RT
_invincible — and it is from this desire thar the K'daai Zharr — the
scions of fire, were born. Rather than summon Dacmons all but
uncontrolled as a human sorcerer might or parley bargains with the
greater fiends of Chaos, priests of Hashut have long sought to enslave
the Dacmon they summon by binding it into weapons and armour,
war machines and constructs, thus l'l.\rm'\.\mg and (uuLm]Iin‘g
them to the Sorcerer's will and giving them form. With the K'daai
they have sought to do something more, to create a race of beings,
half-daemon scuff and half-raging fire drawn from the magma of

sthe deep earth and birthed in the boiling blood of Hashut's burning
“sacrifices, given form and contained within an armoured framework
‘ofarticulated iron and rune-stamped bronze, The High Priests of

Hashut have succeeded almost too well in the K'daai, for they are
almost mindless, elemental forces of destruction, and need to be laid
to:fest as cold and silent meral until they are required in bacle, where
they burn bright and terrible, buc briefly.

Only the

carest of the Sorcerer-Prophets is able to forge these :
monsters of metal and flame, and the process is both costlyand 4
arduous in the extreme. This limies their number, m:lking them 2 :
almost the stuff of legend. But with the dark imaginings and limis
of deadly craftsmanship the only end to the terrible forms a K'daai
can be fashioned and shaped into, there have been those of Hashut's
priesthood who have met their cursed doom carly, as the power ;

required to make cheir glorious vision real has slipped from their
\L'.]'\i\]).

| M WS BS § T
K'daai Fireborn 6 4 2y IS
K'daai Manburner L 14 W e L
K'daai Destroyer L) 5 3 e 6

Troop Type: Monstrous Infantry (K'daai Fireborn and Manburner)
Monster (K'daai Destroyer)

SPECIAL RULES X

Unstable, Unbreakable, Fear and Flaming Attacks

Bl:ﬂ,ing Body

Any medel (friend or foe), except another K'daai, in base contace -

with a K'daai at the start of the Close Combart phase takesan

automatic Strength 4 hit. This.is counred as a Flaming artack. In
addition, any non-magical artacks suffer a -1 penalty to wound them.

de Fire Dacmon
"f‘ﬂi K'daai have bodies of sorcerous flame bound into shape by

rmour-like frameworks of meeal and enslaved by the black arts of
Daemonsmiths. The K'daai arc counted as Daemons for the
ses of any relevane spell or effect against them, and have a 4+
savewhich increases to 2+ against Flaming atcacks.

Bright : :
hed the power of the K'daai’s sorcerous fire is so great
umes even itsclf eventually and destroys the bindings 1
em in shape. As a result, froriighe second game turm X
‘the starr of each tucn a Toughness test must be made for
oll once for cach unit). If this is failed they suffer
th no save of any kind possible, distributed aspera

Epyers : ) Pyt
ers arc massive constructs fashioned into the form of
iors or iron beasts, such as gargancuan momw :
‘nighemarish creations, awakened by mass blood sacrifice

loose upon the enemy. g i

is subjece to all the special rules i
nd ereaced as such in the game. Ina




The Crreat T

The Dark Lands are a dread realm, a

haven and birthing ground
for all manner of monsters and unn

atural crearures, but none are
more sough after by the Chaos Dwarfs than the Grear Laurus of

the Volcanic Hcighh, The supreme terrors of the crags and craters

ofash and fire, some ¢laim the Grear Taurus is Jess a beast than a

manifestation of the rage and deathly savagery of the Dark Lands

themselves. To the Chaos Dwarfs, their resemblance, both in form

and molten fury o the icons of their terrible god, Hashut, Father of

Darkness, is no meré coincidence.

In form no two Taurus are ever quite alike, and the mightiest of
them are truly massive beasts that never die e Xcept
named as Bale Taurus in dack legend. All bear the overall semblance

of a huge, winged, dacmoniac-bull whose flesh burns w ith the

by violence,

incensity of a living furnace sufficient o wreath it in smoke and

spark he ground afire beneath its hooves and against which arrow

and blade alike perishes to cinders and ruin. To many who would

consider themselves wise in such things, the burning wrath of the

Great Taurus is little more than a myth, for sustained by the fires of
the Dark Lands, thése unnatural creatures seldom stray far from their
lairs. But those who inhabit the Dark Lands know berte
the ash-trailing shadows thar mighe circle the sky, and the plammee
of the Grear Taurus like a red-wreathed comet to its prey —an

onslaught no mere mortal crearure can withstand.
None bur the highest servants of Hashur and the most powerful
of fire-wizards can hope to master these hellish monsters,
and the infernal stables of the crimson and bronze
Taurus beneath the great temple of Zharr-

Naggrund are heated by sacrificial fires kept

burning night and day to appease the
sacred beasts kepr there. Indeed, it is
only by means of the most complex
and dangerous spells that 2 Chabs
Dwarf Sorcerer can even mount such 2
dangerous creature wichout themselves
succumbing to their incinerating heat
and voracious appetires.

[ M WEIBSES T W 1 ARl S
| Great Taurus 6.5 0_ 6 5 4 3. 48
Bale Taurus 8k i 0 -6 6 5 3. 75 &

Troop Type: Monster.

SPECIAL RULES g g K4 8
Blazing Body ) : v - i
Any model (friernd ¢¢ enemy)except a Chaas Dwi
mount, takesan au.tomatic"su;c_hgih‘ihititd}c art o
Combar phase. This is a Flamjng artacks Additionally,
magical attacks suﬂ’er:-l-gmﬂ;llx‘Tp_med . -

PEE

Fuelled by Fire e L
A Great Taurus cannot be wounded byspcﬂ&“gnm
In additien; if the Grear Taunrus is the farger of 2 sweces
spell from the Lore of Fire, ir:‘im'in‘gd_igmkﬁghim_

: AN 57y A

carlier in the battle, i

i-‘la.}.ing.»\uacks;ﬁ?.'kaw'f :
Harbanmersolebook ). Brea
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This army list represents the Chaos Diwarf forces that garrison the
bleak and foreboding Black Fortress in the southern Dark Lands,
It was thisarmy of black iron, shot and sinew that confronted
Tamutkhan’s greac harde on the blasted crossing ground, and

_divisions of which would lacer accompany the Maggot Lord in his

jattdckon the Empire. Such are the diverse slayes and diabolic war

“engines of the Chaos Dwarfs thar the Legion of Azgorh doesn’t
‘representthe full range of their power, but should provide a m ighty

5 and.characrerful force on the bartleficld, allowing you t6 field a full-

"'-‘g_:alc' army of Chaos Dwarfs in your games of Warhammer.

§
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Using Chaos Dwarf Units in Warriors of Chaos Armies
As mercenaries and weapon smiths, che
known tb sell their services to the hosts of

a0s Dwarfs are
the north in return
for slaves, souls and plunder. To represent this, the following:
Legion of Azgorh units can be taken as part of 2 Warriors of

Chaos army using the options listed. ;

If you are ficlding a combined force utilising the Great Host
options on page 142, those options take precedence and the
following options should not be used:

Chaos Dwarf Sorcerer-Prophets, Dacmonsmiths and
Castellans may be purchased as part of the army'’s Character
allowance (as Lords or Heroes as listed) as long as at least one
other non-character unit of Chaos Dwarfs, including war
machines, etc, is also taken. Chaos Dwarf characters may not
be the army General (and so at least one character from the
Warriors of Chaos list must be taken).

One unit of Chaos Dwarf Infernals may be raken asa Special
choice for every Sorcerer-Prophet or Da¢monsmith also taken
in the army. Magma Cannons, Deathshrieker Rockets, Iron
Dacmons and Dreadquake Mortars may be taken as Rare
cheices in the army.




Resolute s

Chaos Dwarfs fight with grim malice and 4
. their positions on the bartlefield, All: Chao

-'ZD'G"-I'fadlcnhanlhwi_.lAIZDG' \
. 299l 0 chie chrgedince.
. -t e o

.

A \‘;ichlum Dwarfs are implacable mdn:hrlm ch attacking, and " =
" “are scomful of the ability of anyonc ordtiything t6 stop them, Chaos ™
Dwarfs do ﬁm_nccﬂlm take a Leadership test in order to march when <
enemy units are wiehin 8" ‘-
» 't ol
Daemonsmith - oAl
1,#Chaos Dwarf Daémonsmiths are lnmunce to Psychology, and have
~both the Inferal Engincer and Sorcerer’s Curse special'rules, [
; P ever
. Contempt effect'that i ol ed, 3
Chaos Dwarfs despisc all other forms of life and sce them as nothing créw{or on the Arachine

=:more than contemptible fodder to be exploited and disposed of as du_:_k forces within: 3 ?lhn Lﬁqf bindin rn-
I Ly - néeded. They expect their ‘lessers” to show cowardice andweikness » b s - 5 s ‘ ‘?‘r‘ ;
. in bartle and be restrained only through fear. -~ Infernal Engineer; A mﬂé’dwd: chis rule #it is within

their army'’s war machigics andor mounted on Fmonster
to také 2 “Look Out Sitttroll a3 if they were in 2 ufir of;
models. In.addition, oné war machine that is within 3% of an [f
Engineer may re-roll une Seatrer dice or one Artillery dice per
the Inférnal Engincer tises chis re-roll abilify, they canriors y
stheir own missile weapon in thé same Shooting phase. ,

f As a result, Chaos Dwarf and Bull Centaur unics are not subject

i 1o Panic tests caused by friendly units which are destroyed or fail 2

t Break test within 6” of them, unless the unit destroyed or broken is
| itself a Chaos Dwarf or Bull Centair unit.

" Characters with the Contempt rule may not join units other than those 2
i " which are also subject to this rulc, as well as any normal restrictions. - it

 Sorcerer’s Curse: Chaos Dwarf Sorcerers pay a rerrible price for their
powers, be they Dacmonsmith or mighey prophet of their.dark god
Hashut. Their bones and flesh slowly petrify over time into un feeling,
blackened stone. Each time the magi¢ they command slips from their

- grasp for but an instant, this curse punishes them further until one day
the Sorcerer is trapped screaming silently within a prison of their own
immobile body. Whenever 2 Chact Dwarf with this special rule suffers [/
2 Miscast during the game, aﬁcr'rcsofﬁng the effects of the Miscast ’

Chaos Dwarf
+ on them némally, they must take 2 Toughness test. If this is failed / ‘.. |
they suffeta single additional wound which may not be prevented in - . :
£ ‘ﬂlyﬂyjm by Ward saves, crc). Howéver, che firse time they suffer
«. awound in this manner, they also gain 2 bonus of +1 Toughness for '

e rest of the game ~ should they surviva Subsequent failures simply Stronghold
se addiri ﬁmdupbcinﬂicmdiniai

e

Dominion / Ownership Voleano / Fuzy

" may be towed by Iron

may not move normally » &
ot (this may simply mean 4 ' =
ing on the model). War { X

carriages always count as being in hard

g behind a defended

: k for
%




Drazhoath the Ashen, Prophet of Hashut

MUWS BS2iSH T W T Ay i1 Troop Type Gy
Drazhoath Bl 61~ 47 B Agles 1040 20 31D Drazhoath (Infantry, Special Clhalractcr)
Cinderbreath (3 T ST 57 e SRR Y (O § Cinderbreath (Monster)
Magic Special Rules Mount Beli
» Drazhoath is a Level 4 s Resolute « Drazhoath rides Cinderbreath, the Bale Taurus, It isaparticularlypnwerﬁll- Mol *
Wizard and uses spells » Relentless Bale Taurus with an increased profile (as shown), and a Strength 5 Flaming é
from the Lore of Hashur, o Contempt Attack Breach Weapon but otherwise is identical to the Bale Taurus rules
+ Daemonsmith shown on page 185.
Equipment e Dark Renown
» Blackshard Armour E
o Hellshard Amulet . v .,
» Daemonspite Crucible
¢ The Graven Sceptre
e dBen S B e S ORI L e e e — wad N
Sorcerer-Prophet 265 points |
M WS=BS: S, T W I A Id Troop Type _
Sorcerer-prophet 3 STgnd AT AR e ST BT Infantry >
Grear Taurus R R LA Ty S P P N Monster 5
/ Bale Taurus (Tl 0 B S e s Ol Ry £ <5 Monster
Magic Special Rules Options
o A Sorcerer-prophet is » Resolute o May upgrade to a Level 4 Wizard 35 points

o Relentless

a Level 3 Wizard. They
may chose spells from

May take Magic Items up to a total of ...

S— 11,1112

s Contempt

May be equipped with any of the following:

the Lore of Hashur, Firé, o Dacmonsmich - Pistol S points
Metal or Death. » Sorcerer’s Curse - Naphtha Bombs 15 points
- Blood of Hashut (one use) 20 points

Equipment * May ride one of the following mounts:
o Blackshard Armour - Great Taurus (sce page 185) 145 points

» Darkforged Weapon

- Lammasu (sec Warbammer Storm of Magic) ...

s ssnnss 199 POINTS

- Bale Taurus (see page 185) ..

225 points




o The Dagmonsmich isa
Level 1 Wizardand may
choose their spels from
the Lores of Fire, Metal

J or Death,

M WS BS s
x4 S
* Equipment

Infernal Castellan
Infernal Castellan
Equipment

« Blackshard Armour
» Hand Weapon

Upgrade — Battle Standard Bearer
One Dark Castellan in the army may be upgraded to'carry the
army’s general even if they have the highest Leadership value in
limit), but in this case may not carry other magical items.

T
4

» Blackshard Armour

* Ensorcelled Hand
Weapon

Special Rules

» Resolute

* Relentless

» Contempt

* Dacmonsmith
» Sorcerer’s Curse

M WS BS
3 Qi e, g

Special Rules
+ Resolute
e Relentless
» Contempt
e Stubborn

LY |

w1

w
2

| %

Wé?‘"ﬁ(’ﬂ

95 polnts ¢

S VA Troop Type 2 el
2 - B Infantry Ay -
£ ' 3
Options L
* May upgrade to a Level 2 Wizard... 35 points
* May take Magic Items up to a total of .., 5 50 points
* May be equipped with any of the following: }
- Pistol 5 poing
= NapAIRBOMILS o ecnniiimssimivs B b 15 points -
L
.
— — —_— — o — ,"
| 3
105 poirits, -7
I A5 Ld Troop Type
3485359 Infantry ,_
Options ? w
o May rake Magic Irems up to a t0ral OF it o il po’{.;h :
» Maybe equipped swith any of the tollowing . .
- :Shieldanadowt -2 points PR
Pistol £

S pbines.
- Grear Weapon 5

- Fireglaive

Batele Standard for +25 points. This Battle Standard Bearer may not be the

the army. The Bartle Standard Bearer can have a magic banner (no poines |




Hobgoblin Khan

M WS BS: S I W
Hobgoblin Khan i i 3 gy 2
Equipment Special Rules
» Hand Weapon » None
. "Ii'lrm\'in‘g;l\'m\'-\-\
Bull Centaur Taurruk

M WS BS § T W
Taur'ruk 7 B gy S L SR i
Equipment Special Rules
» Hand Weapon o Fear >

» Heavy Armour

+ Contempr
o Scaly Skin (5+)

Herbes

I ‘As Ald Troop Type
4 3 7 Infan try %
Options gt
» May rake Magic Items up to a rotal of 3 _‘25 Pgi_m;
» May be equipped with any of the following:
Light Armour ... 5 -2 points

- Shield 4 2 points

- Additional Hand W eapon (if on foor on]_v) s aerer i A poinﬁ

- Spear (mounted only) .4 points
+ May ride a Giant Wolf ... +12 poines

A Huf';gmfu’m Khan may not be the army’s General, and therefare a Chaos
Duwarf character must be included to lead the army,

155 points
yiesAs e Td Troop Type
4 4.9, Monstrous Beast
Options
e May take Magic Items up to a total of 50 points
 May be equipped with any of the following:
- Blackshard Armour +15 points
- Shield +5 points
- Additional Hand Weapon +10 points
- Grear Weapon +15 points

A Taur'ruk may only be included in the army if at least one unitof Bull
Centaur Renders is also included as part of the force. It may not be the army’s
General, and therefore a Chaos Dwarf character must be included to lead the

army.

o
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01306 Dwarf !nfema{» Guard, .
M WS BS
3xed | 3
DIy 13
size: 10+ - Special Rules
AR * Resolute

v . e « Relentless
o . Blacksha.rdx\mmuf « Contempr
i » Hand Weapon
l » Shield
_ o T

P2 SO
5 A ca

[

“Sec Equipment page for further information.

Hobgoblin Cutthroats

M WS BS
Curthroar 45 m o
Murder Boss S )
Unit size: 20+ Equipment

» Hand Weapon
 Light Armour

» Throwing Knives

‘Special Rules

[EERLVERN

 Hobgoblin Animosity

o Backstabbers

Ly e ALt Td Troop Type
250k -9 lnlmtry
L0 Inﬂmtry
Options -~
» The unit may also have one of the following: ¢
- Great Weapons 3 points per. rnodg e
- Fireglaives., 5 points per mod(? A
- Hailshor Blunderbusses® 6 pﬁrnts per modela
* Upgrade one Chaos Dwarf Infernal to a Musician.... 410 points *
* Upgrade one Chaos Dwarf Infernal to a Standard Bcarcr ..lﬂ'poin'l:s
. lprnd‘. one Chaos Dwarf Infernal to a Deathmask... =12 poim.s
The Overseer may be equipped with a pntol for 2 points .
lnd-’nr a Naptha Bomb* for. Spomts "t
* One unitof Chaos Dwarf Infernals in the atmy‘may have a magic standard
worth up to... 50 points’
4 points per model
L cA™=1d Troop Type 2 7
AN L Infantry ¢ 3
3¢ SO Infantry )
Oprions !

» May be equipped with shields

. \11\ be equipped with one of the tollowing:
- ‘Additional hand weapons
- Bows 3

........ 4 point per model

« Upgrade one Hobgoblin Cutthroat to a Musician

» Upgrade one Hobgoblin Cutthroar to a Standard Bearer .
» Upgrade one Hobgoblin Cutthroar to a Murder Boss

¥2 point per model

.1 point per model
4 points

-8 points : :
.10 points Sty "




Chaoa Dwarf Infernal Ironsworn

M WS-BS § T W I A-Id Troop Type
_Infen'_la] Ironsworn £10 SRR R (I R RS O B Infancry &
“Deathmask : TR TS 1 0 I Infancry

 Unit size: 10+ Equipment Options:
5 o Blackshard Armour » Upgrade one Infernal Ironsworn to a Musm:.n
% : e Shield « Upgrade one Infernal Ironsworn to a Standard
SR « Ensorcelled Hand » Upgrade one Infernal Ironsworn to a Deathmask
k& Weapon * Any unit of Infernal Ironsworn may have a magj,c
worth up to. N atech,
Special Rules ; y R R
 Resolute . e
3 e Relentless .

« Contempt

Bull Centaur Renders

2 M WS BS § T W I A Ld Troop Type
Bull Centaur Render ORE T el SRR TR TR A ~Monstrous Beasts -
Xk .. Bg_l_(Cenmu.r Ba'hal 7 A W ot SR S e e Monstrous Beasts

Uni-t_gize:-3+ J ; Equipment . Oprions-

E » Heavy Armour - » May be equipped with:shields.... :
o E » Hand Weapon :  May be equipped with one of the followmg: ;
= L : - Additional Hand Weapon LR
Fia Special Rules - ; x3 - Grear Wr‘amn :
SN “_-_ ' eSalySkin(5+) - - Spears AN
Sl e N » Contempt : . UpgmdeoncchdermaM.m.-.m e S SR s
AR S 5 o Fear F . UpgradeoncRmderma"‘ und. ‘Bca,m A Eosep o
gt : - Upgrade onc Render to a Bathal.... : '
g ’_f A A > + One unit of Bull CcnuurRendmmyhma Bl

magic standard worth up'to
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« Heavy Armour peil

» Hand Weapon

Special Rules
- leul:c

L] Relcm:‘lc'm
» Conrempt

Troop Type
War Machine

Options = i R T
» The Deathshrieker Rocket may be mounted on 4 Sceam Carriage if
one Iran Daemon is in the ALY «.evvoriih .

» The Deathshricker Rocket may be Hellbound o o

N''n

ml:bldug'm Chavs Dwarferew, is
single combined model. Hits and wounds
agamst the Iron Daemon as a whole, although
cs for the crew have been included as they have
in close combat. :

Special Rules
o Unbreakable

S oo
- » Large Targer

¢ Lumberingand

~ Unstoppable
C el pact hits (D6+2).

LA Ld Troop Type

20 ndE =2 Unique unit

R ]

Options ; A -ﬁ

# The Iron Daemon may be Hellbound 2 +f§ po)ills‘ =
(in this case only the impact hits and Thunderstomp of the machiie, not the
crew, become magical attacks) 5 (OSee

¢ The Steam Cannonade may be replaced with a Skulleracker......... ~+30 pdi,ﬁi




Hobgoblin Wolf Raiders
Raider

Wolf Boss

Giant Wolf

Unit size: 5+

M WS BS- 8§ T W
D ST R s
RS e G R |
CESL SIS s s |
Equipment

* Hand Weapon
e Light Armour

Special Rules

» Hobgoblin Animosity
o Fast Cavalry

» Cowardly Despoilers

Rare

12 points per mox
I AdiEd Troop Type ELs Od
2 1 6 Cavalry <
3 2 6 Cavalry *
3 1= gty ,r_»
Options :

» May be equipped with shields (the unit will no longer be counted. -
as Fast Cavalry) ....

* May be equipped with one of the following:

- Spear: -1 point permodel
- bows 2 points per model

» Wpgrade one Wolf Raider to a Musician .............. .5 points

o Upgrade one Wolf Raider to a Standard Bearer.., 10 points

» Upgrade one Wolf Raider to a Wolf Boss.... 10 points

Dreadquake Mortar

Mortar
Chaos Dwarf
Slave Ogre

Unit size
One Dreadquake Mortar
and three Chaos Dwarf

crew.

St ISR 4
(AR I

=

3

e

wn

w

-
U)i—-‘d—fg

Equipment (Crew)

o Heavy Armour
(Chaos Dwarf only)

» Hand Weapon

Special Rules
o Resolute
e Relentless
» Contempt

Special Rules
(Dreadquake only)

¢ Multiple Wounds (1D6)
» Armour Piercing

o Quake!

¢ Slow Reload

195 points
I A 1Ld Troop Type
o War Machine

23w l= <0
2 s
Options ;
» ‘The Dreadquake Mortar may be crewed by an additional

Slave Ogre +20 points

(note this adds three extra wounds rather than one),
e T may be mounted on a Steam Carriage if at least one Iron Daemon
is in the army
s The Dreadquake Mortar may be Hellbound

+25 points
+25 points

.

ael Point per modd e [,

o Siip et bl ¢
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Unitsize
One K'daai Destroyer

- Equipment
~ &« Spite and hellfire
.. (hand weapon)

M WS BS
%S 3

a0 W
(4 6

~1 @

K daai Dcswvm may only be included in the army if 4
. Daemonsmith is also present.

Special Rules

o Unstable

» Unbreakable

» Terror

» Large Targer

» Flaming Actacks

* Blazing Body

e Bound Fire Dacmon
* Burning Bright

» Frenzy (D3 Attacks)

Hellcannon As per Warbammer Armies: Warriors of Chaos

Chaos Siege Giant
Chaos Sicge Gianr

Equipment

* Hooked blades,
picks, chains and
rage (hand weapon)

» Sicge Armour

MEWSSBS .S e W
1 g Se e I s o S

Special Rules

“e Large Target
-» Terror

L -Sl"ub[)nrn

» Immune to Psychology

o Fall Over

» Chaos Siege Giant
Atracks

s Wall-Ripper

| (R, Vi o | Troop Type £
S I Monster % X
!
Options
+ None g
£
205 points
4 2 ol
— e - Tene T s TSR el T e, ’.. :
275 points.
I A Id Troop Type -
3 Special 10 Monster

Options &
s Runes of Hate.... .+25 points Ca
o Scaling Spikes.... +10 points s

A Chaos Siege Giant is a Rare choice for either a Warriors of Chaos or a
‘ Legion of Azgorh army.




3 KILLING FIRE (LORE ATTRIBUTE)

A The flame of Hashur kindles best in living flesh, and always
hungers to destroy. Ifa magic missile or direct damage spell
from the Lore of Hashut is targeted on one or more models

** . with the Flammable special rule, the Wizard adds +D3 to their

"‘- ca.lmng total,

J
Breath of Hatred (Signature Spell) Cast on 6+
Ihesorcerer’s malice infects his chosen allies like an insidious malady,
sparting thens on to ever-greater depths of cruelty and savagery.

- Remains in play. Brearh of Hatred is an augment spell with a range
*. 0f 12". The target unic becomes subject to Hatred while the spell
-~ is in effect. Alrérnately, the Sorcerer can extend this to affect all
friendly units within 12*, buc if they do so the casting value is
increased to 15+. $

I-Bllming Wrath Cast on 6+
The sorcever calls on the fires of the deep earth and conjures forth a
torvent of burning lava to immolate their enemies.

ning Wath.is a magic missile with a range of 8", It inflicts
c ats which coumt as flaming attacks. The Sorcerer

" Caston 8+
wny, the sorcerer wields their

will of their focs.

nent reduction of
R

of 2)_

The Lire sf Hashut

*5. Hell Hammer

- Hell Hammer is a direct damage spell. To determine wha is hit, ¢
+fextend astrdight line 3D6" within the caster’s front arcand direcdy ©

gl oo ¢ :
_ bouncing cannonball) must take an Initiative test or suffer a Strength

3. Curse of Hashut 1%y ‘Ca,n

Channelling the malediction that inflicts bis own twisted 6“#‘»
sorcerer turns the dark curse of Hashut on others, causing their
petrify and their flesh to grow brittle and crumble to dust. - *

- - * . y-

The Curse of Hashut is a direct daimage spell with a range of I8 It

targets a single enemy model of the caster’s choice (even a'chaﬂcfeé’ =
iy z = X

in a unit). The target suffers a number of hies equal to 2D6 minus

their Toughness score. Hits from this spell cause wounds on 2 4+,

with no armour saves allowed.

4. Ash Storm Casum
The sorcerer calls down a hellish storm of choking hot ash; scalding and 3
blinding anything unfortunate enough to be caught jn its path. 7

Ash Storm is a hex spell with a range of 24". The target unit suffers
-1 to hit in close combar and -2 to hit with shoot‘inga:mksu'nﬁl:!ﬁ g
start of the caster’s next Magic phase. In addition, the rargetunitmay
only use its basic move and may not charge, march or fly. The unic
also treats all rerrain (exceptimpassable terrain) as dangerous terrain -
while the spell’s effect lases. Wizards cannot case magic spells excepe
on themselves while under the effect of this héx. Any unit ander the
effect of the spell is treated as being flammable. :

Caston 13+
The sorcerer manifests the power of Hashut as a thunderous ram of
roiling energy in the shape of an immense bu rning black bammer or

a monstrous bidl’s head, which they can unleash across the b

with crushing force.

their base. Each model in the way (determined as fora

i%‘ﬁ'uﬁip le wounds (D3 wounds). Any unit suffeting
es from this spell must immediately take a Panic test. The < 78
B@’a‘l{)mto double the Hell Hammer's mtgf(mzkﬁ'lg - : ': -3 "

1e% distance twice the roral rolled). If they do so, the casting
fthqjsgt‘u;s j.ncrﬂ'sgd to 18+%, s i

: IRy : Caston 18+
erer’s cyes and mouth as they call upon the

jons of fire and destruction, the ground cracking
exploding ﬁrdg in a devastating eruption &t

pell which may be caston
caster s line of sight. Place the
o -. |'




bears the horned rune of Hashut, Father o
carried into battle for centuries by the The wearer of chiis, their arme
mpi aggrund. Irs burning wrarh is teryible and can . normal, In addition they ca : fear.an d. h
~ sunder thestrongest armonr and pulverise the bones of Ogres as easilyas . ingreases to 2+ against flamting arcacks,
B RS & oy E _ Stone Mantle 2 )
T Close combat attacks made with this weapon are at +2 Strength, (Chaos Dwarfonly, Talisman) A5
1 AnyFlamtable model successfully wounded is killed outright. ¢ * Said 1o have been created from the flayed,
Rocite . . % apprentice sorcerers who have fiiled Astaro
3 ;‘iiwuf Malice : . .20 points Mantle both preserves the Sorcerer-Lords
(Magic Weapon) T ot o them of the price of failure, R

5 Sk 1o have been found in an ancient barrow nédr the Plain of

e

(5, 4
E (5 s
Bones, this hooked blade whispers thoughts of murder-and violence to The bearcr’s Toughness is incréased by +1, while their Initias

any that grasp its bilt, Its edge has never dulled, no maiter how many lowered by -1 (to a minimum of 1),
bives it has taken. L - : g

' . Banner of Slavery ; <A 3;5 W
The bearer of this weapon suffers Hatred. : . (Magic Standard) Y BT o
PRRL < This mighty standard carries the emblem of the ziggurat qf%egmr

- DarkMace 60points . Temple of Zharr, and is richly embellished by ruses of s tyranny and .
~ (Magic Weapon) 2 destruction. Fire and ash bleed from it casting a pall of shidpw and.
. The origins of this strange weapon have been lost to myth and legend, " those under its influence have no choice but :o__ac&m!}wf:dge their' S
* but it is known to have served many masters down the years. The subjugation to their dark masters and their inevitable victory,
weapon smoulders with a dark power that seems to eat the light around : £
it and devours the warmih of its victims, leaving them withered busks, All Hobgoblin units within 12" are Immune to Psychology.

>
F 2

~ . Close combat artacks made.with this weapon have Killing Blow, and Chalice of Blood and Darkness : 4 50 points
~ inaddition once pér game, the bearer can inflict an automatic wound (Arcane Item) " GRS
~ on every model in base conracy; including their own mount, withno ~ Filled with boiling blood and cinder ash, this gem-encrusted chalice
Aarmour saves possible: K ; contains a powerful curse which can be unleashed to desvabilise the
ot . - IR © - winds ofmagic across the battlefield, drawing their power intoits
- Armour of Bazherak the Cruel 50 points swirling depths. . A
~ (Magic Armour) . el A : 2 . 5
- Legend has it that Bazherak was an infimons Castellan-commander In any Magic phase the bearer may, if they wish, reduce the Humb;
; kgf;be Tawer of Gorgoth diering the wars Against the Great Empire of dice held in both side’s dice pools by D3 each. Roll these dice:
 of Nebekhara at its height, long before Nagash doomed its peaple. 4 scparately declaring before rolling which applies to which side,
general and slave-lord without peer, he threatened the domiinasce of double 1" s rolled between the dice then the bearer
the Chaos Dwarf Sorcerers and he had this armour fashioned in secret with no armour saves allowed. If
- tashield him from his rivals. It failed him however when bisarmywas  may recovera wound previously lost:
cut off by a vast Orc horde in the tidal _}‘Lé’s on the edge of the Bitter Sea, B
. where be drowned under its weight afiéh being driven into the surf. The Daemon Flask of Ashak
| armour was later recovered in plunderfrom the Ores and repaired, and (Enchanted Item, One use)
- stands as a testament to-arrogant warriars of the price of hubris, This infamaous iron vessel holds wi
A Sl i g g Phenomenal power. When un

™

e |

is ﬁ.nnﬁu,{_pmvide;g 2+ save :f).gt cann be otherwise improved cause the ground to spﬁmmgdler. _
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