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CHAOS DWARFS

This supplement allows a Gamesmaster to create dungeons and adventures that pit the heroes against the 
malevolent Chaos Dwarfs and their minions. 

Presented here are new special rules, monster cards and magic spells that are compatible with the original rules 
and with the Enhanced Advanced Heroquest 2nd edition variant rules.

A supplement for



In the dim early histories of the world, groups of Dwarfs 
travelled northward from their homelands through the vast 
mountain ranges, seeking precious metals and gems to craft 
and hoard. The bravest and more covetous of them turned 
east and south, eventually arriving at an inhospitable plateau 
they called Zorn Uzkul – The Great Skull Land. There they 
carved out a tough settlement and bent to their labours, 
mining the earth while fending off the orcs and goblins that 
inhabited the area.  
At the coming of the Great Catastrophe, the power of 
Chaos flooded the world, unleashing uncontrolled magic 
forces and howling daemonic hordes upon the lands. 
Desperate and cut off from their kin, they fell into twisted 
worship of an evil God, Hashut, the Father of Darkness. 
Thus, were born the Chaos Dwarfs. Emboldened by 
forbidden knowledge and power, they forged a great and 
terrible empire on the Plain of Zharr, built on the backs of 
countless slaves and crowned by the obsidian tower of Zharr-
Naggrund. 
Chaos Dwarfs are pitiless and unrelentingly cruel, clad in 
armour of metal scales, with curled beards and tusk-like teeth 
jutting from their snarling mouths. As tough and resistant as 
their Dwarf ancestors, they wield heavy axes and fearsome 
black-powder weapons in battle. Their craft in engineering and 
the manufacture of weapons is unmatched, their city throbs 
with the crash of thousands of hammers and the sky above is 
thick with choking smoke from countless furnaces. 

Unlike their clan Dwarf relatives, they do not shun magic, 
instead they have opened their black hearts to its energies 
and have become grim masters of sorcery and arcane 
machines. Within their ranks the chaos energies have created 
a stable mutation in the form of Bull Centaurs, a Hashut 
blessed combination of dwarf and smoke wreathed bull. 
Other larger chaos creatures unique to the Chaos Dwarf 
empire, such as the Lammasu and Great Taurus, serve as 
mounts in battle for the greatest of the sorcerers and Chaos 
Dwarf leaders. 
Although Chaos Dwarfs themselves number relatively few, 
they make use of an immense number of slaves to labour in 
the forges and foul mines of industry and as expendable 
troops in their armies. Most are captured from the orc and 
goblin tribes that infest the desolate lands around their 
empire, though their numbers are bolstered by raids further 
afar and by those who are born into slavery, never see the 
light of an open sky. Among these wretches a particularly 
treacherous and evil greenskin breed, known as Hobgoblins, 
have risen to some favour and serve as warriors and slave 
masters, delighting in inflicting torment on their less 
fortunate kin. 
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Chaos Dwarf Background



Contained here is an explanation of the special rules that 
can be found on the Chaos Dwarf cards in the monster 
reference section. Some of the following rules are not 
unique to Chaos Dwarfs but have been included here as 
generic rules, designed by the author to more clearly 
define existing rules and concepts in Advanced Heroquest. 
This is to cut down on some of the exceptions and 
vagueness that can be found in the original Advanced 
Heroquest rules booklet.

Backstab
Particularly nasty and sneaky creatures, like hobgoblins, 
have learnt how to strike best when their enemies backs 
are turned. A model with Backstab gains +1 Weapon Skill 
and +1 damage dice when making a hand-to-hand attack 
against a target model whose death zone is focused on the 
square directly opposite from the attacking model. This 
bonus does not apply to diagonal attacks or when 
wielding Two-handed weapons, as they are too 
cumbersome for precise strikes. 

Hailshot Blunderbuss
A powerful black-powder firearm, the Hailshot 
Blunderbuss has a short, flaring barrel and unleashes a 
devastating blast of lead balls, stone chips and assorted 
junk with every shot. It is fired as a ranged weapon and 
uses the special Spray rules (see below). Any models in 
the affected squares are hit automatically and suffer 3 
damage dice.

Its cunning mechanism makes it a reasonably simple 
weapon to fire, so has the Move & Fire rule. As a black-
powder weapon, it needs to Reload after every shot and is 
Unreliable, fumbling on a hit roll of a 1-2. Roll to hit as 
normal when firing but place the Spray pattern on all 
result other than a fumble. A blunderbuss cannot critical 
hit and it is also Two-handed. Note that this weapon is 
quite different from the Blunderbuss described in 
Enhanced Advanced Heroquest.

Dwarf
As Dwarfs, (twisted and evil ones, admittedly) all Chaos 
Dwarfs are sturdy and can carry heavy loads. They suffer 
one less overall penalty to their speed when wearing 
armour or carrying shields. This has already been 
included in their profiles in the monster reference 
section.

They also benefit from Dwarf ’s natural ability with tools 
and engineering, so receive +2 to both spot and disarm 
trap rolls. This bonus is only +1 if using EAHQ rules.

Note that the above advantages only apply to Chaos 
Dwarfs, not any other creatures in the monster reference 
below, such as Bull Centaurs or Hobgoblins.

Flaming
This special rule indicates that an attack or weapon is 
burning or extremely hot. On a hit, a Flaming attack will 
destroy mummies and other vulnerable targets instantly 
and may have other effects as noted in their rules.

Mechanical Body
Those sorcerers whose bodies begin to petrify after years 
of diabolical magic use, sometimes replace or augment 
their failing limbs with dark machinery. Powered a 
combination of spells, imprisoned daemons and steam 
mechanics, an ancient sorcerer can hold back their doom 
and move and fight with unnatural power and speed.

A model with a Mechanical Body gains +1 Strength, +1 
Toughness and +1 Speed. They always count as being 
equipped with a warhammer for hand-to-hand attacks, 
that fumbles on 1 and critical hits on a 12. While the 
mechanism provides a boost to speed, its movement is 
robotic and monotonous. Therefore, a user with a 
Mechanical Body cannot run in combat phases and may 
only make normal moves.

A Mechanical Body is fused to the user’s flesh and bone, 
so cannot be dropped or removed from its original owner.
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Special Rules

Three Hobgoblins are attacking Sven. If Sven’s death 
zone is focused on Hobgoblin C, then Hobgoblin A will 
gain the backstab bonus because he is directly behind Sven. 

Hobgoblins B and C would not gain the bonus when 
attacking, as they are not directly behind the focused Sven.



Move & Fire
Ranged weapons, that are light or simple to aim and fire, 
can allow the wielder to stay mobile while shooting with 
them. A model using a ranged weapon with Move & Fire
may fire the weapon and move in the same turn.

Reload
After this weapon has been used to make an attack, a 
model must spend an entire turn reloading the weapon 
before it may be used to attack again. A model may not 
move, attack, run or perform any other action during the 
turn it is reloading. They may not reload while in a 
focused deathzone but the reloading turn may be delayed 
until later and can even be an exploration turn.

Spray
Some weapons, spells and special abilities affect a broad 
area spreading out from a small point, such as a 
blunderbuss’s blast or a dragon’s breath. When a weapon 
or spell has spray as a special rule then it affects 11 
squares in the fixed spray pattern show here. It can only 
be used directly up, down, left or right on the game 
board, no diagonals, and with the narrow end adjacent to 
the model using the effect. Any model within the spray 
pattern’s squares and line of sight of the model using the 
effect, is affected by the weapon or spell. Unless 
otherwise noted in the rules, rolling a fumble with a 
weapon with spray results in the spray area not being 
placed. 

Spellcaster
This shows that the model is a form of wizard and may 
cast magic spells. The type of magic the model uses is 
listed in brackets. E.g. Spellcaster(Bright) indicates a 
magic user that can casts spells from the Bright spell 
book. 

They cast spell just like the rules for heroes and must 
take an Intelligence test if a spell demands it, with the 
usual results for success and failure. Monsters will know 
all the spells in their list but may only cast spells that 
they are carrying the correct spell components for. Each 
time they cast a spell, it should be noted that they 
consume the required spell component from their 
equipment.

Two-handed
Two-handed weapons are large and heavy and require a 
figure to have two free hands to use. A normal model 
with two hands may not use a shield or wield any other 
weapon while using a Two-handed weapon. In addition, if 
one or both of a model’s hands are injured, they may not 
use a Two-handed weapon. Large models may wield a Two-
handed weapon with a single, un-injured, hand.

Unreliable
Sometimes, weapons can be dangerous to their users! 
Powder burns from blackpowder weapons, erratically 
swinging flails, or lethal magical feedback from sorcerous 
artifacts are just some of the hazards of adventuring. If a 
fumble is scored when rolling to hit with an Unreliable
weapon, the wielder of the weapon suffers 1 damage dice 
in additional to the normal result of a fumble for that 
weapon. 

Note that fumbling an Unreliable weapon, that also has 
the Reload rule, means the owner must still spend a turn 
reloading the weapons before it may be used again.
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WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Chain Armour, Dagger (F1/C12, Thrown)
Hailshot Blunderbuss (F2/C-, Spray, Two-handed,
Move & Fire, Reload, Unreliable)
Dwarf

3Spray3 3 3 4 5 6 7 8 9 10 11* 12* MISS MISS

12 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10 10

7 6(5) 5 6(8) 6(5) 8 6 4 3
Chaos Dwarf
Blunderbuss

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Chain Armour, Shield
Axe (F1/C12, Thrown)
Dwarf

3 3 4 5 6 7 8 9 10 11* 12* MISS MISS MISS

32 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10 10

7 6(4) 5 6(9) 6(5) 8 6 4 3
Chaos Dwarf

Warrior

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Plate Armour, Shield
Magic Axe (F1/C12, Thrown, +1 Strength)
Dwarf

3 3 3 4 5 6 7 8 9 10 11* 12* MISS MISS

52 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10

9 8(5) 6(7) 7(11) 6(5) 10 7 5 10
Chaos Dwarf

Lord

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Chain Armour
Double-handed Sword (F2/C11, Two-handed)
Dwarf

3 3 3 3 4 5 6 7 8 9 10 11* 12* MISS

52 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10

8 7(6) 6 6(8) 6(5) 9 6 4 4
Chaos Dwarf

Champion

A note on notation
These monster cards have some minor differences to the 
format of the cards found in original Advanced Heroquest.
The listed characteristics for the monsters often have two 
numbers next to some of their characteristics. Much like 
the heroes, this indicates a start value on the left (the base 
value of the characteristic) and a current value to the right 
in brackets (after modification by items like armour). 

E.g Toughness 6(8) would indicate a starting toughness of 
6 and a current toughness of 8 from wearing chain 
armour.

All monsters will have values listed in the Hit Roll of 
their Ranged Combat section, even if they are not carrying 
ranged weapons. This is in case they need to make a 
ranged attack roll for some other reason, such as after 
picking up a weapon or throwing an item.

All weapons will have extra information added in 
brackets. Their fumble and critical to hit values are listed 
as F and C, with the F number being the maximum to 
score a fumble and the C number being the minimum 
needed to score a critical hit. Other special weapon rules 
will also be included within the brackets such as Two-
Handed or Unreliable.

Monster Reference
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WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Long Dagger (F1/C12, Counts as a Sword)
Sentry, Backstab

3 3 3 3 4 5 6 7 8 9 10 11* 12* MISS

32 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10 10 10

6 6 5 5 8 6 5 3 2
Hobgoblin

Sneak

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Mechanical Body (+1S, +1T, +1Sp, Cannot Run)
2x Chunk of Granite, 1x Finger of a slave, 1x Obsidian Rod
1x Brass Statue of Hashut
Dwarf, Spellcaster (Chaos Dwarf)

3 3 3 3 4 5 6 7 8 9 10 11* 12*

42 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10 10

7 7 5(6) 7(8) 6(7) 9 10 5 13
Chaos Dwarf

Master Sorcerer

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Warhammer (F1/C12, Thrown)
1x Chunk of Granite, 1x Finger of a slave.
Dwarf, Spellcaster (Chaos Dwarf)

3 3 3 3 4 5 6 7 8 9 10 11* 12* MISS

32 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10 10

7 6 5 6 6 8 9 4 8
Chaos Dwarf

Acolyte Sorcerer

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Leather Armour, Shield
Axe (F1/C12, Thrown)
Large

3 3 4 5 6 7 8 9 10 11* 12* MISS MISS MISS

42 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10 10

7 6(4) 6 6(8) 11(10) 8 6 6 6
Bull Centaur

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Bow (F1/C12, Two-handed)
Dagger (F1/C12, Thrown)
Backstab

3363 3 3 3 4 5 6 7 8 9 10 11* 12* MISS

12 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10 10 10

6 6 5 5 8 6 5 3 1
Hobgoblin

Archer

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Leather Armour
Long Dagger (F1/C12, Counts as a Sword)
Backstab

3 3 3 4 5 6 7 8 9 10 11* 12* MISS MISS

32 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10 10 10

6 6(5) 5 5(6) 8(7) 6 5 3 1
Hobgoblin
Stabber

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Warhammer (F1/C12, Thrown), 2x Chunk of Granite,
1x Finger of a slave, 1x Obsidian Rod
Dwarf, Spellcaster (Chaos Dwarf)

3 3 3 3 4 5 6 7 8 9 10 11* 12* MISS

32 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10 10

7 6 5 7 6 8 10 5 10
Chaos Dwarf

Sorcerer

WS BS S T Sp BR Int W PV

RANGED COMBAT

EQUIPMENT/NOTES

HAND TO HAND COMBAT
TARGET

WS
HIT

ROLL

HIT
ROLL

1 2 3 4 5 6 7 8 9 10 11 12 DAM
DICE

DAM
DICE

RANGE 1-3 4-12 13-24 25-36 37+ MAX
RANGE

Chain Armour
Double-handed Axe (F2/C11, Two-handed)
Large

3 3 3 3 4 5 6 7 8 9 10 11* 12* MISS

62 2 2 2 2 2 2 3 4 5 6 7 8 9 10 10 10 10 10

8 7(6) 7 6(8)11(9) 9 6 6 8
Bull Centaur
Champion
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Chaos Dwarf Matrices

SPECIALIST MONSTER MATRIX
D12 Specialist Monster Treasure PV

1-7 None - -

8 Bull Centaur 60 GCs 6

9 Bull Centaur Champion 80 GCs 8

10 Chaos Dwarf Sorcerer 100 GCs 10

11 Chaos Dwarf Lord 100 GCs 10

12 Chaos Dwarf Master Sorcerer 120 GCs 13

WANDERING MONSTER MATRIX
D12 Wandering Monsters Treasure PV

1-2 2 Hobgoblin Stabbers 10 GCs 2

3-4 1 Hobgoblin Stabber & 1 Hobgoblin Archer 20 GCs 2

5-6 1 Chaos Dwarf Warrior 20 GCs 3

7-8 1 Chaos Dwarf Blunderbuss 30 GCs 3

9 1 Chaos Dwarf Warrior & 1 Hobgoblin Stabber 30 GCs 4

10 1 Chaos Dwarf Blunderbuss & 1 Archer 40 GCs 4

11 1 Chaos Dwarf Warrior & 2 Hobgoblin Archers 40 GCs 5

12 1 Chaos Dwarf Champion & 2 Stabbers 50 GCs 6

* If you rolled 9-12, then also roll on the Specialist Monster Matrix. If an extra monster is rolled, it is added to those in the 
Lair or the Quest Room. Specialist Monsters include character monsters, champions, spellcasters, special weapons teams 
and so forth.

QUEST ROOM MATRIX
D12 Occupants Treasure PV

1 1 Champion, 1 Warrior & 1 Blunderbuss 80 GCs 10

2 2 Chaos Dwarf Warriors, 2 Stabbers & 2 Archers 100 GCs 10

3 1 Bull Centaur & 1 Chaos Dwarf Champion 120 GCs 10

4 2 Chaos Dwarf Warriors & 2 Blunderbusses 100 GCs 12

5 1 Champion, 2 Warriors & 1 Hobgoblin Sneak 120 GCs 12

6 1 Bull Centaur, 1 Warrior & 3 Archers 130 GCs 12

7 1 Champion, 1 Warrior, 3 Stabbers & 2 Archers 140 GCs 12

8 2 Champions. 1 Warrior & 1 Blunderbuss 100 GCs 14

9* 3 Warriors, 1 Blunderbuss & 2 Archers 120 GCs 14

10* 1 Bull Centaur, 2 Warriors & 2 Stabbers 140 GCs 14

11* 1 Acolyte Sorcerer & 2 Chaos Dwarf Warriors 160 GCs 14

12* 1 Acolyte Sorcerer & 2 Chaos Dwarf Champions 160 GCs 16

LAIRS MATRIX
D12 Occupants Treasure PV

1 2 Hobgoblin Stabbers & 2 Hobgoblin Archers 30 GCs 4

2 1 Chaos Dwarf Warrior & 1 Hobgoblin Archer 40 GCs 4

3 1 Chaos Dwarf Blunderbuss & 2 Stabbers 40 GCs 5

4 1 Chaos Dwarf Warrior & 1 Hobgoblin Sneak 50 GCs 5

5 2 Chaos Dwarf Warriors 40 GCs 6

6 1 Chaos Dwarf Champion, 1 Stabber & 1 Archer 50 GCs 6

7 1 Chaos Dwarf Warrior & 1 Blunderbuss 60 GCs 6

8 1 Chaos Dwarf Warrior & 3 Hobgoblin Stabbers 70 GCs 6

9* 2 Chaos Dwarf Warriors & 1 Hobgoblin Sneak 60 GCs 8

10* 1 Chaos Dwarf Champion, 1 Warrior & 1 Archer 80 GCs 8

11* 1 Bull Centaur & 2 Hobgoblin Stabbers 100 GCs 8

12* 2 Warriors, 1 Blunderbuss & 1 Archer 100 GCs 10

Treasure: You can use the treasure value given in these 
tables, or roll on the following Monster Treasure Table.



Chaos Dwarf Sorcerers hold the highest position of power in 
their infernal empire. They lead in the worship of the bull 
god Hashut, and their knowledge of ancient magic is deep 
and strong. It was they who rose and formed the great city-
tower of Zharr-Naggrund from dark obsidian, and the forges 
and arcane workshops contained within, toil at their 
command. Wielding a unique magic of fire and rock, they 
are masters of constructing wicked devices built of iron and 
brass and infused with daemonic sorceries. 
But their powers come at a terrible cost; over centuries of 
practising their hellish art, a Chaos Dwarf sorcerer begins to 
feel a heaviness in their limbs.  Ever so slowly, their bodies 
harden from the feet upwards, becoming unmoving grey stone 
in a process that can take further centuries. The most ancient 
wizards of their order have almost completely petrified and 
require slaves or steam-powered machines to carry out their 
malicious instructions. Those who have succumbed utterly to 
the curse line the paths of the city as lifeless statues, stone 
eyes eternally glowering upon any who pass.

Rules
Chaos Dwarf magic, in this Advanced Heroquest 
supplement, functions like the magic of the Heroes in the 
main rules. They have a set of five spells that require a 
combination of four spell components to cast. A Chaos 
Dwarf sorcerer may only cast a spell that they are 
carrying the correct spell components for, as listed under 
equipment on their monster card. In this way, the power 
of the three different sorcerers is limited by the 
components they are equipped with. 

Just like a hero casting spells, when a Chaos Dwarf spell 
is cast, it consumes it’s required spell components. While 
Chaos Dwarfs are Dwarfs, they are experienced in the use 
of magic and do not suffer from the penalties normally 
affecting Dwarf wizards.

Chaos Dwarf Spell Components
Chunk of Granite

Obsidian rod

Finger of a slave

Brass statue of Hashut
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CHAOS DWARF MONSTER TREASURE TABLE

MONSTER TYPE
DICE ROLL

1-4 5-8 9-11 12

Chaos Dwarf Warrior 10 GCs 30 GCs 40 GCs 50 GCs

Chaos Dwarf Champion 30 GCs 40 GCs 50 GCs 60 GCs + MMI

Chaos Dwarf Blunderbuss 10 GCs 30 GCs 40 GCs 50 GCs

Chaos Dwarf Lord 80 GCs 100 GCs 120 GCs + MMI 150 GCs + MMI

Bull Centaur 50 GCs 60 GCs 80 GCs 100 GCs + MMI

Bull Centaur Champion 50 GCs 80 GCs 100 GCs + MMI 120 GCs + MMI

Acolyte Chaos Dwarf Sorcerer 50 GCs 80 GCs 100 GCs + MMI 120 GCs + MMI

Chaos Dwarf Sorcerer 80 GCs 100 GCs 120 GCs + MMI 160 GCs + MMI

Master Chaos Dwarf Sorcerer 90 GCs 120 GCs + MMI 150 GCs + MMI 180 GCs + MMI

Hobgoblin Stabber 5 GCs 10 GCs 15 GCs 20 GCs

Hobgoblin Sneak 5 GCs 20 GCs 30 GCs 40 GCs + MMI

Hobgoblin Archer 4 GCs 10 GCs 15 GCs 20 GCs

Chaos Dwarf Magic
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Chaos Dwarf Spell Book

Flaming Hide
Component: Obsidian Rod

The sorcerer begins to chant and uses the obsidian rod to 
paint arcane runes in molten glass across their body. As the 
enchantment takes hold, their skin starts to glow with a 
fierce inner heat that flickers with red lightning. 

The wizard may choose themself or a single model in an 
adjacent square, including diagonally. Until the next 
exploration turn, the target gains +2 Toughness. Also, 
every time any other model hits the affected figure in 
hand-to-hand, the attacker suffers 2 damage dice at the 
same time as the attacker rolls the damage dice for their 
attack.

Eruption
Component: Obsidian rod and Brass statue of Hashut

Crushing the rod to powder in one fist while raising the 
infernal icon of Hashut into the air, the sorcerer calls to the 
earth, and it responds angrily. All around the ground cracks 
and shakes, sprays of lava shoot forth at the wizard’s 
opponents with malign intelligence. 

All squares within 4 squares of the caster, not counting 
diagonally and ignoring Line of Sight, become violently 
unstable. To move into any affected square within this 
area, requires an extra 1 movement, meaning that most 
normal models would need 2 movement per square. Any 
enemy model that starts in, passes through, or ends their 
turn in one of these squares must also roll a dice at the 
end of their combat phase.

1-3: Model suffers 2 damage dice 

4-9: Model suffers 1 damage dice 

10-12: No effect 

The effect of this spell is centred on the casting wizard 
and moves as they move, but does not affect them. It 
lasts for 3 full turns, not including the turn it was cast 
and ceases at the start of the 4th turn after casting. It 
also ends immediately if the caster is killed or knocked 
out.

Sorcerer’s Curse
Component: Finger of a slave

Gesturing with the slave’s severed finger, the sorcerer instils 
a horrible doom upon the target. The victim feels a terrible 
weight as their body begins to petrify. 

The wizard may choose a single target model within 10 
squares and line of sight. The target is cursed and must 
take a Strength test at the start of each of their combat 
phases. If passed, then the figure may act as normal until 
testing again at the start of their next combat phase. 

If the test is failed, then the target may take no actions 
at all, until they attempt the test again at the start of 
their next combat phase. They count as WS 1 if attacked 
in hand-to-hand and may not make free attacks if their 
attacker fumbles. This spell lasts until the next 
exploration turn or ends immediately if the caster is 
killed or knocked out.

Magma Pool
Component: Brass statue of Hashut

In a sudden flash, the sorcerer dissolves into a spray of 
molten rock that melts into the ground. Moments later, the 
ground erupts elsewhere in another fiery burst of magma 
and the wizard reappears, unburnt. 

First, every model in an adjacent square to the sorcerer, 
including diagonal, suffers 1 damage dice, unless they 
are behind a wall, door or other solid obstacle. The 
wizard is then instantly moved to any open square on 
the revealed game board. After the model is placed, 
every model in an adjacent square, including diagonal, 
to the sorcerer’s new position also suffers 1 damage dice.

Alternately, instead of moving to a new square, the 
wizard may cast this spell to Escape, exactly as if an 
Escape dungeon counter was played, but only if the 
caster is a character monster. This spell may be cast even 
if in a focused death zone.

Lava Storm
Component: Chunk of granite

Tossing the chunk of granite in the air, the sorcerer shouts 
curt words of dark power. The rock shatters and the pieces 
swirl with infernal heat. Swelling into balls of glowing lava, 
they suddenly streak towards their targets in a rush of 
sparks and smoke.

This spell launches 4 balls of molten lava at models 
within 12 squares and line of sight of the caster. Each 
lava ball may hit a different target, all may strike the 
same model, or any other combination. Each ball is 
Flaming and hits automatically for 2 damage dice. They 
all count as a single attack for the purpose of Fate or 
other rules.



This document was based on the original Advanced 
Heroquest game, released in 1989 and created by the 
legendary Games Workshop Design Studio. That content 
remains the property of Games Workshop and has been 
used here without permission. This supplement is a fan 
project and not a commercial venture. Don’t sue me! 
Apart from the miniatures on the monster cards, 
everything in this document is my creation and I had fun 
doing it. AI was not used to generate any text or images, 
purge the Abominable Intelligence!

I would like to acknowledge the fantastic suggestions, 
ideas and error checking from the AHQ community on 
Discord, Facebook and on Ye Olde Inn. This supplement 
has been a long project of mine, first conceived when I 
dusted off my ancient Chaos Dwarf miniatures a few 
years ago and used them as part of a test game of AHQ at 
my local games club. I had to create my own rules and 
stats for each of them, drawing from the original 1994 
Warhammer Chaos Dwarfs book, various online sources 
and my own thoughts. It has evolved over time as I tried 
out different rules variations and expanded as I sought to 
make a document that was worthy of the original rules. I 
hope you enjoy it.

Neuralstasis
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