Chaos Squats for Titan Legions

Origins of the Chaos Squats:


The squat homeworlds lay at the center of the galaxy. Here, next to swirling black holes, they thrived for centuries under torturous pressure, gravity, and toxic conditions. Squats came to know and love the inner workings of each planet, the acquiring of metals and ores, and the building of massive machines. As if this was not enough, with the birth of the Eye of Terror, Chaos became their neighbor.  Although squats are rather resistant to the effects of chaos, a small group of Squats eventually succumbed to its lure on the half molten planet of Hagbard VI.


Squats live on hard lives on hard worlds. Years of fighting for survival has made them a close-knit society were each family is related through long bloodlines. The squats of the system Hagbard were no different. For centuries untold they worked the mineral rich worlds of the Hagbard system, growing rich and powerful. The more wealth and power the great families had, the more they wanted. Family Hagbard was the oldest, richest, and most powerful house. They placed wealth above all else. During one of the many orkish invasions, the family claimed a number of ork and gretchin slaves. The patriarch claimed sole ownership of these slaves as well as the power of life and death over them. The idea of ownership of another sentient being, even an ork, was abhorrent to the other squats.


The other great families distanced themselves from the dealings of house Hagbard. This cost loss of business cost the family greatly. Angered by the other houses, house Hagbard declared themselves the sole owner of the system. The other families declared war. House Hagbard, already weakened, lost the war. Even after all this had transpired, blood is blood. The other families could not bring themselves to destroy house Hagbard so they exiled them to the hellish planet of Hagbard IV.


Hagbard VI was a volcanically active moon, pockmarked with active volcanoes and tortured by the gravity of two large gas giants. As the gravity of the two larger planets battered the small moon, the barely contained molten core would erupt sending plumes of ash, noxious gases, and sulfur high into the atmosphere. Rain was no relief as it was composed of sulfuric acid as the sulfur and ash mix with the thin atmosphere. Rivers were nothing more than long trenches filled with lava pouring out of constantly active volcanoes. Here House Hagbard tried stubbornly to rebuild to no avail.


During this same time, the warp storms spiraling out from the Eye of Terror began to slowly reach out sending wave after wave of warp energy over the system. The other great houses would barricade themselves into their great strongholds and simply wait for the storms to pass. House Hagbard had no such reprieve. Although they had built great moving structures to avoid the worst of the moon’s violence, there was no place that they could hide from the warp storms’ awesome power. 


In the greatest warp storm to ever hit the system since the formation of the Eye of Terror, system Hagbard was inundated by warp energy. Alone in the psychic winds, House Hagbard fought against horrors as the moon shuddered as if a beast was trying to escape from deep within its core. As the squat defenses slowly fell, the moon’s violent rampage increased. All at once, every volcano erupted on the moon, clouding out all vision of the sky and covering the ground in great oceans of lava. The Patriarch of House Hagbard stood on the open bridge of his command crawler and watched as the land they occupied was slowed swallowed by the lava underneath the blood red reflection from the clouds. 


The Patriarch had been a proud squat, a strong, mighty warrior, but this was too much for even him. He called out for someone, anyone to save his people. He offered wealth, power, and finally his own soul. His request was answered…


From the ocean of lava rose the great flaming bull the chaos squats called Hashut, The Great Taurus.  For their service, Hashut spared them and gave them the gifts of Chaos. The Patriarch was changed into the very first Bull Centaur, Hashut’s representative and authority in the material realm. Then the warp storms subsided. The chaos squats began to rebuild with a fervor combining technology with Chaos. No longer were they struggling to survive. Now they were building to take back what was theirs, system Hagbard. 


Chaos Squat society is ruled by very old squats that have developed elemental based psionic powers. These sorcerers are the absolute rulers of the society. Being a very materialistic society, these sorcerers “own” everything. Although they are not above a little friendly “competition”, Sorcerers seldom attack each other directly. It is seen as a waste of property. 


Chaos Squats, much like Eldar, are few in numbers. In their eyes, they are the most valuable commodities. As such, they like to use as less valuable commodities were ever and whenever they can. Unfortunately, most of their slaves are very unreliable. The only race that has adapted well to slavery seems to be the original gretchin. Under the brutal eyes of the Chaos Squats, they developed into large, meaner, very loyal slaves. These creatures only barely resemble the original gretchin and are now known as Hobgoblins. Hobgoblins are used as elite troops for the Chaos Squats. They serve in roles that the Chaos Squats consider to dangerous, but require loyalty. 

On occasions, these vicious warriors would form their own armies to seek more mineral wealth, slaves, or materials needed for their latest war machine. These armies were organized similar to their Squat brethren and even used some similar war engines.

Special rules:


Chaos Squat armies are organized around a company card. Each company card maybe supported by a special card and up to 5 support cards. Due to their support nature for many different chaos forces, Chaos dwarves have the capability to use chaos support cards. They can also use some Squat support cards, these having been left over from before their surrender to chaos. A chaos Squat army may therefore have up to 1/4 of its points in (Squat + Chaos) support cards.


Hobgoblins will use Chaos Squat moral if there is a Chaos Squat unit within 10cm. If there is no Chaos Squat unit within 10cm, they use their own moral. Hobgoblins that are out of command will move as fast as they can toward the nearest source of command. Hobgoblin command units can command any non-Choas Squat unit; Chaos Squats would never follow the command of any hobgoblin.


Chaos Dwarves, much like their Squat cousins, are fiercely independent. Their chaotic nature simply adds to this. As such, true chaos Squat units do not need to worry about command. They know what needs to be done and do it. Units borrowed from other armies and cultist units must use a command structure. At least one model must be within 10cm of a command unit to receive orders. Mechanical units that are out of command revert to their normal actions (as per army, Khorne goes on charge, Tzeench on 1st fire). Cultists that go out of command make a break for it and go on fallback; they head towards the closest board edge.

Chaos Squat Infantry

Chaos Dwarves: Chaos dwarves are rather few in number; as such they do not like to be fielded in large numbers. If they have to go to battle as infantry, they bring the largest gun they can get which, as a Chaos Squat, can be pretty big. A Chaos Squat army may only include a single company card of Chaos Squat Infantry.

Chaos Squat Champion: These fearsome creatures are the ultimate Chaos Squat warriors. They are paragons of Chaos Squat culture. They are strong as stone and as hard as forged steel. Their technical expertise is unrivalled.  Champions are considered Command units.

Chaos Squat Sorcerer Lord: A rare few Chaos dwarves learn how to bend the warp to their own destructive purpose. Sorcerer lords are the absolute rulers of Chaos Squat society and none dare to defy them. Any units within 15cm gain a +1 on all moral roles. During the Psychic phase, a Chaos Squat Sorcerer Lord can perform one of three psychic abilities. These are:

· Imbue Daemon: This ability will repair a destroyed vehicle (no titans or super heavies but can be an enemy model) within 15cm of the stand on a 5+. Enemy models repaired fall under the control of the Chaos Squat player.

· Magma Bolts: The stand releases superheated balls of magma at a target within 25cm. The attack hits on a 3+ with a save of –3.

· Earthquake: Place the barrage template within 50cm of the stand. Scatter the template once (as an indirect barrage). Any models within this area are hit on a 6+ with no save modifier (ignore shields). This area also becomes ruff terrain.

 Chaos Squat Sorcerers are so use to battling each other for domination that they gain a 4+ psychic save.

Cultists: Chaos Squats often raid for slaves to work in mines or on farms. Many escape these brutal, short lives by “volunteering “ for use as line troops. Although Chaos Squats never waste troops, they also will also never shed a tear for horrendous cultists losses.

Poppers: Sometimes Chaos Squats acquire slaves who cannot be tamed or turned to the worship of their dark god. Chaos Squats are loathed to part with anything of value without gaining something in return so they devised the Popper unit. They take the slaves and fill them with mind-altering drugs, then strap explosives to their backs. In combat, poppers run toward the enemy as fast as they can. When they reach close range they try to detonate their packs. This is done at the start of Close Combat. Roll a d6 for each popper when it reaches base-to-base contact with an enemy unit. On a roll of a 1, the popper partially detonates. Roll the scatter die and move the popper 4d6cm in that direction. The popper then detonates. Replace the unit with a barrage template with 3 BP’s and a save modifier of –1. On a roll of 2-3, the popper fails to detonate and must fight close combat as normal. On a roll of 4-6, the pack explodes. Replace the model with a 3 point barrage template with a save modifier of -1.  If poppers ever fail a moral check, they detonate immediately. 

Screamers: Screamers are a horrific attempt by the Chaos Squats to prolong the usefulness of their own people. Chaos Squats suffer from an affliction that slowly turns their bodies to stone over the years. It does not release their minds. The Squat’s body becomes a sarcophagus for its own mind. Using a neural link, these mental tombs are placed within mechanical bodies. The sounds of tortured metal and the anguish of the imprisoned squat are enough to bring terror to even the most battle-hardened foe.


In close combat, any living unit (Non-titan/daemon) must make a leadership check or suffer a -2 CAF penalty.

Bull Centaurs: The Imperium of man classifies the Bull Centaurs as a stable chaos mutation. The Chaos dwarves consider them the blessed representations of the Great Taurus. Each Bull Centaur easily weighs as much as 4 full-grown dwarves with an equally impressive strength. Their stubbornness is legendary and their armor and weaponry are the designed for close combat assaults. 


Bull Centaurs wear a suit of impressive power armor that effectively turns them into highly mobile dreadnoughts. The heavy armor gives them a 5+ armor save. The armor has chaos wards built in that keep the save from ever being modified beyond a 6+. 

Grenadiers: All Chaos Dwarves love big guns, but some take that to the extreme. Grenadiers are more akin to mobile artillery then infantry.

Hell Hounds: Not to be confused with the Imperial tanks of the same name, these creatures are living, breathing, and lava in the form of a dog. The Chaos Squat Sorcerers summon them before combat as disposable shock troops. In combat, they are released to scour the battlefield. They use the rules for daemons. They are immune to all flamer and meltaguns weapons.

Hobgoblin Hero: Hobgoblins hold a tenuous relationship in Chaos Squat society, but loyalty and ability is rewarded. Hobgoblin Heroes have proven themselves to be both. They have been rewarded with the best equipment that their Chaos Squat masters will allow. They are given command of units that Chaos Squats see as unworthy of their attention or too dangerous. Hobgoblin Heroes are expendable heroes.

Hobgoblin Sneakygits: Being descended from gretchin gives most hobgoblins a sneaky side. In some, this side is more extreme then others. Sneakygits have been picked out, due to their ability to hide, to become assassins. They are armed with custom gyrojet guns and specially poisoned weapons. After set-up, before the first move, sneakygits may be placed into any terrain feature, on the Chaos Squats side of the board, at least 15cm away from an objective marker. They may only be shot at by troops that are within 25cm of their position. In close combat, sneakygits are no more proficient than an imperial guard unit, but with the addition of poison, they have the possibility of killing an enemy even if they loose. Anytime a sneakygits unit rolls doubles in close combat, they will poison the enemy unit. If this unit is a living infantry unit (not a daemon or robot), it is destroyed even if it wins combat. Likewise, even if the sneakygits roll doubles, if they loose the close combat, they are also destroyed.

	Unit
	Move
	Save
	CAF
	Weapon
	Range
	#
	To hit
	Save Mod
	Other

	Champion
	10cm
	6+fix
	+4
	Lascannon
	75cm
	1
	5+
	-1
	Command

	Chaos Squat
	10cm
	None
	+2
	H. Bolter
	50cm
	2
	5+
	0
	

	Sorcerer
	10cm
	6+fix
	+2
	Bolters
	50cm
	2
	5+
	0
	Command

	Bull Centaurs
	20cm
	5+

6+fix
	+4
	Archaic Weapons
	25cm
	3
	5+
	-1
	

	Hobgoblin Hero
	20cm
	none
	+2
	Gyrojet Gun
	50cm
	1
	4+
	0
	Infantry/cavalry H.G. Command

	Hobgoblin Sneakygits
	10cm
	none
	0
	Gyrojet Gun
	50cm
	1
	5+
	0
	Infiltrate, doubles kill

	Hobgoblin Wolfriders
	20cm
	none
	+2
	Gyrojet Gun
	50cm
	1
	5+
	0
	cavalry

	Cultists
	10cm
	None
	0
	Lasguns
	50cm
	1
	5+
	0
	

	Poppers
	15cm
	None
	+0
	Bomb
	
	
	
	
	Special

	Screamers
	10cm
	4+

6+fix
	+3
	Meltagun

Bolters
	35cm

15cm
	1

3
	3+

6+
	-2

0
	Special

Dreadnought

	Grenadier
	5cm
	None
	-1
	Missiles
	75cm
	2BP
	2BP
	-1
	

	Hell Hounds
	20cm
	None
	+2
	Fangs
	
	
	
	
	Special


Chaos Squat Tanks

Obsidian Battle Tank: The Obsidians were first seen in action on Hagbard IV as support units for a Cerberus Super heavy tank. They proved to be highly resilient to damage and the flamer proved a nasty surprise. Slow and solid, these tanks have equal armor all the way around and use a 360o turret for the main cannon. 

Pompeii Super heavy Tank: One of the first chaos Squat super heavies, this large monstrosity proved to be a very capable tank. Its main weapon is an accelerator designed to throw chunks of molten rock at a target. If it penetrates a titan, it can do significant damage. 

Cerberus Super Heavy Tank: The first known Chaos Squat super heavy was the Cerberus. This fearsome closes combat tank was designed from a rock crusher used in mining operations. It sports 4 multimeltas, a tank-crushing ram, and a variety of flame/poison gas belching ports.


Any shots that hit the front of a Cerberus are likely to be wasted against the heavily armored rock crusher. This gives the Cerberus a 1+ save in the front that cannot be modified above a 4+.


If the Cerberus charges into a tank or titan (infantry are too small), the rock crusher will do a hit on a 4+ with a -1 save modifier before close combat. If infantry attacks it, roll a d6 at the start of CC for each infantry stand. On a roll of a 6, they have been hit by a jet of flame/poison gas and must make an unmodified save or be removed.

Krakatoa Super Heavy: This super heavy was the first known use of a super heavy howitzer on a mobile base. It is very happy to simply reach out and touch someone from across the battlefield.

Pele Super Heavy: The use of a flamer was taken to new extremes and ranges on this fast super heavy. Its primary heavy weapon is called the pyroclastic flow. It shoots a super heated ball of rock that disintegrates on impact streaking an area with 3000oC dust. 


To use the pyroclastic flow, use a flamer template. The template is then placed (with the narrow edge toward the tank) up to 25cm away. The Pyroclastic flow ignores all modifiers for cover and can be used against buildings. Forest hit by the pyroclastic flow is destroyed.

Penetubo Super Heavy: This was a generic super heavy, mass produced for the retaking of Hagbard IV. It is a solid super heavy with decent range and firepower.

Hobgoblin Stormhead: Hobgoblins retain the natural mechanical abilities of their genetic forefathers. Often, Chaos Squats will allow them to use left over garbage or parts scavenged from a battlefield to create makeshift weapons. One example of a Hobgoblin weapon that was actually useful is the Stormhead lighting generator tank. This tank has a number of dynamos linked to its generator to produce a field of electricity that the hobgoblins can then project with devastating effect. The lighting field around the tank also serves to protect it from ranged and melee attack. Weapons tend to malfunction or be diverted by the field, while lightly armored attackers are simply fried in a discharge of electricity. Still, it is a makeshift weapon and rather unstable. As such, it has the tendency to explode doing damage to everything around it. Chaos Squats will only allow a single Stormhead in any battle.

Chaos Squat Tanks

	Unit
	Move
	Save
	CAF
	Weapon
	Range
	#
	To

Hit
	Save

Mod
	Other

	Obsidian
	15cm
	2+ all

round
	+2
	Battlecannon

Flamer
	75cm

template
	1
	4+

4+
	-2

-1
	

	Pompeii
	10cm
	1+
	+4
	Lava cannon

Battlecannon

Bolters
	75cm

75cm

15cm
	1

2

6
	3+

4+

6+
	-3

-2

0
	+1 dam.

S.H.

	Cerberus
	15cm
	1+

4+fix front
	+8
	Battlecannon

Meltaguns

Bolters
	75cm

35cm

15cm
	1

4

8
	4+

3+

6+
	-2

-4

0
	Special

Rules

S.H.

	Krakatoa
	10cm
	1+
	+4
	Bombard

Battlecannon

Bolters
	50-150

75cm

15cm
	1

6
	5bp

4+

6+
	-3

-2

0
	S.H.

	Penetubo
	10cm
	1+
	+4
	Battlecannons

Meltagun

Bolters
	75cm

35cm

15cm
	3

1

4
	4+

3+

6+
	-2

-4

0
	S.H.

	Pele
	15cm
	1+ all

round
	+6
	Pyroclastic flow

Cannons

Bolters
	0-25cm

50cm

15cm
	1

2

6
	3+

4+

6+
	-2

-1

0
	S.H.

	Hobgoblin Stormhead
	15cm
	2+
	+1
	Lightning Generator
	Varies
	
	
	
	Lightning field


Chaos Squat Flyers

Bogsworth's Bilious Balloon Brigade: This was an attempt to provide chaos squat artillery with better sight and protection. It proved effective against ground units, but was easily destroyed by other flyers. On the field, these units are always flying at high altitude. This makes ground units add 25cm to their range. The balloons may make a maximum move up to 10cm and cannot charge. They always fire during the First Fire phase of a turn, even if they have moved. 

Hobgoblin Stormriders: Hobgoblins love speed, the faster the better. Hobgoblins also love storms. When a hobgoblin can experience both, it is utter ecstasy. Stormriders are makeshift air units most akin to ancient bi-planes. The have no armor to speak of and must constantly move to stay in the air. Hobgoblins then load them with as many repeating Gyrojets as the plane can handle to allow them to strafe the enemy (if they ever get close enough). Stormriders are an independent unit and do not need to be in command. They are always considered to be on advance orders. 

	Unit
	Move
	Save
	Caf
	Weapon
	Range
	#
	To

Hit
	Save

Mod
	Other

	Balloon
	10cm
	None
	0
	Howitzer
	100cm
	1
	4+
	-2
	Flyer

	Hobgoblin Stormriders
	20-40cm
	none
	0
	Gyrojet Guns
	25cm
	4
	5+
	0
	Flyer


Chaos Squat Artillery

Krutz Cannons: This horrific form of artillery is capable of sending napalm streaking across the battlefield. In game play, announce how many cm the ball will be shot toward a target, place the ball template there. Then roll a scatter die, if a hit is indicated, the place a barrage template over the ball template. Anything underneath is hit on a 3+ for a -1 save Modifier.


If an arrow is indicated, roll 4d6 cm. The ball leaves a streak that many cm from its impact point in that direction. Move the ball in that direction the rolled # of cm, anything underneath is hit on a 4+ with a -1 save modifier, ignore to hit modifiers for cover. Note that the landing spot does not scatter, but the napalm can travel in any direction, even back toward the cannon!

Geodes: Geodes are the bombards of the chaos squat army. They through the equivalent of a volcanic, geode-bomb at a target. This bomb first sticks to its target, then explodes with tremendous force. (First roll to hit target, even if the target is missed or does not survive, place a barrage template directly over it and resolve as a barrage). Geodes may be fired indirectly, but only the barrage part is used. Geodes can combine their barrages.

Hobgoblin Deathrokkits: Hobgoblins hold as much fascination for poison as they do for storms and speed. The Deathrokkit is an example of this love. The weapon launches a rocket full of toxic chemicals at the enemy, creating a hard to disperse cloud of poisonous gas that meanders across the battlefield. To fire the weapon, the Chaos Squat places the template over the target and then rolls the scatter die and a d6. If the result is a hit, the cloud lands on the target. If the scatter die shows an arrow, move the cloud 1d6cm in that direction. During each movement phase, the Chaos Squat player must roll a d6 and a scatter die. If the d6 is a 1-3, the cloud disperses. If the result is a 4-6, move the cloud in the direction of the scatter die 1d6cm (a hit result means it stays in place). Roll to hit any unit that the cloud moves over. 

	Unit
	Move
	Save
	Caf
	Weapon
	Range
	#
	To

Hit
	Save

Mod
	other

	Geode
	5cm
	2+
	0
	Geode bomb


	25-125
	1
	3+

2bp
	-2

0
	

	Krutz Cannons
	10cm
	4+
	0
	Krutz Bomb
	100cm
	-
	3+

4+
	-1

-1
	special rules

	Hobgoblin Deathrokkit
	10cm on char.
	none
	-1
	Poison Cloud
	75cm
	temp
	5+
	+1
	


Balrog: The Chaos dwarves experiment with all forms of different weaponry. The Balrog is an attempt by the Chaos Dwarves to make a knight-type vehicle. Balrogs are perhaps the fastest units they can field and are often used to harass an enemy’s flank.


A shifting shield of flame surrounds the Balrog. This shield provides some protection against incoming fire and has a chance to damage lightly armored units in close combat. The swirling shield of flame detonates incoming shells and deflects beam weapons giving the Balrog a 5+ fixed save against incoming shots. If this save is not made, the shot hits the Balrog as normal. Any unit in base-to-base contact with a Balrog at the beginning of the Close combat phase will suffer a hit by the flame shield on a 4+ with no save modifier. 

	Unit
	Move
	Save
	Caf
	Weapon
	Range
	#
	To

Hit
	Save

Mod
	other

	Balrog
	25cm
	2+
	+4
	Autocannons

Meltagun
	50cm

35cm
	3

1
	5+

3+
	-1

-4
	Knight/

Super heavy


Big Bertha: Big Bertha was created on the chasse of an old Squat land train. It was designed to be the largest bombard ever made for the purpose of destroying fortifications. Its first use was against a fortified Squat citadel on Hagbard III known as Dave’s Cellar. Big Bertha uses the large Bellygun Barrage template. It always hits any building even partially covered by the template. Against any building, Bertha’s save modifier is a -4. In addition, the area covered by the template becomes ruff terrain. Any unit that cannot enter ruff terrain that is caught in the blast is stuck in position. Bertha maintains 2 void shields (fixed on a 4+ at the end of turn) and some various other weapons for self-defense. The shell Big Bertha uses is so inaccurate that the template scatters as an indirect barrage even if the target is in a direct line of sight. Indirect barrages scatter twice!!!

	Unit
	Move
	Save
	Caf
	Weapon
	Range
	#
	To

Hit
	Save

Mod
	other

	Big Bertha
	5cm on charge
	2+
	0
	Earthquaker

Battlecannon

Bolters
	50-200

75cm

15cm
	1

4
	8bp

4+

6+
	-1(-4)

-2

0
	Special,

2 void

shields


Chaos Squat Army List

	Name
	Contents
	Break Point
	Morale
	Victory Points
	Cost

	Company Cards
	
	
	
	
	

	Chaos Squat Company Card
	3 Chaos Squat Squads

(5 Chaos Squat Stands and 1 Chaos Squat Champion Stand per squad)(limit of one per 2000 points)
	12
	3
	6
	600

	Cultist Company
	3 Cultists Squads

(10 Cultist stands per Squad)

1 Hobgoblin Hero Stand
	17
	3
	7
	650

	Obsidian Tank Company 
	3 Obsidian Tank Detachments 

(3 Obsidian Tanks per detachment)

1 Obsidian Command Tank
	6
	3
	8
	750

	Chaos Squat Beastmen Company
	3 Beastmen Detachments 

(10 Beastmen stands per detachment)

1 Hobgoblin Hero Stand
	17
	4
	6
	650

	Chaos Squat Monster Horde
	2 Minotaur Detachments 

(10 Minotaur stands per detachment)

1 Troll Detachment 

(10 Troll stands per detachment)

1 Hobgoblin Hero Stand
	17
	4
	6
	650

	Support Cards 
	
	
	
	
	

	Chaos Squat Warband
	Chaos Squat Champion + 5 Chaos Squat stands
	3
	3
	2
	200

	Bull Centaurs
	5 Bull Centaurs
	3
	1
	3
	300

	Cultists
	10 Cultist stands
	5
	4
	2
	200

	Poppers
	5 Popper stands
	3
	1
	1
	100

	Screamers
	4 Screamer Dreadnoughts
	2
	3
	1
	100

	Grenadier Squad
	5 Grenadier stands
	3
	3
	3
	300

	Hellhound Pack
	5 Chaos Squat Hell Hounds
	5
	3
	1
	100

	Obsidian Squad
	3 Obsidian Tanks
	2
	3
	2
	200

	Pompeii
	1 Pompeii super heavy tank
	-
	3
	3
	250

	Cerberus
	1 Cerberus super heavy tank
	-
	3
	3
	250

	Krakatoa
	1 Krakatoa super heavy tank
	-
	3
	3
	250

	Penetubo
	1 Penetubo super heavy tank
	-
	3
	3
	250

	Pele
	1 Pele super heavy tank
	-
	3
	3
	250

	Bogsworth's Bilious Balloon Brigade
	3 Balloons
	2
	3
	2
	200

	Geode
	3 Geodes
	2
	3
	3
	250

	Krutz Cannons
	3 Krutz Cannons
	2
	3
	3
	250

	Balrog Squad
	3 Balrog Knights
	2
	3
	4
	350

	Special Cards

	Chaos Squat Sorcerer
	1 Chaos Squat Sorcerer
	-
	2+
	1
	100

	Big Bertha
	1 Big Bertha
	-
	3
	4
	400

	Assorted Chaos Tanks
	9 tanks made up: Blood Reapers, Brass Scorpions, Cauldron of Bloods, Death Dealers, Tower of Skulls, Cannons of Khorne, Doom Blasters, Contagion Plague Engines, Hell‑Striders, Land Raiders, Predators, or Vindicators. (no more then 2 of any one kind)
	6
	3
	7
	700


