BEASTMAN

Bizarre magical powers blow on occasion from the northern wastes of the Realms of Chaos, twisting and warping all that they pass over -- including the forms of man and beast.  When magic runs strong in the land, there are occasionally ill-omened births of children with horrid deformities that might suggest bestial features ... or animals with features that might somehow suggest those of men.  In light of this, the race of creatures known as the Beastmen is certain to have originated by the powers of Chaos -- Indeed, they call themselves the "Children of Chaos" -- but there is some debate over whether they have developed from men or beast ... or, as some dare say (and shudder), perhaps both.

   Beastmen are not pleasant creatures by any means, as they are more barbaric than even those that mankind would label as "Barbarians".  They have the cunning of men yet they are driven more by wild emotion than reason, and they tend toward cannibalistic practices.

    A Beastman found in the wild is not to be given any quarter, as it surely will show no mercy upon any humankind it happens upon either.  For a Beastman to join the ranks of a band of Warriors, therefore, is a rare event.  Most likely, such a creature is only an "ally" to the Warriors in that he has been enslaved by powerful magicks wielded by a potent Wizard who serves as his master.

STARTING AS A BEASTMAN

Any player may start the game as a Beastman rather than one of the Warriors in the Warhammer Quest box.  All of the rules for creating a new Warrior apply unless stated elsewhere in this Warrior pack. 

Wounds:
1D6+8

Move:
4

Weapon Skill:
4

Ballistic Skill:
4+

Strength: 
3

Toughness: 
4

Initiative: 
3

Attacks:     
1

Pinning
6+

EQUIPMENT

The Beastman starts play with his Throwing Spear. At the start of combat, before any Warriors take any actions (aside from spellcasting), the Beastman may hurl his throwing spear, inflicting 1D6 + 3 Wounds

upon a successful hit.

WEAPON

Axe, causing 1D6+3 Wounds.

ARMOR

None

SPECIAL RULES

Beastmen have a disturbing habit of devouring their enemies.  After each combat, the Beastman may try devouring the opponents he has defeated (excluding poisonous creatures, Undead or Daemons).  This takes one full turn during which he may do nothing else.  He is healed one Wound (up to maximum) for each

Monster he devours worth 25 gold or more.

   The Beastman is treated as a Barbarian for purposes of treasure types and events.

BEASTMEN AND TREASURE

The Beastman may use any shield or Furs, though armor (especially helmets) crafted for humans, Dwarves and the other goodly races will not fit him.  He may use any hand-to-hand weapon, but he will not use gunpowder weapons (being somewhat afraid of fire), and will not utilize any sort of throwing stars or

bows.  (His ranged weapon of choice, of course, is the throwing spear, though he may use other thrown weapons as well.)

ADVANCED RULES

EQUIPMENT

This Throwing Spear is thrown at the start of any combat, causing Normal Damage with Strength 3 on a successful hit.  It may only be retrieved once all monsters in combat have been defeated.  This spear is designed just for throwing, so it is not useful in hand-to-hand combat.  Should the Beastman obtain any other spears (such as the Spear treasure) he may use that each combat once a combat as well.

DEVOURING MONSTERS

The Beastman can only devour monsters that he has personally defeated.  (This is because of some obscure code of "honor" that Beastman have, as he wouldn't dare deprive his comrades of their potential meals...).

   For role-play sessions, keep in mind that the sight of a Beastman scarfing down parts of bodies raw is not a pleasant sight.  It is bound to have unpleasant effects on any NPCs present, and any Holy or anti-chaos Warriors are bound to at least be filled with the desire to leave the room if not to demand that the Beastman refrain from his "lunch".

BEASTMEN AND EQUIPMENT

The Beastman may not use anything from the Animal Trader, as he would be too tempted to eat a horse rather than to ride one, and the steed is well aware of this.

BEASTMEN AND SETTLEMENTS

The Beastman will not be allowed to enter Settlements, ever, period.  Therefore, he cannot buy equipment, except what he can buy off of the other Warriors.  He may still sell treasure and train normally, however.

   Since he can't visit the armor shop himself, and since the Beastman has an unusual build (given that he's not human), he can't purchase armor through his companions.  However, if he should defeat a Beastman (namely, a Beastman Hero or Lord) wearing armor, he can of course take that armor for himself.  Also, he

may use any shield.  Also, he might encounter a Beastman Armorer in his travels outside the Settlement.

ENCOUNTERS

Although he is unable to enter settlements without being attacked and slain, the Beastman still has encounters as he trains and goes about his business.  These encounters occur a day like settlement events, but often have greater effect than those encounters.  The Beastman must continue to roll for encounters until all the other Warriors have finished their business in the settlement, and all are ready to continue to the next adventure.

Roll D66 as in the book for these encounters.  

11 STORMS

   The week is plagued by storms, causing the Beastman to stay under cover and training takes an additional week.  Roll a D6 and add the Beastman’s Toughness, if the result is 6 or less, he has caught a disease and must either find a healer (see below) or be at –1 Toughness and Strength the next adventure.

12 MERCHANT

     A travelling merchant is encountered, who has many wares.  However, before the Beastman can go “shopping,” the merchant’s guards must be dealt with.  He can either bribe the guards with as much gold as it would take to actually purchase the items, defeat them all, or leave the merchant alone.  To battle the guards, place a dungeon tile down and fight a number of guards equal to the half Beastman’s battle-level (the guards are first level barbarians, armed with a sword that does D6+3 wounds, and wearing armor that grants +1 toughness).  If you are victorious, you may take whatever is at the merchant’s shop, rolling 2D6 for the stock attempt, and then leave.  If you fail to defeat the guards, you are slain.  Roll on the chart below for the type of merchant that is encountered:

	ROLL
	EFFECT

	1
	Fletcher

	2
	Armorer

	3-4
	General Store

	5
	Weaponsmith

	6
	Trader.  The Trader has potions from the Wizards Guild, Items from the Elf Quarter, and items from the Dwarven Guildmasters.  Add 3 to the stock number of any item that you desire, he will have no more than one of any item.


13  UNEVENTFUL DAY

14  CHAOS HORDE

   The Beastman encounters a horde of Chaos preparing to assault the civilization nearby (whatever settlement the PCs went to).  The Beastman has several choices, to join them, to flee, or to tell the PCs what is about to take place.  If the Beastman joins the horde, he ceases to be a Warrior, and is simply another monster, retire this character.  If the Beastman flees, roll a D6 and add initiative.  The Beastman suffers D6 of wounds equal to the amount rolled under 10 in his attempt to flee, but gets his toughness against each of those dice separately.  He is unable to train this stay at the settlement due to his need to avoid first the Horde searching for more soldiers, then the locals hunting stray chaos.  Should he survive, the Horde attacks and is defeated by the forces of law and order.  If the Beastman warns his friends, he suffers the same result as running away, and then must find a way to tell them without being accosted by the local authorities, roll on this table:

	ROLL
	EFFECT

	1
	The Beastman is captured and will be killed by burning at the stake unless the heroes pay D6x50 gold for his ransom, and they are warned

	2
	The Beastman suffers D6 wounds without any modifiers whatsoever from irate locals, but finds his friends and warns them.  The Chaos is defeated.

	3-4
	Although the Beastman was able to find his friends and warn them, he hides out the remainder of the week, nothing else occurs.

	5
	A wise Druid sees the Warrior’s attempts and takes pity on his plight.  The Druid heals the Beastman’s wounds and tells the PCs of the danger

	6
	The Beastman manages to convince the authorities of the settlement of their danger (with help from the other Warriors).  Impressed with his courage and lack of raw evil, the Settlement does not kill him, and sends him on his way with D6 provisions.


15 TEACHER

   An older Beastman finds you and is impressed by your attempts not to be eaten.  So impressed, in fact, that he attempts to teach you a skill.  Roll a D6 and add your Initiative plus your Battle-Level.  If this number is larger than 10, roll on the Skill Table below for the skill you are taught.

16  HUNTER

   A local ranger sights you and spends the rest of the time hunting you down with dogs and henchmen.  If you choose to fight them, you can use the outdoor rules to fight the ranger (use a Barbarian of your battle-level wearing light armor and using a great sword) and his posse (D6 Battle-Level one barbarians equal to a starting warrior).  Without the outdoor rules, roll a D6 for you and a D6 for them, the higher number wins, and lives.  If the Beastman wins, he finds D6+ the number of opponents in bags of 20 gold each, plus a treasure card on the Ranger.  If you choose not to fight, roll on the table below:

	ROLL
	EFFECT

	1
	The Ranger catches you, and unless you can roll D6+Initiative of 8 or better, he kills you.

	2
	Although the Ranger catches you, you manage to escape, but this has taken so long you cannot train this stay at the settlement

	3
	You manage to elude the Ranger and his men, nothing occurs.

	4
	The Ranger turns out to be controlled by Chaos forces, you discover it and manage to convince one of his men, who finds a Priest of Sigmar to destroy the creature.  In return, he gives you a treasure map.  Draw an objective room, and write down the name of it.  When you get to the next dungeon, if it is the same objective room, you discover double the normal treasure granted.

	.5
	The Ranger does not find you, but you manage to discover a cave.  If you enter, put down an objective room, and roll up a monster on a table 1 battle-level lower than you (half the creatures if you are BL 1).  If you defeat the creatures, you gain their gold value.

	6
	You discover an odd shrine, and upon praying at it, learn a skill, roll on the Skill table below.


21 FIGHT

   Another monster challenges you in your travels, roll a creature on your Battle-Level, and fight one of them on a room tile.  If you lose, you are left for dead, minus a treasure and D6x100 gold.  If you win, you devour the creature and roll a D6: 1-3, you gain the gold value of the monster, and go on; 4-5 you gain a point of toughness for the next adventure from the courage of the beast in addition to the gold value; on a 6 you gain +1 wound permanently in addition to the monster’s gold value.

22  UNEVENTFUL DAY

23  FOOLED

   One item you have purchased, stolen, or otherwise obtained is useless and fake, be it one provision or an arrow.  Discard this item with a vow to find the blackguard you got it from.

24  SKAVEN MERCHANT

   The Beastman comes upon a skaven merchant, who sells everything that the merchants in the ordinary settlements do, but the stock number is rolled as if he were in a town (2D6).  In addition, he has henchmen available as well, skaven gutter runners as per the monster.  These cost the same as warriors if you are using the Henchmen rules.  However, all costs are 10% higher (add 10% to the cost of all items).

25  CHAOS SHRINE

   In his travels, the Beastman encounters a skull decorated shrine, covered in vines and crusted with blood.  If he prays at this shrine, roll below:

	ROLL
	RESULT

	1-2
	No result, the forces of Chaos are ever fickle

	3
	During any one turn next adventure, your Beastman’s attacks are doubled

	4
	For one attack next adventure, add +3 to your roll to hit

	5
	You may roll 1D6 additional wounds to the damage of any one blow next adventure

	6
	You learn a skill, roll on the Skill Table below.


26  FOREST FIRE!

   A fire rages through the forest where you travel, requiring you to avoid the conflagration, nothing occurs this week.  In addition, your Beastman may lose an item unless he rolls 7 or higher on D6+Initiative

31  AMBUSH!

You are attacked by fellow Beastmen anxious to steal your goodies!  They outnumber you and are very powerful, but you might escape.  Place a dungeon room tile down and place one Beastman on there for each of your Battle-Levels.  If you defeat them you get their gold value, if not, you are defeated and left for dead, and one treasure is taken, along with D6x100 gold.

32  UNEVENTFUL DAY

33 BEASTMAN SMITH

You come upon a blacksmith for the Chaos armies, who can make you armor.  Treat him as if he were an armorer merchant in the settlements, with the same stock numbers, costs, and options for you (except no helmets are available for your horned head).  The stock number is a roll on 2D6, but he must make you the armor, it is not available immediately.  Making the armor takes D6 days, in which you must fend for yourself in the wilds and return.  Unlike human armor, this WILL fit a Beastman, but no boots are available.

34 SPY!  


You are discovered by a Beastman Shaman and given a choice, you either spy for Chaos in the city or die.  Rather than die you undergo the painful transformation into a weak human form (stats of a Battle-Level one Barbarian) and enter the settlement nearby.  You are able to spend time in the settlement as if you are a barbarian, shopping and drinking and such, but cannot enter the temple.  If any result of a random event would be imprisonment, you are discovered to be a Beastman and killed. The spell wears off in a week, so you must be out of town by then or you will be caught and lynched.

35  UNEVENTFUL DAY

36  HIDDEN CHAMBER


In your travels you discover a crumbling stone edifice hiding a chamber of an ancient tomb.  Within is a room with treasure, if you explore, lie down a single random room tile (not an objective room) and place your figure at the entrance.  There are no other doors, and only a single chest of treasure in the room.  When you enter, roll an encounter on one Battle Level lower than you and take half the number of monsters that results (minimum one).  If you defeat the creature, you get a treasure card plus its gold value.

41  UNEVENTFUL DAY

42  SLAVERS!  

Skaven slavers attack!  There are a number of Clan Rats equal to the Beastman’s battle level (if there are five or more clan rats, replace one with a Clan Rat Champion).  The Beastman can surrender to the rats, bribe them, or fight them.  A bribe costs 10x (1D6 for each battle-level) or an item of equal or greater value.  Fighting them means placing a room tile down of any kind and placing the rats and killing them or being defeated.  If three or more rats are defeated, take a dungeon room treasure card. 

  If you lose in combat, cannot pay, or surrender, then you are enslaved.  You need not roll for events, nor can you visit locations, train, nor visit any traders. Once each subsequent day, roll 1D6, on a result of 6+, your Warrior manages to escape his captors, but must flee and cannot train, shop or visit locations, but simply head to the next dungeon.
43 SPY!   


You are discovered by a Beastman Shaman and given a choice, you either spy for Chaos in the city or die.  Rather than die you undergo the painful transformation into a pitiful human form (stats of a Battle-Level one Barbarian) and enter the settlement nearby.  You are able to spend time in the settlement as if you are a barbarian, shopping and drinking and such, but cannot enter the temple.  If any result of a random event would be imprisonment, you are discovered to be a Beastman and killed.  The spell wears off in a week, so you must be out of town by then or you will be caught and lynched.

44 SHRINE OF KNOWLEDGE

Amidst vines and bones is a shrine of tumbled stones decorated with lurid graphics and runes.  Blood stains the stones, marking a Chaos Shrine of knowledge.  The Beastman must make a sacrifice (If he has the pet spider from #64, Adopted! below, he may use that), searching the nearby forest with an Initiative check each day (7+ on a D6 + Initiative), generating events as he hunts.  Once you have a sacrifice, your Beastman can roll on the table below, only one sacrifice is allowed.

1: The Chaos is unmoved, you learn nothing

2-4: Chaos grants your wishes, roll on the Skill Table below

5: You learn greatly, Roll on the skill table below, and the ability   

     to cast a spell once per adventure.  Randomly determine the 

     spell when cast.

6: You are imbued with power, add 1 to your strength 

     permanently, and learn a skill from the Skill Table.

45 A DISHONEST DAY'S WORK

   Your Warrior is enlisted to make a delivery for a Beastman Shaman to one of his rivals.  After delivering the bundle to the indicated address, it explodes into green flame only seconds after your Warrior sets it down.  Surprisingly, the Shaman is true to his word and pays your Warrior 40 gold.

46 MAGICAL EXPERIMENT

   A Chaos Sorcerer decides to try out a new weapon, and he is impatient enough that he lets it loose on you when he sees you!  Your Warrior is wounded, and his Strength total is at -1 for the next adventure, but you also have +1 toughness.

51 STORMS!

Powerful chaos-charged storms rage over the area, ripping the trees apart and warping the stones.  For a full week you cannot do anything but seek shelter, and roll a D6+Willpower.  If the result is 8+, gain a luck for the next adventure, if not, lose an initiative permanently as the storm bends your mind.

52  UNEVENTFUL DAY

53  COUNTERFEIT

  Your Warrior discovers that 1D6 x 10 of his gold is worthless!  Cross it off of your Warrior's sheet immediately.  If he is somehow in a settlement, then he must leave immediately lest someone discover his gold was fake and hunt him down.

54  TEST OF SKILL

Your Warrior is challenged by a Beastman Warrior who is his equal in every regard, even in terms of magical weapons and skills. Your Warrior must either flee, or meet his opponent in battle.  No Luck points may be used in this conflict, nor any items usable "once per adventure".
   If your Warrior loses, his life is actually spared, but he is relieved of his most valuable item of equipment.  If he should succeed, his opponent is revived via dark magicks, and is impressed by your Warrior's skill.  Your Warrior has his choice of either gaining +2 to his Starting Wounds or (BL)D6x20 gold in reward.

55 SPIRIT QUEST

   Your Beastman is approached by a shaman who takes him on a spirit quest, where he is met by a guide.  The guide may or may not be helpful, roll a D6 and consult this table:




1: The guide is capricious and confusing, you spend a week wandering around 




   in a daze and come to your senses near the settlement you started by minus an item

  


   of treasure and D6x50 gold that some helpful goblins lightened your load by




2: The guide is cryptic and tells you nothing that you comprehend, but you are no worse off 

   either.  You gain nothing except a riddle you cant solve, coming to your senses a day


   later.

3-4: Your beastman learns about future dooms and dangers, and gains one luck   

   permanently.

5: You learn great things of yourself and your destiny, roll on the skill table below.

6:You learn of your future.  Choose one result from this chart next time rather than rolling.

56  UNEVENTFUL DAY

61 CHAOS NATURE

   You are so overtaken by your natural chaos and wildness that you spend a week rampaging and looting, doing deeds of evil and chaos.  At the end you have accomplished nothing except establishing your nature clearly to the local creatures.  However, if you are caught or found by anyone that might result in your death, you are put to death instantly without hope of reprieve.

62  UNEVENTFUL DAY

63  ROBBERY

   Your Warrior is overpowered by a mob of Skaven thugs who relieve him of a piece of equipment in his possession and 1D6 x 50 gold!

64 ADOPTED!

You are adopted by a pet… a giant spider.  The creature thinks you are its best pal and will accompany you into the next dungeon, as long as it lives.  It cannot enter any human settlements and should you become human in appearance somehow it will try to eat you, and must be killed.  The Spider will attack your enemies, following you everywhere and asking only for your company.  It will likely die soon, but might pull some attacks off you in a dungeon.  If you are attacked by anyone in this encounter table, the spider will fight with you and assist your battle.  In a combat, the spider will only be attacked if it actually hits the enemy, in which case the target will try to kill the little webbing monstrosity.

65  UNEVENTFUL DAY

66  ACCIDENT

   Your Warrior is damaged by his travels in an embarrassing mishap he’d rather not explain to anyone.  He spends a week recovering and gets nothing done, roll events during this time.  Ignore any event except natural events (storm, fire, etc).

SKILL TABLE

If you are directed to roll on this table, then roll 2D6 and select a skill.  If you have this skill already you may roll once more, but if this second result is another duplicate you fail to learn a skill this time.  You may only learn one new skill for each Battle-Level you train at, but some skills will increase in effectiveness if rolled twice.  For example, Weaponlord increases each time it is rolled up to a level of great effectiveness.  If your Beastman is not learning a new Battle Level, and he already has Weaponlord, then the each time it is rolled, he gains better skill at it.  Each skill that allows this result is detailed in the description.

2:  WEAPONLORD

    The Beastman learns supreme skill in his combat tactics, able to fight better than ever before.  This can be used for any of the following ways:

+1 Attacks this turn

+1 to all hit rolls this turn

+1 Strength dice for resolving damage this turn

The Beastman does not automatically get the benefit, he must make a successful dice roll first.  The Weaponlord skill takes effect on a roll of 6+.  Each time this skill is rolled subsequently, this roll is adjusted by one better, from 6+ to 5+, and so forth.  The best this skill roll can become is 3+.

3:  BATTLE ROAR

    The Beastman is able to utter a roar so terrifying and daunting that the foes may reel in dismay.  With this skill, the Beastman has a fear roll of 6.  Each time this skill is rolled subsequently, this is increased by one, the fear generated is identical to Fear as described in the Bestiary with one modifier; if there is a spellcaster who rolls on a table for spells, subtract 1 from the roll on the spell table (in place of the +1 power cost that normally occurs with fear).

4:  KICK

    Having flinty hooves, the Beastman has learned to make a single Kick attack, doing normal damage but ignoring armor for that single attack.  This is an additional attack, adding one to the number of attacks the Beastman can normally make.

5:  PINION

    In addition to doing damage to a target with his spear, if the Spear Throw attack hits, it also pins the target to the nearest wall (even if someone else is there, shift all figures until the pinned creature’s former space is filled).  The creature thus pinned must spend a turn freeing its self from the wall, and can make no attacks this turn.

6:  ENDURE

    The Beastman is so stalwart and tough that he can ignore one single blow per adventure that would otherwise kill him.  This single blow has no effect whatsoever.

7:  SMASHBACK

    With a mighty heave, the Beastman may push a target back away from him into an adjacent square (or handy chasm).  This must be attempted before movement, and but once a turn.  If there is no empty square for the target to be moved to, the skill has no effect.  This is successful on 9+ on a roll of D6 plus the Beastman’s strength, and this roll is 1 easier each subsequent time that this skill is rolled (8+, 7+ etc).

8:  BOLDNESS

    The Beastman is bold and foolhardy, and is largely unaffected by fear and terror, and has +1 to all such rolls.  Each time this skill is rolled subsequently, this increases by +1 to the roll, but the bonus is halved against terror rolls (so +3 becomes a +1 roll, +4 is a +2 roll against terror).

9:  KEEN SENSES

    Being partially a creature, the Beastman has senses more keen than any other Warrior.  With this, the Beastman can sense danger, reducing the ambush ability of creatures by one (Ambush A becomes Ambush 5+, Ambush 5+ becomes Ambush 4+, and so forth).  In addition, should the Warriors encounter a trap, if there is a die roll to find out which warrior it affects, add 1 to the Beastman’s roll.

10:  BLOOD RAGE

    Each turn, before combat, the Beastman is able to work himself into a furious rage.  This frenzy may only be attempted once per turn, and a die roll is required.  

1: The Beastman is overtaken with a frenzy and is so worked up he 


actually hurts himself, taking one wound with no possible way of 


protecting from it, no modifiers.  In addition, you lose one attack this turn.

2-4: Your warrior fails to work himself into a frenzy, but is no worse off either

5-6: You achieve a blood frenzy and have double your number of attacks this turn!

Each time this skill is rolled subsequently you add 1 to your roll for success, up to a maximum of +2.

11:  LESSEN BLOW
Your Beastman has such a high pain threshold that even the hardest blows have less effect on him than other Warriors.  Each blow is reduced by 2 wounds after all armor and toughness if applicable.  Each time this skill is rolled subsequently, this reduction grows by one (-3 wounds, -4 wounds, etc).

12:  SPEARMASTER

    Skilled with the spear beyond normal Beastman, you are able to move before you cast your spear - up to your full movement - and move the rest of your movement afterward.  In addition, the spear ends up at a square as far away as possible from you in the room from bouncing and sliding on the floor.  If you are able to reach the square where your spear is, you may take your full turn to retrieve it and cast it once more.

GENERAL NOTES

Beastmen are brutish creatures, wavering between human intellect and animal barbarity.  They make rather unusual "heroes", and for the sake of roleplaying, the Beastman would probably be subservient or an actual slave to one or more of the Warriors.  This Warrior type might not be the best-suited candidate for encouraging your Warriors along heroic lines.

	Battle

Level
	Gold
	Title
	MV
	WS
	BS
	Str
	Damage 

Dice
	T
	Wounds
	I
	A
	Luck
	WP
	Spear Dam
	Pin

	1
	0
	Novice
	4
	4
	3+
	4
	1
	4
	1D6+7
	3
	1
	0
	2
	1D6
	6+

	2
	2,000
	Champion
	4
	5
	3+
	4
	1*
	4
	2D6+7
	3
	2
	0
	2
	2D6
	6+

	3
	4,000
	Champion
	4
	5
	3+
	4
	1*
	4
	3D6+7
	4
	2
	0
	2
	3D6
	6+

	4
	8,000
	Champion
	4
	5
	3+
	4
	2
	4
	3D6+7
	4
	2
	1
	2
	4D6
	6+

	5
	12,000
	Hero 
	4
	6
	2+
	5
	2
	5
	4D6+7
	5
	3
	1
	3
	5D6
	5+

	6
	18,000
	Hero
	4
	6
	2+
	5
	2*
	5
	4D6+7
	5
	3
	1
	3
	6D6
	5+

	7
	24,000
	Hero
	4
	6
	2+
	5
	2*
	5
	5D6+7
	5
	3
	1
	3
	7D6
	5+

	8
	32,000
	Hero
	4
	6
	2+
	5
	3
	5
	6D6+7
	5
	3
	1
	3
	8D6
	5+

	9
	45,000
	Lord
	5
	7
	1+
	6
	3
	5
	7D6+7
	6
	4
	2
	4
	9D6
	5+

	10
	50,000
	Lord
	5
	7
	1+
	6
	3
	5
	8D6+7
	6
	4
	2
	4
	10D6
	5+


* This indicates that on a natural roll to hit of 6, the Beastman does an additional die of damage (so at Battle-Level 2 and 3 the Beastman does 2D6 damage on a roll of ‘6’, at levels 6 and 7 he does 3D6)

