Beastmen Raiders
Warrior Selection
A band of Beastmen may include a minimum of three warriors.  You have 500 gold crowns available to recruit your initial warband.  The maximum number of warriors allowed in the band is 15; although any settlement buildings of the warband can increase this maximum.  (Translator’s note:  I’m not really sure what this is talking about…)
Beastmen Chieftain:  each Beastmen warband must have one Chieftain, no more, no less!
Shaman: your band may include one Beastmen Shaman if you wish.
Bestigors: your warband may include up to two Bestigors.
Centigors: your band may include a single Centigor.
Gors: your band may include up two five Gors.
Ungors: your warband may include as many Ungors as you wish.
Minotaur: your warband may include a single Minotaur.
Warhounds of Chaos: your band may include a maximum of five Chaos Hounds.

Starting Experience
The Chieftain starts with 20 experience points.
The Shaman starts with 11 experience points.
Bestigors start with 8 experience points.
The Centigor starts with 8 experience points.
Henchmen start with 0 experience points. 

Animals
Beastmen are horrific creatures of Chaos that don’t interact with other races except to fight.  A Beastmen warband may not recruit hired swords unless specifically stated otherwise in the description of the particular hired sword. 
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Beastmen Equipment lists
The following lists of equipment are used by Beastmen warbands to choose their equipment.
	BEASTMEN EQUIPMENT LIST
Hand to Hand Combat Weapons
 

Dagger
1ª free/2 gc
 

 

Mace
3 gc
 

 

Hammer
3 gc
 

 

Axe
5 gc
 

 

Sword
10 gc
 

 

Two-handed weapon
15 gc
 

 

Halberd
10 gc
 

Ranged Weapons
 

None
-

 

Armour 

 

Light Armour
20 gc
 

 

Heavy Armour
50 gc
 

 

Shield
5 gc
 

 

Helmet
10 gc
 


	UNGOR EQUIPMENT LIST
Hand to Hand Combat Weapons
 

Dagger
1ª free/2 gc
 

 

Mace
3 gc
 

 

Hammer
3 gc
 

 

Axe
5 gc
 

 

Spear
10 gc
 

Ranged Weapons
 

None
-

 

Armour
 

Shield
5 gc
 




[image: image2.jpg]



	Beastmen Skill Table 

	  
	Combat 
	Shooting 
	Academic
	Strength
	Speed
	Special

	Chieftain
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	Shaman 
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	Bestigor 
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	Centigor 
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Heroes 

	1 Beastmen Chieftain 

65 gold crowns to hire
The Chieftains of the Beastmen have won their position through sheer brutality.  They lead the Beastmen to Mordheim to search for all the stones of Chaos and join them with their Herdstone. 
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Weapons/Armour: the Beastmen Chieftain may be equipped with weapons and armour chosen from the Beastmen Equipment lists. 

SPECIAL RULES
Leader:  any warrior within 6 inches of the Chieftain may use his Leadership score when making Leadership checks. 

0-1 Beastmen Shaman
45 gold crowns to hire.
The Shamans of the Beastmen act as prophets of the Dark Gods and are the most respected members of the entire tribe.
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Weapons/Armour: Beastmen Shamans may be equipped with weapons chosen from the Beastmen equipment lists.  They may not wear armour. 

SPECIAL RULES
Wizard: a Beastmen Shaman is a wizard and may use Chaos Rituals as described in the Magic section of the Mordheim rulebook.
	0-2 Bestigors 

45 gold crowns to hire. 

The Bestigors are the largest of the Beastmen.  They are enormous creatures with an inhuman resistence to pain. 
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Weapons/Armour: Bestigors may be equipped with weapons and armour chosen from the Beastmen equipment list.
0-1 Centigor 

80 gold crowns to hire.
Centigors are the disturbing result of a cross between a horse or ox and a Beastmen.  Being quadrupeds, they rely on great strength and speed; moreover, their humanoid torsos allow them to use weapons in combat.  This mix of centaur and Beastman is a powerful creature, though it isn’t particularly agile or skillful. 
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Weapons/Armour: Centigors may be equipped with weapons and armour chosen from the Ungor equipment list. 

SPECIAL RULES
Drunk:  Centigors have a bad habit of drinking large quantities of beer and wine before battle to get into a frenzied state.  Roll a D6 at the beginning of each turn.  If the result is a 1, it must take a stupidity check this turn.  If the result is a 2-5, nothing happens.  If the result is a 6, the Centigor is frenzied this turn.  When Centigors are stupid or frenzied , they are immune to other forms of psychology. 

Woodland Dwelling:  Centigors are creatures that live in the deep, dark forests.  Therefore, they suffer no penalty for movement in forested areas. 

Trample: more than just weapons, Centigors can use their hooves and large stature to crush their enemies.  This ability counts as an additional attack, but it doesn’t benefit from any modifiers from weapons or frenzy. 


Henchmen
(bought in groups of 1-5) 

	Ungors 

25 gold crowns to hire. 

Ungors are the most numerous Beastmen.  They are small and malicious creatures, but are very dangerous in large numbers. 
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Weapons/Armour: Ungors may be equipped with weapons and armour chosen from the Ungor equipment list. 

SPECIAL RULES
Lowest of the Low: Ungors sit at the lowest tier of Beastmen society.  Therefore, while they gain experience normally, they can never attain a position of authority.  If an Ungor gets a “Lad’s got talent” result upon advancement, reroll that advancement. 

0-5 Gors 

35 gold crowns to hire.
Gors are as about as numerous as the ungors, but are larger and more cruel. 

M

WS
BS
S
T
W
I

A

Ld
5
4

3

3

4

1

3

1

6

Weapons/Armour: Gors may be equipped with weapons and armour chosen from the Beastmen equipment list. 

Warhounds of Chaos
15 gold crowns to hire.
Chaos hounds are dog-like creatures, but are extremely dangerous in combat. 
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Weapons/Armour: None!  Apart from their claws and ill temper, Chaos Hounds don’t use weapons and can fight without penalty. 

SPECIAL RULES
Animals: Chaos Hounds are animals, so they cannot gain experience.
	0-1 Minotaur 

200 gold crowns to hire.
Minotaurs are massive Beastmen with the head of a bull.  Being so huge and powerful, the Minotaurs are recruited by Chieftains whenever possible.
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Weapons/Armour:  Minotaurs may be equipped with weapons and armour chosen from the Beastmen equipment list. 

SPECIAL RULES
Cause fear: Minotaurs are enormous creatures whose feral snarling causes fear. For more details, see the psychology section of the Mordheim rulebook.

Bloodgreed: if a Minotaur fells all of his opponents in a combat, he will become frenzied on a D6 result of 4+.
Animal: A Minotaur is much more savage and wild than the rest of the Beastmen, so even though he gains experience, he may never advance to become a hero.
Large: a Minotaur is a titanic creature, even moreso than the rest of the band.  A model shooting at the Minotaur doesn’t need to shoot at the nearest target. 
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Beastmen Special Skills 

Beastmen Heroes may use the following Skill Table in place of their normal Skill Tables when taking an advancement skill. 

	Enormous Size
The Beastmen Hero is of gigantic proportions, and may use a two-handed weapon in one hand. 

Mutant
A Beastmen may only acquire one mutation.  Consult the Mutant section of the special rules. 

Fearless
The Hero is immune to fear, terror, and never has to take all-alone tests. 
	Horned One
The Beastmen has enormous horns with which he can make an additional attack with his basic Strength on the turn he charges. 

Bellowing Roar 

Only the Chieftain may take this skill.  He may reroll failed rout checks. 

Manhater
The Hero is subject to Hatred when fighting against a human warband. 


Translated by Exile 8/13/04

Hope this functions for anyone who wants to use it.  If there is any other set of rules that someone would like translated, email me at ferret_freak141@sbcglobal.net

