Beastman War Party
Herd Leader

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	4
	52
	25
	4
	4
	11
	35
	1
	30
	39
	24
	29
	27
	11


Armed with a TH-axe (+2), mail coat and helmet.

Bestigor (1 to 3)

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	4
	45
	25
	3
	4
	10
	31
	1
	30
	28
	23
	29
	26
	10


Armed with halberds (+2), mail coat and helmet.

Gors (3 to 6)

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	4
	41
	25
	3
	4
	10
	30
	1
	30
	27
	24
	29
	27
	10


Armed with hand weapons and shields, some may be equipped with leather jerkins.

Ungors (3 to 8)

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	4
	31
	26
	3
	3
	9
	27
	1
	31
	24
	22
	27
	24
	9


Armed with clubs and shields

If the Beastmen are defending their herd stone then they have the option of fielding a Minotaur

Minotaur

	M
	WS
	BS
	S
	T
	W
	I
	A
	Dex
	Ld
	Int
	Cl
	WP
	Fel

	6
	41
	25
	4
	4
	17
	30
	2
	18
	66
	18
	29
	24
	10


Armed with hand weapons 

Typical encounters

Ambush – The beastmen will attack the party from cover, typical woods
Defence – An isolated hamlet / farm is being attacked by the beastmen. The party help to defend the civilians

Track – The party is seeking out the beastman camp and herd stone to remove their threat from the area.

