Things to Know About Orcs 

(Including Ogre and Hill Giant)

The ultimate Darwinists.  "Those that can be killed easily do not deserve to live"
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ORC

Orc tribes are fiercely competitive, and when they meet it is 75% likely that they will fight each other unless a strong leader (such as a wizard, evil priest, evil lord) with sufficient force behind him is on hand to control the orcs.  Being bullies, the stronger will always intimidate and dominate the weaker.  (If goblins are near, for example, and the orcs are strong enough, they will happily bully them.)  Orcs dwell in places where sunlight is dim or non-existent, for they hate the light.

Known orc tribes include the following:  Vile Rune, Bloody Head, Death Moon, Broken Bone, Evil Eye, Leprous Hand, Rotting Eye, Dripping Blade.  If orcs from one of those tribes are encountered in an area, it is likely that all other orcs nearby will also be from this tribe.

For every 30 orcs encountered there will be a leader and 3 assistants.  These orcs will have 8 hit points each (being the biggest/strongest/meanest in their group).  

If 150 or more orcs are encountered there will be the following additional figures with the band:  a sub-chief and 3-18 guards each having armor class 4, 11 hit points, and fighting as monsters with 2 hit dice (doing 2-7 hit points damage).  

If the orcs are not in their lair there is a 20% chance that they will be escorting a train of 1-6 carts and 10-60 slave bearers bringing supplies and loot to their chief or to a stronger orc tribe.  The carts will hold goods worth from 10 to 1,000 gold pieces, and each slave will bear goods worth from 5 to 30 gold pieces.  If such a train is indicated, double the number of leaders and assistants, add 10 normal orcs for each cart in the train, and a sub-chief with 5-30 guards will always be in charge.

Orc lairs are underground 75% of the time, in an above ground village 25% of the time.  There will always be the following additional orcs when the encounter is in the creatures’ lair:  a chief and 5-30 bodyguards (AC 4, 13-16 hit points, attack as monsters with 3 hit dice and do 2-8 hit points of damage), females equal to 50% of the number of males, young equal to 100% of the number of males.  

If the lair is underground, there is a 50% chance that there will be from 2-5 ogres living with the orcs.  

If the lair is above ground it will be a crude village of wooden huts protected by a ditch, rampart, and log palisade.  The village will have from 1-4 watchtowers and single gate.  There will be 1 catapult and 1 ballista for each 100 male orcs (round to the nearest hundred).

Orcs generally wear leather or studded leather and often carry a shield.  The weaponry of orcs is shown typically below:

Sword & flail

5%

Sword & spear

10%

Axe & spear

10%

Axe & pole arm
10%

Axe & crossbow
10%

Axe & bow

10%

Sword & battleaxe
5%

Spear


10%

Axe


10%

Polearm

20%

Leaders and above will always have two weapons.  If a sub-chief is with a ground the tribal standard will be present 40% of the time.  The standard is always present when the tribal chief is.  The standard will cause all orcs within 6” to fight more fiercely (+1 on hit dice and morale check dice).

Orcs are cruel and hate living things in general, but they particularly hate elves and will always attack them in preference to other creatures.  They take slaves for work, food, and entertainment (torture, etc.) but not elves whom they kill immediately.

Orcs are accomplished tunnelers and miners.  They note new or unusual constructions underground 35% of the time and spot sloping passages 25% of the time.

The majority of orcs speak goblin, hobgoblin, and ogre in addition to the languages of orcs.

Description:  Orcs appear particularly disgusting because their coloration – brown or brownish green with a bluish sheen – highlights their pinkish snouts and ears.  Their bristly hair is dark brown or black, sometimes with tan patches.  Even their armor tends to be unattractive – dirty and often a bit rusty.  Orcs favor unpleasant colors in general.  Their garments are in tribal colors, as are shield devices or trim.  Typical colors are blood red, rust red, mustard yellow, yellow green, moss green, greenish-purple, and blackish brown.  They live for 40 years.

ORCS, HALF-

As orcs will breed with anything, there are any number of unsavory mongrels with orcish blood, particularly orc-goblins, orc-hobgoblins, and orc-humans.  Orcs cannot crossbreed with elves.  Half-orcs tend to favor the orcish strain heavily, so such sorts are basically orcs although they can sometimes (10%) pass themselves off as true creatures of their other stock (goblins, hobgoblins, humans, etc.).

Abilities:  Extended Senses (provides sensory input sufficient for optimal operations, at 60’ range); NWP Mining+; 

Immunities:  Full sunlight conditions are equal to poor visibility to those with “human” vision as Orcs eyes are best in unlit conditions; 

Audit Trail:  Monster Manual I; modified penalties do to sunlight; gave them Extended Senses to replace infravision; NWP Mining + reflects bonuses for detecting issues underground; removed reference to an alignment tongue; added information about the armor worn by an orc; 

OGRE

Ogres can be found in virtually any terrain, including subterranean places.  They are ugly-tempered and voracious.  Ogres are also fond of treasure and they will sometimes be found serving as mercenaries in the ranks of orc tribes or evil clerics or joining with gnolls for a profitable raid.  Ogres mingle freely with trolls and some giants, and they are at times enslaved by certain demons.

If 11 or more ogres are encountered, there will be one who is a leader (armor class 3, 30-33 hit points, attacking as a 7 hit dice creature and doing from 2-12 hit points of damage/attack).  

If 16 or more are encountered there will be 2 such leaders plus 1 additional ogre, a chieftain with armor class 4, 34-37 hit points, and attacking as a 7 hit dice monster and doing 4-14 hit points of damage/attack.

(If weapon type is used to determine damage/attack, give a standard bonus of +2 to damage to ogres and leaders/chieftains gain an additional +1/+2 bonus.)

If ogres are found in their lair there will be from 2-12 females who fight as normal ogres but do only 2-8 points of damage and take a maximum of 6 hit points per hit die.  There will also be from 2-8 young who will fight as goblins.  Ogres will take prisoners in order to use them as slaves (25%) or food (75%), so there is a 30% chance that an ogre lair will contain 2-8 slaves/prisoners.  As they are very fond of halfling, dwarf, or elf flesh, there is only a 10% chance that such creatures will be found alive in an ogre lair.

Ogres speak their own language as well as that of chaotic evil, orcs, trolls, and stone giants.

Description:  The hide of ogres varies from dull blackish-brown to dead yellow.  Rare specimens are a sickly violet in color.  Their warty bumps are often of different color – or at least darker than their hides.  Hair is blackish-blue to dull dark green.  Eyes are purple with white pupils.  Teeth are black or orange, as are talons.  Ogres wear any sort of skins or furs.  They care for their arms and armor reasonably well.  The life span of an ogre is not less than 90 years.

Audit Trail:  Monster Manual I; Alignment shifted to LE.

HILL GIANT

Hill giants always dwell in caves or similar underground habitations.  These lairs are typically of forsaken areas.  Hill giants sometimes have other creatures in their lairs to act as guards; this is 50% likely, and the guarding creatures will be 2-8 dire wolves (50%), 1-3 giant lizards (30%) or a group of 2-8 ogres (20%).  If more than 4 hill giants are encountered in their lair numbers 5, 7, and 9 will be giantesses (6 hit dice, and treat as ogres for damage/attack) and 6, 8, and 10 will be young hill giants (roll percentile dice for size).

50% of hill giants also speak ogre.

Description:  Hill giants have tan to reddish brown skins, brown to black hair, and red-rimmed eyes.  They typically dress in rough hides or skins.  They use any form of weapon available but favor clubs.

Abilities: Strength 19 (+3 to hit and +7 to damage); Constitution 19 (Normal heal rate per day = 13 hp); Adult hill giants are able to hurl rocks from 1” to 20” distances, inflicting 2-16 hit points of damage; They are able to catch similar missiles 30% of the time.  

Audit Trail:  Monster Manual I; added in that they have a strength and constitution of 19; changed special defense from see below to Nil; Alignment shifted to LE

Terrain

Broken hills, deserts (rock or sandy), arctic regions, and barren wastes are home to the orcs.  In truth, orcs can live anywhere and are extremely adaptable.  They are most often associated with unforgiving environments because there they face little or no competition and are undisputedly dominant in those areas.  Given sufficient strength to take and hold more bounteous locations they will readily do so.

Weather 

Here again, orcs demonstrate extreme adaptability.  Hot or cold, wet or dry orcs can survive almost anywhere. 

Disasters 

Disasters spell opportunity for orcs.  Areas affected by a disaster or that are plagued by them are often inhabited by orcs who show an amazing ability to not only cope with them but integrate the presence of disasters in the planning and layout of their communities.

Government 

Although the specific forms of government may vary, the essential components of orcish societies are based on merit.  Every orc must earn and maintain his place in society regardless of parentage, wealth, or any other factors.  Leadership is often quite democratic with each individual represented according to their relative contribution to the group; therefore a superior warrior's vote for instance may equal that of 50 females or a powerful shaman that of 20 warriors, but the representation is not arbitrary.  A tribe of orcs is a virtual entity, a macro-organism with a life of its own, seeking to evolve into a more and more powerful entity by adding improvements or removing weaknesses.

Population & Demographics 

The size of an orc population is almost always the larger than the environment can actually support.  This at first appears misleading but it is not.  Population in excess of what can be supported eventually dies or expands orcish territory to survive.  It is up to each orc to acquire enough to eat in order to live and if they do not they starve.  It is often these "weaklings" which have effectively been abandoned by their fellows that most other races encounter.  These orcs are especially dangerous being hungry, desperate, and driven to raid outside orc territory or die trying.  Success means their survival and an expansion of orcish territory; failure harms the orcs not at all, for if the raiders hadn't died on the raid they would have only starved to death at home.

Regardless of the advancement of society, Females tend to equal only half that of the male population.  Females trap small game, gather food, and perform many other functions including occupying a role as healer.  Orc females hold a distinction as breeding material by being capable of birthing not only standard orcs, but also 10% of the time their offspring may receive the generic code of an ogre.  Ogres born of an orc female may be either male or female.  Orcs and Ogres are likewise genetically compatible to interbreed.  

Young typically number approximately 200% of the female population.  Young are treated as little better (or sometimes worse) than domesticated animals until they prove themselves to their peers.  This proof is directly related to showing that the tribe as a group is stronger with that individual than without him.

Every able-bodied male is both hunter and warrior.  

Outcasts are those adult orc that are not able to prove their worth to the group.  Their addition to the group actually would weaken the group for one reason or another.  These individuals must fend for themselves until or unless they can find another orc(s) that finds their inclusion beneficial.  It is these orcs that most often prey on other races bordering orc land, as they must leave orc territory in order to survive.

Ogres commonly are found with orcs in numbers equaling 10% of the adult male orc population.

Slaves are former opponents who have proven to their captors that allowing them to live is beneficial to the group.  Slaves will generally be killed if they fail to live up to this arrangement.  Note that orcs will not enslave any individual who in any way appears to be able to cause harm to them, these dangerous captives will simply be killed.  Slaves tend to be equal in number to 0%-50% of the adult male population.

Capital & Commodities 

Orcs are not by nature merchants or traders however they do have an assortment of valuable goods that they generate.  As hunters they tend to acquire furs and leather goods as well as some natural magic gathered from animals.  It is also common for them to roughly mine and therefore possess quantities of poorly refined or raw metals and minerals.  They do value service and human capital is a concept the readily understand.

Technology (stone/bronze/iron/steel/mithral) 

Orcs have a widespread use of metal tools and weapons.  The least developed group of orcs tends to be quite familiar with bronze, and iron use is common among their tribes.  They happily use steel if they can take it from another culture, but it is rare that orcish technology advances to steel on its own.

Magic (none/superstition/natural/synthesized/low-lv/ common items/mid-lv/unique items/hi-lv/artifact) 

While innately suited towards the life of warrior, orcs have little grasp or appreciation for magic.  Orcs tend towards having no magic in their society and little superstition related to its use.  It's just nothing worth their time generally speaking, beyond a few basic useful natural magics.

Offensive Tactics

Emphasis is placed on individual combat skill and prowess in orcish combat tactics.  Formations and unit movement are basically non-existent.  Instead of organized formations orcs seek out individual combats on the field of battle relying only on themselves and the strength of their weapons.  This also emphases the use of large heavy weapons like battle axes, pole arms/spears, two handed swords or other weapons which tend to require more space to utilize than is customarily available in a unit formation.  

Defenses (none/militia/warrior/fort/castle) 

Dwelling as they generally do in hostile environments, it is common for orcs to construct their buildings, villages, and towns of mud brick in shallow trenches or pits with only the entrances or watch towers, occasional low buildings and earthworks being above ground.  

This of course has several advantages. Obviously it protects the orcs from even hurricane force winds or tornados. Being primarily underground the interior temperature of such a building is also well regulated regardless of weather outside. It is cheap and easy to build and maintain, and it provides excellent protection and concealment even in a relatively barren environment.  Given that most orcish settlements are located in drier climates, the moister sometimes even wet (depending on the water table) conditions of these structures are additional advantages.

Note that although their homes are commonly below ground Orcs do not qualify as subterranean in this situation.

Taxes, Tariffs & Tithes

The concept of taxation is well developed among the orcs. Each member of a group must not only earn his place in a tribe but pays for the privilege.  For exceptional orcs like leaders and shamans are required to contribute to the tribes coffers as much or more than a common orc, though they do tend to exercise a much higher degree of control over the common distribution and use of tribal wealth as their voices count so greatly in the group decision making process.

In a similar fashion, each tribe pays for the privilege, as yet another way of showing their worth, to be citizens of an orcish kingdom.  This method of paying for the privilege of inclusion is even seen in the tithing performed for orcish deities as a way of paying homage and earning the privilege of being a member of that deity’s followers.

Cycle of activity (day, night, anytime)

In extremely hot climates, orcs tend towards nocturnal activities as a means of escaping the worst of the present weather.  In extremely cold climes, orcs favor daylight activity as a means of taking maximum advantage of the sun’s warmth.  The more moderate the climate the more likely that orcs will be active in both day and night.

Food

Although orcs are omnivorous, in the exceedingly barren environments, which normally constitute the core of their territories, there is noticeable lack of vegetation leaving orcs to gain most of their nutrients from meat.  Again, as vegetation is scarce in these locations, most animal life gains its food from either the sea or other body of water (river, lake, etc…).  This includes not only fish and crustaceans but also marine mammals like seals, walruses, even whales and dolphins if the opportunity occurs.  Small numbers of domesticated of available herd animals may also be used to supplement and vary their diet with milk, cheese, and meat.

Social order (distribution of wealth, castes, responsibilities, hunting male vs gathering female)

Power and status for an orc are directly related to not only his personal strengths but even more importantly to the strengths of those groups to which he belongs.  To this end no orc will suffer the handicap of association with another that is not at least able to pull their own weight.  In fact no orc will willingly associate with another if the association is not at least beneficial to him.  This leads to strong groups being very influential and desirable to be associated with or joined.  Weak groups are ostracized and left to fend for themselves.  Of course if they succeed and prosper, groups previously perceived as weak will be welcomed with no hard feelings on either side.

Marriage and Family

For orcs marriage and family are seen as extension of interaction within their cliques.  Mating privileges extend only when both partners see the value.  Young are not seen as valuable until they mature sufficiently to prove their worth.

Civilization (barbaric, tribal, nomadic ...) 

Orcs are tribal and territorial.  Most nomadic orcs are outcasts seeking to expand orcish territory in order to have a home.

Orcish defensive tactics are best represented by historic comparison to those employed during the American Civil War and World War I.  Giant hurled boulders make a useful crosswalk to artillery of the day.  In certain environments significant societal and combat comparisons can be made to the Vikings or Mongols depending on the prevailing environment.

Law (anarchy/.../martial) & Crime rate (% chance of being victim) 

Orcs live by a code of might makes right.  Serious crimes in an orcish community involve failing to live up to the responsibilities and trusts bestowed upon an individual as part of a group.  Lesser crimes involve cheating or deception, which artificially represent or mislead another especially when used to increase an orcs prestige or success beyond that which they deserve from raw merit.  Living within a community, which punishes falsehood and deception has generated a culture with little or no social niceties, white lies, or even double entendres.  Orcs never censor what they think before they speak.  This straightforward attitude orcs have, frequently is misconstrued by other races leading them to believe that orcs are “rude, crude, crass, and generally obnoxious”.

Alignment (lawful/neutral/chaotic, good/neutral/evil) 

Orcs are Neutral Evil (with Lawful Tendencies); as such they respect authority and often seek group environments and structure as they see such situations as being most beneficial to themselves.  Since primary emphasis for orcs is to benefit their own selves and secondarily it is seen that working within the system of a strong social structure is the correct path to that end, there are built in mechanisms for personal growth and advancement within their society.  By proving themselves they have an upward mobility of association and status.

Neighbors

Orcs make for poor neighbors to any who are not strong enough to deter their ambitions for expanding their territory.  Orc tribes will always seek to expand their territory at the expense of those too weak to hold it.  Outcast orcs seeking to survive anyway they can will often create numerous incidents even if the local established tribes are relatively controlled by the presence of strength.

Non-Weapon Proficiencies

Orcs are natural fighters and most skills related to combat or survival comes readily to them.  They are not generally fond of mounted combat or missile weapons and these are unusual skills for them to have, though plains or steppe tribes may be master these skills.

Knowledge based NWPs related to “common sense” areas or traditional lore (i.e., weather sense, plant lore, herbalist, etc…) is common but certainly are not universal skills.

The social culture of orcs makes virtually any traditional social skill, area of knowledge in magic, or thieving skill difficult for them to become competent in.

Appendix A:  

MMI, FF, MMII or issue as appropriate with stats and info

	
	Orc
	Ogre
	Hill Giant

	Frequency:
	Common
	Common
	Common

	No. Appearing:
	30-300
	2-20
	1-10

	Armor Class:
	6
	5
	4

	Move:
	9''
	9''
	12''

	Hit Dice:
	1
	4+1
	8+1 to 2 hp

	% in Lair:
	35%
	20%
	25%

	Treasure Type:
	Individuals L; C, O, Q (x10), S in Lair
	Individuals M (x10); Q, B, S in Lair
	D

	No. of Attacks:
	1
	1
	1

	Damage/Attack:
	1-8 or by weapon type
	1-10 or by weapon
	2-16

	Special Attacks:
	Nil
	Nil
	Hurling rocks for 2-16

	Special Defenses:
	Nil
	Nil
	Nil

	Magic Resistance:
	Standard
	Standard
	Standard

	Intelligence:
	Average (low)
	Low
	Low

	Alignment:
	Lawful Evil
	Lawful Evil
	Lawful Evil

	Size:
	M (6' + Tall)
	L (9' + Tall)
	L (10.5' Tall)

	Psionic Ability:
	Nil MMI
	Nil MMI
	Nil MMI


Optional statistics for leaders or special characters Orc/Ogre/Hill Giant

	Cleric
	Druid
	Fighter
	Paladin

	5/3/7
	No/No/No
	10/10/10
	No/No/No

	Ranger
	Magic-User
	Thief
	Assassin

	No/No/No
	4/2/2
	Unlimited/No/No
	Unlimited/12/12

	Listed limitations may be used in place of listed information for 'leaders' or other 'special' individuals typical of this culture if the individuals are determined by the DM to be advanceable.



	Exceptional or unique figures, equaling <1% of a population, are not restricted to these limitations.


Racial Attributes

	Race
	Str
	Int
	Wis
	Con
	Dex
	Chr

	Orc
	6-18
	3-17
	3-14
	13-19
	3-17
	3-12 (3-16 to Orcs/Ogres)

	Ogre
	17-191
	3-12
	3-12
	15-19
	3-17
	3-12 (3-16 to Orcs/Ogres)


1  Approximately 10% of Ogres will achieve strength of 19.  These enormous individuals are termed Hill Giants.  They are identical in all ways and habits to other ogre except in size and strength.

Orcs have an average/normal range of ability scores as follows:

· Strength:  average 12, with a normal range of 10-14.

· Intelligence:  average 8, with a normal range of 5-10.

· Wisdom:  average 8, with a normal range of 5-10.

· Constitution: average of 16, with a normal range of 15-18.

· Dexterity:  average of 10, with a normal range of 8-12.

· Charisma:  average of 8, with a normal range of 8-10 (to humans) or 11, with a normal range of 11-12 (to orcs).

Ogres have an average/normal range of ability scores as follows:

· Strength:  average 18, with a normal range of 17-18/00.

· Intelligence:  average 6, with a normal range of 5-7.

· Wisdom:  average 7, with a normal range of 5-10.

· Constitution: average of 18, with a normal range of 17-19.

· Dexterity:  average of 8, with a normal range of 5-10.

· Charisma:  average of 6, with a normal range of 5-7 (to humans) or 12, with a range of 11-14 (to orcs & ogres).

Height, weight, age

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Half-Orc
	66"
	1-4
	1-4
	62"
	1-3
	1-3

	Orc*
	76”
	1-12
	1-6
	72”
	1-10
	1-6

	Ogre
	108"
	 3-12
	1-6
	102"
	2-8
	1-4

	Hill Giant
	126”
	3-12
	1-6
	120”
	2-8
	1-4


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Half-Orc
	150 lbs
	2-16
	4-40
	120 lbs
	3-18
	4-32

	Orc
	200 lbs
	5-60
	5-30
	150 lbs
	5-40
	5-20

	Ogre
	630 lbs
	5-50
	2-20
	600 lbs
	4-40
	1-12

	Hill Giant
	1000 lbs
	10-100
	5-50
	975 lbs
	10-80
	4-40


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Half-orc
	12-15
	16-30
	31-45
	46-60
	61-80

	Orc
	8-10
	11-20
	21-30
	31-40
	41-55

	Ogre/Hill Giant
	14-20
	21-40
	41-60
	61-90
	91-120


Appendix B:  GODS OF THE ORCS

This is the tale the shamans tell, in the camps of the orcs when the night is deep on the world and dawn is far away: 

In the beginning all the gods met and drew lots for the parts of the world in which their representative races would dwell. The human gods drew the lot that allowed humans to dwell where they pleased, in any environment. The elven gods drew the green forests, the dwarven gods drew the high mountains, the gnomish gods the rocky, sunlit hills, and the halfling gods picked the lot that gave them the fields and meadows. Then the assembled gods turned to the orcish gods and laughed loud and long. “All the lots are taken!” they said tauntingly. “Where will your people dwell, One-Eye? There is no place left!” 

There was silence upon the world then, as Gruumsh One-Eye lifted his great iron spear and stretched it forth over the world. The shaft blotted out the sun over a great part of the lands as he spoke: “No. You lie. You have rigged the drawing of the lots, hoping to cheat me and my followers. But One-Eye never sleeps; One-Eye sees all. There is a place for orcs to dwell . . . here!” With that, Gruumsh struck the forests with his spear, and a part of them withered with rot. “And here!” he bellowed, and his spear pierced the mountains, opening mighty rifts and chasms. “And here!” and the spearhead split the hills and made them shake and covered them in dust. “And here!” and the black spear gouged the meadows, and made them barren. 

“There!” roared He- Who-Watches triumphantly, and his voice carried to the ends of the world. “There is where the orcs shall dwell! There they shall survive, and multiply, and grow stronger, and a day shall come when they cover the world, and shall slay all of your collected peoples! Orcs shall inherit the world you sought to cheat me of!” 

In this way, say the shamans, did the orcs come into the world, and thus did Gruumsh predict the coming time when orcs will rule alone. This is why orcs make war, ceaseless and endless: war for the wrath of Gruumsh. 

The shamans tell other tales, too, that shed light on why things are as they are in the world. Shamans tell of the battle between Corellon Larethian (the chief elven god, whom the shamans call The Big Fairy) and Gruumsh, in which Corellon tried to shoot out Gruumsh’s eye (sacrilege!) with his bow, but failed of course. It is not considered important that Gruumsh started the fight by trying to paralyze the elven god with his spear; the shamans say Corellon deserved it for not being properly deferential. Because of this battle, orcs of all sects and cults hate elves over all other non-orc races. 

The shamans’ tales of the battles between the dwarven gods and the orcish gods for ownership of the mountains would weary the most ardent listener. The orcs are drawn to the mountains by their brutal majesty and stark barrenness, while dwarves love mountains for their isolation and beauty, and for the ores that lie beneath them. 

Many have also heard of the eternal battles on the plains of Hell between the goblins and orcs, each side led by their respective gods. No matter how much noise the orcs of this world make about joining their forces with the other humanoids, all orcs are aware that there will be room for one race in the end . . . and it will not be the goblins, the ogres, or any of the rest.

The division of orcs into separate tribes (Evil Eye, Death Moon, Broken Bone, etc.) is usually made along cult lines. The tribal symbol is the holy symbol of the orcish god the tribe holds as its patron. Each patron god seeks to make his followers more powerful than those of the others, since their own power derives from the relative power and might of their worshipers. 

There are a large number of orcish gods, representing such spheres of interests as strength, swordsmanship, military power, the night, death, fertility, hunting, and so forth. Each of them is part of a rigid chain of command with Gruumsh at the top. The relative positions of the gods in the hierarchy varies depending on the shaman doing the telling, as they all seek to emphasize the power and glory of their own deity, sometimes almost to the exclusion of mention of Gruumsh himself.

Warfare between tribes is actually encouraged to some extent by the orcish gods, who believe that this is the best way of eliminating the unfit and weak, and promoting the survival and growth of the strong. No attention is paid to the thought that it might also waste the best fighters’ talents, which might have been better directed against non-orc foes. 

A minor cult has been noted, representing the only known orcish religion that doesn’t emphasize violence or warfare. Probably less than a hundred orcs belong to this sect, and most sages doubt that the being they worship is even a true god. It appears to have been started when a orc discovered an ancient picture of a female orc, reputedly the most beautiful of her race ever known. This orc and his followers worship the picture and bring it sacrifices of flowers, jewels, and candies. Only time will tell whether they worship a true goddess or just a picture; whether they shall fade away with time, or whether the orcs will someday all follow the ways of the mysterious goddess known as “Mispigie.”

Following are descriptions of five of the most powerful orcish gods besides Gruumsh, who is represented in the DEITIES & DEMIGODS™ Cyclopedia. Any use of the word “cleric” in these descriptions, when referring to those who use clerical spells granted by these gods, also includes shamans and witch doctors, as described in the AD&D™ Dungeon Masters Guide, unless otherwise stated.

Gruumsh
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Greater god

ARMOR CLASS: -1

MOVE: 12”

HIT POINTS: 350

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 3-30 (+10)

SPECIAL ATTACKS: Paralysis

SPECIAL DEFENSES: +3 or better weapon to hit;

MAGIC RESISTANCE: 75%

SIZE: L (10’ tall)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil (orcs)
SYMBOL: Unwinking eye

PLANE: Gehenna

CLERIC/DRUID: 15th level cleric using only destructive spells
FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: 6th level magic user
THIEF/ASSASSIN: 8th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: V

S: 22 (+4, +10) I: 19 W: 18 D: 23 C: 24 CH: 8 (25 to orcs)

The orcs have many gods, but their leader is Gruumsh.  His name is never spoken by non-shaman orcs, who refer to him as He-Who-Watches or He-Who-Never-Sleeps.  Guumsh’s symbol is a great unwinking eye, which represents the belief that Gruumsh watches each and every orc and judges him fit or unfit.  Gruumsh himself has but one large eye in the center of his forehead.  He appears as a huge orcish humanoid wearing gleaming black plate mail, holding a flaming torch in one hand and a great iron spear in the other.  This spear is a +5 weapon that strikes for 3-30 points of damage plus paralysis (save at –4).

The orcs say that Gruumsh commands a mighty army of spirit-orcs in Hell, and these war continuously with a similar army of spirit-goblins controlled by Maglubiyet.  The orcs always defeat the goblins, but the goblin spirits always re-form to start the battle again.

To become a shaman of Gruumsh, an orc must pluck out his own let eye.  The proper worship of Gruumsh requires blood in large quantities, preferably blood from a human or demi-human race (elves are best of all).  Orcish shamans range up to the 5th level ability.

Shargaas
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Lesser god

ARMOR CLASS: 2

MOVE: 18”

HIT POINTS: 265

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 3-30 (+8)

SPECIAL ATTACKS: Ambush

SPECIAL DEFENSES: +2 or better weapon to hit; hiding; blindness

MAGIC RESISTANCE: 65%

SIZE: L (8’ tall)

ALIGNMENT: Neutral evil

WORSHIPER’S ALIGN: Thieves, assassins, and those who do evil by darkness (orcs and half-orcs)

SYMBOL: Red crescent moon with red skull between the horns

PLANE: Gehenna

CLERIC/DRUID: Nil

FIGHTER: As 10 HD monster

MAGIC-USER/ILLUSIONIST: 7th level illusionist

THIEF/ASSASSIN: 16th level thief/15th level assassin

MONK/BARD: 10th level monk

PSIONIC ABILITY: IV

S: 20 (+3, +8) I: 19 W: 15 D: 24 C: 19 CH: 7 (24 to orcs)

Shargaas the Night Lord lives in a tremendous cavern system below the fiery plain of one of the levels of Gehenna. It is said that his caves extend infinitely, and are darker than the blackest night. There no creature has sight but Shargaas himself and his orcish spirit servants. Shargaas, though blinded completely by light from the sun, can see perfectly well in darkness out to a range of a mile or more. He can also climb any surface, even perfectly smooth ones, without slipping. In the days when he is said to have walked upon the earth, Shargaas could also hide himself and his followers so well that no mortal could detect his ambushes or lairs. 

As might be expected, orcish bandits and half-orc thieves hold Shargaas as their patron, as do other regular orc tribes. Clerics of Shargaas are multiclassed (cleric/thieves or cleric/assassins) if they are half-orcs; it is rumored that even orcish shamans and witch doctors have some small degree of thieving or assassination skill (probably some 5-30% success at one or two abilities like hiding in shadows, picking pockets, or assassination from surprise). The major religious holidays in the worship of Shargaas are the times of the new moon, when the sky is dark and cloudy. 

Yurtrus
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Lesser god

ARMOR CLASS: 0

MOVE: 6”

HIT POINTS: 303

NO. OF ATTACKS: 2

DAMAGE/ATTACK: See below

SPECIAL ATTACKS: Disease

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 75%

SIZE: L (12’ tall)

ALIGNMENT: Neutral evil (lawful tendencies)

WORSHIPER’S ALIGN: Assassins and those who worship or profit from death (orcs and half-orcs)

SYMBOL: White hand on dark background

PLANE: Gehenna

CLERIC/DRUID: 15th level cleric (destructive spells only)

FIGHTER: As 13 HD monster

MAGIC-USER/ILLUSIONIST: See below/Nil

THIEF/ASSASSIN: 15th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 18 (+1, +2) I: 18 W: 11 D: 10 C: 17 CH: -4

Yurtrus the White Handed is the terrifying orcish god of death and disease. He appears as a huge, vaguely orcish giant covered with peeling, rotting green flesh; his hands, however, appear completely normal except for being chalk white in color. Yurtrus has no mouth and doesn’t communicate; the orcs have a way of saying “when White-Hands speaks” when they mean “never.” 

Yurtrus is surrounded by a huge envelope of stinking gases out to 120’; any mortal beings within this radius are affected as follows: Those up to and including 4 HD/levels as if struck by Dust of Sneezing and Choking, those up to 8 HD/levels as if struck by a Symbol of Pain, and those of higher levels suffer a -2 “to hit” with no saving throw. All effects last while anyone stays within the cloud of gas. 

Yurtrus, in addition to his clerical spells, uses all death-magic spells of 18th level magic-users. He may try to touch his victims instead of using his spells; any being he strikes loses 3-12 hit points and will catch 1-4 random diseases as well (use the listings in the Dungeon Masters Guide). The loss of hit points will be permanent unless recovered by a Wish spell, on a one-wish-per-hit-point basis. 

The clerics of Yurtrus wear pale white gloves made from the skins of non-orcish humanoids, humans, or demihumans, during their ceremonies. They wear thin armor (equivalent to cloth) woven of the same materials. In combat they use maces with the weapon’s head made in the shape of a white fist. When plague or disease strike the orcs, the clerics of Yurtrus appeal to him for an end to the illness with great sacrifices of prisoners and slaves. 

Multiverse Notes:

Orcs that succumb to natural deaths – starvation, old age, disease – would be considered by orcs to have been killed “easily” if not for Yurtrus.  Those orcs find a special place in orcish society upon the end of their natural lives – becoming zombies, or for those that had distinguished themselves (i.e., level types), mummies.  They then hover at the periphery of orcish culture, virtually ignored, until they are killed through combat so they too can claim to not have died easily.
Bahgtru
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Lesser god

ARMOR CLASS: 1

MOVE: 9”

HIT POINTS: 340

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 10-60 (+15)

SPECIAL ATTACKS: Grapple

SPECIAL DEFENSES: +2 or better weapon to hit; see below

MAGIC RESISTANCE: 35%

SIZE: L (16’ tall)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil warriors (Ogres and half-ogres)

SYMBOL: Broken thigh bone

PLANE: Gehenna

CLERIC/DRUID: Nil

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: 6th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S: 25 (+7, +14) I: 6 W: 6 D: 18 C: 25 CH: 5 (22 to orcs)

Bahgtru is the son of Gruumsh and Luthic the Cave Mother. Though scorned and derided for his stupidity and lack of self-will, no one says ill of his awesome might. Other orcish gods call upon him for assistance; he is obedient, though his incredible strength always exceeds the expectations of others, and he may accidentally (?) cause harm to those who command his services, especially if they fail to give him some respect. 

It is said that Bahgtru once fought a tremendous reptilian monster from another world, and slew it barehanded by breaking all of its legs. His symbol is derived from this epic battle. Since this, Bahgtru has never been known to use weapons or armor of any usual kind. He wears little other than a great pair of cesti, or gauntlets, studded with steel rivets, with which to beat his victims flat. 

Bahgtru is a huge, incredibly muscular orc with dirty tan skin and dull green eyes; his tusks, protruding from either side of his mouth, are glistening white from gnawing on bones. If Baghtru attacks and rolls a number 4 or more over what he needs to hit with both hands, he has grappled his opponent and will crush for 10-120 points of damage per round thereafter, without rolling again to hit. His skin is so thick and tough that blunt weapons do only one point of damage to him before they bounce off. 

Clerics of Bahgtru must have a minimum strength of 16, and must keep themselves physically fit. They cannot wear armor, but may use weapons as they choose. Those clerics who lose their required strength lose their other powers as well, and will have their spirits crushed in Bahgtru’s fists in the afterlife. Stronger clerics of this cult may help weaker clerics along to the next plane, usually without the latter’s permission. 

Ilneval
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Lesser god

ARMOR CLASS: -1

MOVE: 12”

HIT POINTS: 331

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 6-36 (+11)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Immune to missile weapons; +1 or better weapon to hit

MAGIC RESISTANCE: 55%

SIZE: L (9’ tall)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil warriors (orcs and half-orcs)

SYMBOL: Bloodied broadsword

PLANE: Gehenna

CLERIC/DRUID: 8th level cleric

FIGHTER: As 15 HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: 14th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S:23 (+5,+11) I:17 W:14 D:20 C: 23 CH: 8 (25 to orcs)

When Gruumsh does not have time to command his armies in Hell, he turns the job over to his chief lieutenant, Ilneval, master of command and strategy (next to Gruumsh, of course). Ilneval is the symbol of the leader type, the one who plunges into battle with nothing but victory and destruction on his mind. It is hinted that Ilneval covets Gruumsh’s position as the chief god of the orcs; he has been said to have deposed one or two other orcish gods, relegating them to lesser status, in his climb to power. 

Ilneval is more of a “captain’s god” than a god of the common orcish soldier; Gruumsh is preferred by chieftains and orcish kings, and Bahgtru by common warriors. Though Gruumsh does not trust Ilneval, He-Who-Never-Sleeps has Bahgtru on his side, and this relieves some of his concerns. 

Ilneval wears a suit of red iron chainmail, and wields a sword that slays all non-orcs it strikes (save vs. death at -6). He cannot be touched by missile weapons because of his armor’s magical powers, and is immune to non-magical weapons as well. He appears to be a very war-wise and confident being; his face and arms are heavily scarred from the many battles he’s fought, but the scars only increase his appeal to his orcish followers. 

The clerics of Ilneval, if half-orcs, use broadswords as weapons and are multiclassed cleric/fighters. Clerics of all sorts (orcs and half-orcs) wear red metallic armor, and are expected to be good military leaders as well as good clerics.

Multiverse Notes:

Ilneval may best be placed as Lawful Good (respective to the good of Orcs) to better distinguish him from Gruumsh.

Luthic
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Lesser goddess

ARMOR CLASS: 3

MOVE: 15” (12”)

HIT POINTS: 287

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 5-20 (+7)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Regeneration

MAGIC RESISTANCE: 80%

SIZE: L (8½’ tall)

ALIGNMENT: Lawful evil (neutral tendencies)

WORSHIPER’S ALIGN: Females (orcs and half-orcs), and those who need healing or sanctuary

SYMBOL: Cave entrance rune

PLANE: Gehenna

CLERIC/DRUID: 15th level cleric

FIGHTER: As 12 HD monster

MAGIC-USER/ILLUSIONIST: 12th level in each

THIEF/ASSASSIN: 6th level in each

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S:19 (+3,+7) I: 18 W: 19 D: 14 C: 20 CH: 12 (25 to orcs)

Luthic governs several spheres. She is the goddess of female orcs, orcish fertility (more so for females; Gruumsh is the male fertility god), caves and caverns (which she digs herself), servitude (as she serves Gruumsh), and primitive medicine, and she helps restore orcish morale. 

Luthic is the deity closest to Bahgtru, her son, and he will follow her commands over all others’, even those of Gruumsh. Other orcish gods and goddesses fear her great claws, which are so strong they can tunnel through solid rock. Orcish clerics call her the Cave Mother and conduct her services underground. Though she represents female orcs, she is worshipped by males as well for her ferocity and her healing powers. 

Luthic appears as a huge female orc who wears no armor, but has unbreakable black claws four feet long. Her hair and eyes are dull black and her skin is dark brown with a medium brown on the nose and ears. When in contact with the ground, she regenerates 3 hit points per round. 

In addition to her normal attacks, Luthic may use magical spells to undo her opponents. And if she hears anyone abuse her name, orc or non-orc alike, she may (25% chance) choose to render that being susceptible to any disease, so that the next time the victim catches even the most minor of ailments, it will prove fatal within 2-7 days. Only the power of three Wish spells applied while the victim is still alive can unwork this curse. 

Orcs who follow her worship sometimes rub dirt on themselves to ensure they will have many children, and clerics use earth in casting curative spells (though this is purely a symbolic gesture and not a true material component of the spell). Luthic’s worship is one of the few that allow male and female orcs to become clerics; nearly all of the other deities permit male clerics only. Orcs in her tribe (Vile Rune) generally dwell underground, and seem to commit fewer raids against other creatures, though they are especially fierce if their lair is threatened. Orcs guarding clerics of Luthic gain a +2 bonus “to hit” from their ferocity and madness, but this also causes a -2 penalty to their armor classes at the same time.

CLERICAL QUICK REFERENCE CHART

	Deity
	Sphere of Control
	Animal
	Raiment Head
	Raiment Body
	Color(s)
	Holy Days
	Sacrifice/ Propitiation Frequency
	Sacrifice/ Propitiation Form
	Place of Worship

	Gruumsh
	
	
	
	
	
	
	
	
	

	Bahgtru
	Strength
	Ox
	Bare
	Loincloth
	N/a
	Battle days
	Before battle
	Bones of enemies
	Battlefield



	Shargaas
	Night, thieves
	Bat
	Leather cap
	Leather armor
	Red & black
	New moon
	Monthly
	Stolen items
	Anywhere

	llneval
	Warriors
	N/a
	Red metal helmet
	Red metal armor
	Red
	Battle days
	Before and after battle
	Blood and weapons
	Anywhere

	Yurtrus
	Death, plague
	Skeleton
	Bare
	Skins
	White
	Full moon
	Monthly
	Living sacrifices
	Underground crypts

	Luthic
	Caves, healing, females
	Cave bear
	Fur cap
	Leather armor
	Brown & black
	Mid-winter’s day
	Yearly
	Treasures
	Cave halls


Clerics, shamans, and witch doctors occupy very important positions within their tribes, and are counted on to give advice to tribal chieftains on matters of warfare and inter-tribal relations. It is not uncommon for such clerics to inherit the position of chieftain themselves and govern the orcs directly. In either case, they should have a retinue of guards equal to that of a major orcish chieftain or king; see the Monster Manual for details.

Grolantor

Lesser god

ARMOR CLASS: 0

MOVE: 21”

HIT POINTS: 259

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 4-40 +14 each (strength bonus)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 45%

SIZE: L (25’ tall)

ALIGNMENT: Chaotic Evil

WORSHIPPERS’ ALIGNMENT: Chaotic Evil (Hill Giants)

SYMBOL: Wooden Club

PLANE: Tarterus

CLERIC/DRUID: 10th level cleric

FIGHTER: As 16+ HD Monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 25 (+7/+14) I: 14 W: l0 D: 19 C: 20 CH: 16

Grolantor appears to be a huge and powerful hill giant.  He wields a huge club named Dwarfcrusher that hits for 4-40 points of damage, and he usually wears several belts of woven dwarf beards.  

Grolantor’s creed is persecution of all inferior races (i.e., all those smaller than hill giants).  Hill giant shamans will refuse to admit that other giants are actually larger than they, preferring to think of them as equals.  Hill giant shamans range up to the 7th level of clerical ability.

Ettins also worship Grolantor, though in a slightly different (two-headed) aspect.  However, this does not necessarily make them friendly toward hill giants.  Despite (or perhaps because of) their two heads ettins are less wise than giants and cannot become greater than 3rd level shamans.

Skoraeus Stonebones

Lesser god

ARMOR CLASS: 0

MOVE: 15”

HIT POINTS: 380

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 6-60/6-60

SPECIAL ATTACKS: Earthquake

SPECIAL DEFENSES: Regeneration, +2 or better weapon to hit

MAGIC RESISTANCE: 50%

SIZE: L (30’ tall)

ALIGNMENT: Neutral

WORSHIPPERS’ ALIGNMENT: Neutral (Stone Giants)

SYMBOL: Stalactite

PLANE: Prime Material Plane

CLERIC/DRUID: 15th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: 12th level magic user

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 25 (+7/+14) I: 19 W: 20 D: 19 C: 25 CH: 17

Skoraeus is the Living Rock, a huge granite humanoid who lies at the heart of the world.  He knows everything that happens in areas touching rock by listening to the vibrations that are carried to him.

Stonebones will never venture above ground, and he cannot even be gated there.  While touching raw stone, he regenerates 5 hit points per round.  He can strike with his fists for 6-60 points of damage each.  Skoraeus can cast one earthquake spell per round, at 30th level of ability.  He can also instantly summon 2-20 stone giants to his aid.

Stone giant shamans cultivate an attitude of indifference and aloofness.  It is their belief that the doings of other lesser mortals have little influence upon the affairs of stone giants.  They regard both law and chaos with suspicion, and are inclined to repulse the overtures of either.  Stone giant shamans can attain the 7th level of clerical ability.

Appendix C:  Supplementary information, if any, which may be used to assist in understanding the race as presented.

PH description

Half-Orcs:  

Orcs are fecund and create many crossbreeds, most of the offspring of such being typically orcish.  However, some one-tenth of orc-human mongrels are sufficiently non-orcish to pass for human.  Complete details of orcs and crossbreeds will be found under the heading Orc in Advanced Dungeons and Dragons Monster Manual.

As it is assumed that player characters that are of half-orc race are within the superior 10%, they have certain advantages.  A half-orc character can become a cleric (maximum of 4th level), a fighter (maximum 10th level), a thief (maximum of 8th level), or an assassin.  It is also possible for a half-orc character to operate in two classes at the same time: cleric/fighter, cleric/thief, cleric/assassin, fighter/thief, or fighter/assassin.  When playing a multi-classed character, the half-orc must abide by the restrictions of the least favorable class with regard only to armor.  All earned experience is always divided equally between the player’s two classes, even though the character might no longer be able to progress upwards in one of the two classes. (See character classes for more information regarding this subject).

Half-orc characters are able to speak the “common tongue” of humanity, their alignment language, and orcish as well.  These characters are able to learn a maximum of two additional languages.

Half-orcs have infravision, so that they can detect varying degrees of heat radiation up to 60’ distant in the dark.

As has been shown before, half-orc characters have bonuses of +1 to both their strength and constitution scores initially rolled, but they must subtract a charisma penalty of –2.  Note that this penalty is in regard to those non-player character henchmen who are not themselves of half-orc race, so the initial, unaltered, charisma should be recorded.

EXCERPT FROM THE DMG:

Half-orcs are boors.  They are rude, crude, crass, and generally obnoxious.  Because most are cowardly they tend to be bullies and cruel to the weak, but they will quickly knuckle under to the stronger.  This does not mean that all half-orcs are horrid, only most of them.  It neither means that they are necessarily stupid nor incapable.  They will always seek to gain the upper hand and dominate those around them so as to be able to exercise their natural tendencies; half-orcs are greedy too.  They can, of course favor their human parent more than their orcish one.

Phil’s opinion is that this is highly biased anti-orc propaganda and is for the most part of little or no value other than perhaps as a guide to how other races prefer to see orcs.

 HALF-ORCS
By Roger Moore

Half-orcs, as everyone knows, are what you get when you cross orcs and humans. They are not uncommon in the world of the AD&D™ game, and they do not enjoy good reputations among most populations. One well-known authority describes most half-orcs as “rude, crude, crass, and generally obnoxious.” 

Why do half-orcs seem to turn out this way? What makes them tick? 

To better understand half-orcs, one needs to understand the non-human aspect of their nature. Orcs are probably the most common sort of humanoid creatures. They vary widely in physical appearance, but generally seem to retain a vaguely human look, tinged with a hint of something . . . else. 

In nearly all orcish societies, the social philosophy is the same. Orcs are the ultimate social Darwinists; only the strong and the clever survive, and the strongest and cleverest orcs are the ones who manage to reach the upper social levels of their cultures: Orcs have no respect for those weaker than themselves, and are quick to step-and-fetch for those stronger than they. They distrust all overtures of friendship and love, seeing these as a cover for other, baser intentions; if they discover feelings of friendship to be quite genuine, they immediately attempt to manipulate events to take the best advantage of them and gain the upper hand.

Orcs are like this because of the influence of their deities (discussed in the companion article to this one) and because of their own past. Sages have uncovered much evidence showing that orcs developed in regions generally hostile to life; survival was difficult, and only if a group worked closely together could it hope to collect enough food to get even a part of its numbers through the year. While the group would have to work together to collect food, distributing it was another matter. The strongest orcs got the most food, and the weakest ones got none at all. (They were probably going to die anyway, right?) 

The very toughest orcs managed to receive more than just the bare minimum of nourishment, enough to make life more comfortable for them and give them a certain degree of personal security. This also gave them the chance to explore more intellectual occupations than food gathering, like figuring out how to get more food and living space. The easiest opportunity to be realized was to take food and/or living space away from other folks, and these other folks were usually other orcs. Intertribal competition became fierce, and over the centuries many of these conflicts have “evolved” into what seem to be eternal states of war between various tribes. 

Orcs are nocturnal by nature. They prefer to catch prey when it is asleep and less able to escape. Orcs have done this for so long they’ve developed infravision, the ability to see living objects in darkness by their body heat. The development of infravision was assisted by the orcish habit of living in caves for protection.

Orcs tend to live in wilderness areas where the sky is heavily overcast and direct sunlight is non-existent or rare at best. In magical universes such regions are frequently found, their twilight perpetually maintained by the forces of magic cast by mortal or godling. In these places orcs will be much more active than is customary in the daytime, even to the point of conducting raids and hunting, but it is at night when orcs really become dangerous.

Though such lives of hard work and danger have made most orcs rather strong and tough constitutionally, the race has a short lifespan. A 40-year-old orc has reached the virtual end of its natural life; the average orc lives for 12 to 26 years. As might be expected, orcs have a very high rate of reproduction, but their infant mortality rate is quite high, too. Barely one orcish child in three will see adulthood, and fewer still will see old age. None of this is any surprise to non-orcs who have made even the briefest study of the race. But what shocks the casual observer is the degree of acceptance, even preference, orcs express for this situation. “How could we feed so many hungry little mouths?” retorted one orc prisoner to a curious paladin. “If you have lots of brats and some of them die, so what? They were the weakest . . . the strongest ones will live and work for you, make you proud of their strength. Who wants weak sons? Your enemies will kill you in your sleep if they see you are protected by weaklings.” 

As can be inferred from the above comments, orcs prefer male children. Though females are born only slightly less often than males, much fewer of the females survive to adulthood. Other demi-human races with sexual imbalances have that property because of natural reasons; orcs (and certain other humanoids as well), however, are more likely to practice selective infanticide, or otherwise forcibly adjust the ratio of males to females. The emphasis in orcish society is on fighting ability to gain status and well being; since they have less muscle than males, females generally lose out. Orcs believe that the only value female orcs have is in bearing children (as many as possible) and keeping the cave clean. 

Orcish religion is interesting, too, because of the great extent to which the orcs’ way of life mirrors the tenets of the religion they follow. By and large, orcs do not well appreciate the consequences of their actions beyond the immediate present (a byproduct of their low wisdom). What they do, they do for the here and now, occasionally with some (but not much) consideration for the future. This is probably due to the necessities of their harsh life; one does not have time to think of the future when one must worry about just getting through today. For orcs, however, this reasoning applies even when times are comparatively good and food is plentiful. They continue to worry primarily about now, not later. 

This attitude is reinforced in their religious ceremonies; no mention is made of the future beyond the statement, oft repeated, that orcs shall rule the world someday. It is interesting to note that Gruumsh, the major orcish deity, is one-eyed; this means he has a narrow field of vision and no depth perception at all.

The many tales about Gruumsh reveal that, indeed, he too appears prone to act first and think about it later. When he meets another godling who appears to fail to notice him, or to give him proper respect, he doesn’t ask why; he attacks. 

When Gruumsh’s moronic (and two-eyed) son Bahgtru stubs his toe on a huge rock, Gruumsh curses the rock and tries to wrestle it. After breaking it into small pieces with Bahgtru’s help, he proclaims a victory over the forces of nature. Never mind that he and Bahgtru had their feet cut by rock fragments, or that they are so tired from breaking the rock that they have trouble later fighting giants. The point had to be made, then and there. While Gruumsh will usually act with some forethought and planning, his rage is easily ignited, and it inevitably clouds his judgment. With only one eye, he has but one view of the world: his own. Orcish shamans and half-orc clerics imitate Gruumsh by plucking out one of their eyes, hoping to gain Gruumsh’s perspective. 

With a background like this, it is hardly surprising that half-orcs are as they are. Produced under questionable circumstances at best, half-orcs will usually retain some properties of both species, human and orc, wherever they are raised. Those brought up in orcish society (the male ones, at least) will be immersed in the previously described orcish social philosophy. Though orcs have some degree of dislike for “half-humans” among them, they are also aware that such beings generally possess more adaptability and cunning than a full orc, and have the potential to be stronger than the average orc.

Unless rivalry between the half-orc and his peers ends his life at an early age, the half-orc will usually achieve a quite respectable position of power and influence in his tribe. Aware that he is not a full orc, the half-orc will probably feel much superior to orcs and assume added arrogance and pride—thus successfully mixing the worst of human qualities with the “best” of the orcish. These sorts of leaders are exceptionally dangerous, possessing enough foresight and intelligence to lead their tribes on much more widespread raiding, banditry, and war making than is usual for orc bands. 

Life is not all rosy for this type of leader, of course; rivalries, jealousies, and intrigues will probably continue within the tribe against him unless he becomes powerful enough to command immediate obedience at the risk of swift destruction. A few cases are known of half-orc females rising to positions of power within a tribe; usually this female is either a warrior disguised as a male (who must flee or die if her deception is discovered), or a cleric for one of the few orcish religions that permit female shamans or clerics. In no known cases have female half-orcs become as widely feared or powerful (personally or politically) as male half-orcs, though this is not through any fault of their own. Orcish sexual prejudice is deep and strong. 

Half-orcs raised in human society, usually without the orcish parent present, have a greater likelihood of adopting a variety of non-orcish attitudes and lifestyles, but even then will have some less savory aspects to their nature as well. The average human has a dislike for orcs and anything with orcish ancestry; half-orcs will find themselves the objects of prejudice in most human communities. 

Many half-orcs react to the local expectations of them in predictable ways (incidentally reinforcing those expectations). In other words, treat a half-orc as if it were dangerous and bad, and it will probably become dangerous and bad if it wasn’t already. Yet there have been examples of neutral-aligned half-orcs and even a few of good nature; most of these retain an unnatural (to many humans) affinity for lawfulness and obedience, but are otherwise acceptable company. Half-orcs raised in a human community are very unlikely to be able to speak orcish unless they have had formal study in it. 

Half-orcs have a variety of careers open to them, in whatever society they inhabit. Obviously, and most commonly, they make good fighters; orcish tradition strongly emphasizes personal combat and physical strength. Half-orcs are fairly good at thieving and banditry, but suffer from relatively poor physical coordination and have some difficulty in applying themselves constantly to improving their skills. Half-orc thieves generally steal for the same reasons as anyone else does, but tend to feel that they are especially justified in what they do by one of their laws of survival: he who cannot hold onto what he has, does not deserve it. They regard their actions as necessary for their own existence, stealing because they have to, not just because they want to. The assassin’s skills, by contrast, come most readily to the half-orc. By virtue of their casual regard for the lives of others, even of their own kind, the art of killing has a certain appeal to those with orcish blood. Half-orc assassins often come to believe their actions are for the benefit of the world in general; they are culling out the unfit in the most direct way possible, which brings out another of the orcish laws of survival: if something can be easily killed, it did not deserve to live. Who can resist the urge to be the one who wields the scythe, who decides the fates of others, who has the power of almighty death in his hands? With their preference for a retinue of underlings, half-orc assassins can create powerful guilds to support them, and may end up spreading their influence into many a court or government. Half-orcs who become clerics will usually combine their clerical practices with another career, most commonly as a fighter or assassin. This is because half-orcs cannot advance very far in experience as clerics, and they will eventually require another set of skills to keep them on even terms with increasingly tougher adversaries. Half-orc cleric/assassin types are invariably death-worshipers, and strive to put themselves in better favor with their awful gods by personally bringing death to as many beings as possible, within their religion and outside it.

Orcs and half-orcs generally dislike and avoid beings larger than themselves, unless (as in the case of ogres) the orcs feel they can manipulate them sufficiently, with promises of shared treasure and food, to make them useful to the orcish community as guards and/or heavy infantry. Orcs and half-orcs dislike smaller humanoids because they are inevitably weaker, and these races are usually employed only as slaves. Goblins, who are only marginally weaker than orcs and can hold their own against them at least some of the time, are afforded more tolerance than other small humanoids. 

But it is not other humanoids that orcs hate worst of all — it is other orcish tribes. The roots of hatred run deep between conflicting tribes; the original cause of friction, if there was one, has long since been lost to antiquity. Intertribal conflicts are maintained by religious bigotries; each tribe worships a particular orcish patron god with interests that (naturally!) conflict with those of other deities. Even so, all tribes usually pay some homage to Gruumsh, the king of the orcish gods. 

Another question concerning orcish and half-orcish personality should be addressed: Why do orcs hate elves so much? Superficial examination of the question reveals little overt cause; orcs and elves do not frequently compete for the same living space or for the same foods. But a slightly deeper examination shows that in terms of personality, probably no two races could be further apart. For example: 

· Elves are able to see many sides of a problem; orcs see but one. 

· Elves carefully examine the long-range consequences of an action, usually before undertaking it, while orcs could care less for anything but the present. 

· Elves are very long-lived, while orcs have one of the shortest lifespans among the humanoid races. 

That list could be longer, contrasting many other aspects of the races’ lifestyles, but a point has been developed.

Orcs and elves are opposites in nearly every way, and orcs resent the advantages elves have, especially their long lifespan. While elves do not particularly like orcs, they think of them as a short-term problem not worthy of prolonged consideration. Orcs, on the other hand, are consumed with hatred for elves, and will slay them out of hand whenever the opportunity presents itself. 

Orcish mythology has several tales of battles between elven and orcish deities. The most famous one occurs between Gruumsh and Corellon Larethian, the chief elven deity. The story goes like this, according to the orcs: 

Gruumsh ambushes Corellon in hopes of slaying him and drinking his blood, so as to inherit his special powers; Gruumsh fails, of course, through his own shortsightedness, and Corellon shoots an arrow at Gruumsh’s eye. 

Though the arrow failed to blind Gruumsh, apparently it was not intended to. Elven stories of the same event (much briefer than the tedious orcish versions) say that Corellon meant the arrow as a warning to Gruumsh of his vulnerability —a hint that it would only take the loss of his eye to break Gruumsh’s power as a god, and that some being might be capable of bringing this about if he were not more careful. Though Gruumsh rails and curses the elven gods through many later stories, he never again tries to directly assault them, and spends his fury on mortal elves instead. Obviously, he took the hint. 

In summary, half-orcs are often bound to take on some of the less desirable characteristics of their orcish parents, especially if they are raised in an orc tribe. 

Half-orcs are generally tough, respectful of power, and seek to have power themselves. They tend to measure one another by the number and quality of their followers, and they work within a group setting rather than on their own. 

Like orcs, half-orcs often act before thinking about the results of their deeds, and appear somewhat stupid to other more foresighted individuals because of this. They dislike the weak, follow the strong, and quarrel with their equals. Again, this is not true of all half-orcs. But at least a vestige of these characteristics is present in nearly every one, regardless of their individual makeup. 

Information for this article was taken from the AD&D rule books, the Players Handbook, the Monster Manual, and the Dungeon Masters Guide, as well as the DEITIES & DEMIGODS™ Cyclopedia. Some additional comments and insights were found in Master of Middle-Earth, by Paul H. Kocher. Though this latter book concerns the world of J. R. R. Tolkien, much of the information therein is quite usable in an AD&D setting, and the work is highly recommended to the serious student of role-playing.
