Things to Know About Hobgoblin

(Including Bugbear & Yeti)

Seek responsibility and earn your just reward.
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HOBGOBLIN

Tribal bands of hobgoblins are likely to be encountered nearly anywhere as they are equally at home in sunlight or subterranean setting.  They fight well in full daylight and have Extended Senses (60’) so as to be able to fight in total darkness as well.  

Each tribe is jealous of its status, and if two tribal bands of hobgoblins meet there will be at least catcalls and derision (85%) and open fighting might break out (15%) unless a strong leader such as a powerful monster or fighter or evil high priest, etc. is on hand to control them.  Similarly, the hobgoblins will bully nearby orcs or goblins given the opportunity, and hobgoblin leaders are sometimes used in bodies of goblins or orcish troops to keep them in order and drive them into battle.

Better known (more infamous) hobgoblin tribes include:  rippers, leg breakers, skull smashers, flesh renders, marrow suckers, flayers, and slow killers.

For every 20 hobgoblins in a group there is a leader (sergeant) and 2 assistants.  These hobgoblins will have 9 hit points each.  

If 100 or more hobgoblins are encountered there will be the following additional figures with the group:  a sub-chief (armor class 3, 16 hit points, and 1 +2 damage (3-10 hit points)).  These additional hobgoblins fight as 3 hit dice monsters.  

If hobgoblins are encountered in their lair there will also be, in addition, a chief and 5-20 bodyguards.  Hobgoblin chiefs are armor class 2, 22 hit points do 2-11 hit points of damage, and fight as 4 hit dice monsters.  There are females and young in the lair equal to 150% and 300% respectively of the number of males.

Hobgoblin lairs are underground 80% of the time and above ground 20% of the time.  In the latter case the lair will be a village with a ditch, rampart, and palisade of stones, earth and logs.  There will be two gates and 3-6 guard towers.  The dwellings inside are usually a mixture of wood and stone.  As they seek to build on the ruins of human or other more sophisticated creatures, a hobgoblin village may be of better construction than indicated, possibly having solid stone works, buildings or a keep.  In any event, hobgoblins will have 2 heavy catapults, 2 light catapults, and 1 ballista per 50 warriors.  

Hobgoblins have the following typical weapon distribution.


Sword and composite bow

20%


Sword and Light Crossbow 

15%


Sword and Heavy Crossbow

5%


Polearm



30%


Light Crossbow


10%


Heavy Crossbow


20%

Leaders will always bear two weapons.  The tribal standard will be with a sub-chief 20% of the time.  It is always present with the chief.  The tribal standard causes hobgoblin warriors within 6” to fight harder, thus giving them +1 on their attack dice rolls and +1 on morale (reaction) dice rolls.

If elves are nearby, hobgoblins will attack them in preference to any other troops because of their great hatred they bear.

Hobgoblins are highly adept at mining, and they can detect new construction, sloping passages, and even shifting walls 40% of the time.

Most hobgoblins speak goblin, orcish, and their racial language.  20% of hobgoblins can speak the common tongue as well.

Description:  The hairy hides of hobgoblins range from dark reddish-brown to gray black.  Their faces are bright red-orange to red.  Large males will have blue-red noses.  Eyes are either yellowish or dark brown.  Teeth are yellowed white to dirty yellow.  Hobgoblins favor bright, bloody colors and black leather.  They keep weapons well polished.  Hobgoblins live for 60 years.

Abilities:  NPW Mining; 

HOBGOBLIN, KOALINTH

The Koalinth are a marine species of hobgoblin with gills.  They are similar to their land-dwelling cousins in most respects.  They dwell in shallow water in caverns and sea caves.  They use spears and pole arms adapted to their marine environment.  Koalinth speak only their racial language (hobgoblin).  They prey on any available creatures. Koalinth are of lighter coloration, having green faces, and have webbed hands and feet.

Audit Trail:  Monster Manual I; Adjusted weaponry; gave the NWP Mining; removed reference to alignment language; modified listed weapons; removed reference to carnivorous apes.

Terrain 

With the application of their superior engineering skills Hobgoblins can be found in virtually any terrain above ground, in subterranean locales, or even the under dark.  Having freedom to choose the location of their settlements without regard for terrain, hobgoblins seek places based on the abundance of available natural resources.  Proximity to Goblin and allied hobgoblin communities are a “resource” that hobgoblins quite seriously consider in addition to more traditional one of metal ore, stone for building, wood, wild life, or arable land.

Weather 

Hobgoblin engineers can cope with any extreme in weather.

Disasters 

As a species, Hobgoblins seem to be almost immune to the effects of most natural disasters.  Earthquakes, volcanoes and other geologic based disasters are most frequently avoided as these events are too costly in terms of the amount of labor and building effort they can destroy.

Government 

Like their smaller cousins the goblins, hobgoblins are archetypes of a society ruled by absolute monarchs in a feudal hierarchy.  In short the feudal hierarchy acknowledges that everything belongs to the ruler and in goblin terms this is Maglubiyet.  As liege, Maglubiyet apportions of his kingdom are delegated to vassals in return for obedience, “taxes”, and military service.  This arrangement allows vassals of Maglubiyet, to further delegate authority (making them in turn lieges to their vassals) and so forth and so on down to the lowest slave in the world of the goblin-kin.  This makes a sometimes complicated and interwoven series of obligations and duties binding the goblin-kin culture together.

It should be well considered that a hobgoblin naturally desires to seek out and obey their leaders.  This is a facet of their being that keeps their society together through any adversity.  Few other races would do more than devolve into anarchy if a tyrannical central authority took for granted that its population would eagerly seek to submit to its rule.  For the hobgoblin to act otherwise would be difficult to comprehend.

The basic unit of hobgoblin societies is that of the autonomous city-state.  Civic pride exists sufficient that individuals consider the well-being of their particular city-state above the well being of other city-states (if any) sharing the same government structure (i.e., county, duchy, kingdom, or empire).  Further, the individual would consider the well-being and success of his particular city-state even above the concerns of a government structure above the city level (if any).

Smaller social organizational units simply are unable to provide the minimum required infrastructure of education, natural resources, or labor to provide for a healthy hobgoblin society.  And an autonomous city-state therefore becomes the lowest level of political organization that can sustain and propagate the hobgoblin culture.

This is not to say that the city-state is the highest level of government possible or the only level but to say that it is the lowest divisible autonomous unit of government.  A smaller group would not be able to adequately address the public works aspect of hobgoblins.  The manpower and self-sufficiency (since they aren't into commerce or trade) requirements would simply be unable to be addressed.  Any grouping of hobgoblins smaller than that of a full city-state would therefore be better considered as either a sub-division of a goblin culture or as a temporary and non-permanent structure of hobgoblins (i.e., an army, outpost, expedition, or starter colony for instance).

Population & Demographics 

Barring external military pressure from their neighbors, hobgoblins often have quite strong and stable populations.  In fact hobgoblins often have the highest population densities of any humanoid race except possibly humans.  This urbanization is necessary to support the sophistication of their culture and specialization of their arts and crafts.  Urbanization on this scale is possible due to the emphasis placed on engineering and architectural development in their culture.  Use of windmills, bridges, advanced irrigation, aqueducts, sewer systems, and other public works has enabled hobgoblins to be one of the truly urban species found in the multi-verse.

Hobgoblin females out number males, 3 to 2.  For each hobgoblin female there are typically two young.  1 hobgoblin male in 20 is selectively chosen, based on size, strength, and tactical cunning to serve in elite Special Forces units (i.e., bugbear or yeti depending on terrain).

Capital & Commodities

Hobgoblins do not value currency and often have no commerce in the sense of other races.  Each views him self and what possessions he has as rightfully belonging first to their city-state and ultimately to Maglubiyet.

Although individuals do not maintain personal wealth or property, they do gain the benefit of the communal resources of their group.  These city-states frequently have significant resources at their disposal stored for use as needed.  These benefits are in proportion to the status and responsibilities of each hobgoblin.

As sites for hobgoblin communities are selected based on the abundance of natural resources, these city-states have an abundance of these resources in various stages of processing.  Great stock is also placed in the non-portable wealth of public works and efforts to glorify the city-state.  

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

Technology of the mundane sort is well developed in hobgoblin culture.  Iron, steal and in a few exceptional cases mithral technology is in use.  Advanced use machinery and labor saving mechanical devices are common in hobgoblin culture.  

It is well known that hobgoblins are experts at mining and siege craft, but their use of mechanical technology is much more prevalent in their society than this.  Pulleys, windmills, aqueducts, loom, iron shod plows with harness, and other civilian technology improvements are present in addition to the catapults, siege towers and ballistae which their enemies are quite familiar with.

Hobgoblins are not the strongest humanoid nor are they gifted with great magical skills, they do however bend their environment to their wills with exceptional skill that outpaces other races.

Hobgoblins are one of the few sea faring races.  They see ships as a form of mobile village, fort and siege equipment all in the same package.  It is not exceptional for hobgoblins to have use of cogs or early versions of galleons if they are near the sea or ocean.  Typically their ships are sailed vessels without oars, though lake and river barges are used as well.

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

Natural and even synthesized magic are quite common in hobgoblin engineering feats, though only superstition or natural magic typically is found among individual hobgoblins.  

Offensive Tactics

Skilled in the use of siege equipment, hobgoblins frequently use ballistae, Greek fire projectors (i.e., bulky flame throwers), and powerful crossbows to decimate an enemy long before they themselves come into their opponent’s range of attack.  

Use of earthworks, tunnels, and other positional defenses to fortify combat positions in the field is at the level of art for hobgoblins.  By keeping out of their opponents range for longer periods of time while still being able to apply their long range firepower hobgoblins often force their opponents to withdraw from the field without ever closing into hand to hand combat.  Their objectives in war are to strategically displace their enemies from territory rich in resources and then to hold that same ground.  The theory in this is that they will eventually systematically starve their enemies by choking off necessary resources.  Of course if their enemies prefer a decisive battle now, on ground selected and prepared by the hobgoblins they can.  Most choose to withdraw until hopefully they can meet the hobgoblins on more even ground.  Occasionally this happens to the hobgoblins sorrow, but their overall success as a species shows that their tactics work amazingly well.

When forced into direct hand to hand combat hobgoblins usually fare well.  Typically they make use of a phalanx or square of pike men to form what is essentially a mobile defensive perimeter that is equally capable of offensive motion.  The square formation with a clear space in the center is often used to protect spell casters, missile troops, and artillery.  

Chariots and war wagons are also employed given proper ground for their use.  Hobgoblins however have never been known as masters of cavalry tactics.

Bugbear or Yeti Special Forces unit are typically not used in front line action but instead are assigned strike force tasks to eliminate opposing infrastructure, command, and control.  Using stealth and skill they bi-pass the front lines of their enemies and strike deeply at generally less defended but vital targets.

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

Defenses in hobgoblin territory are layered and build one upon the other.  

Starting with the constricted physical space in narrow passages is used to both channel potential attackers into specific kill zones as well greatly reduce their freedom of movement.  Frequently hobgoblin cities are built both above and below ground on multiple interwoven levels.  Creation of such kill zones coupled with massive firepower from siege equipment makes for a strong defense in itself.

Hobgoblins often create a mixture of obstacles as part of their defenses.  They especially make use of areas with access to sunlight (enfeebling those races with sensitive night vision) with areas of virtually complete darkness that frustrates the efforts of with typical day vision.  As they themselves are able to function equally well without regard to the lighting conditions they use this to their advantage.

Taxes, Tariffs & Tithes

All property in hobgoblin culture belongs to the state.  Everything is given to this communal trove to be dispensed as decreed from above.

Cycle of activity (day, night, anytime)

Able to operate in either full sunlight or total darkness, hobgoblins have no special cycle of activity and are active all day long.  In especially hot climates they may be more active at night and especially cold climates may increase their activity in the day.  In combat activities, hobgoblins are most active during the cycle of activity least favored by their opponents.  If their opponents are equally capable of operating day or night hobgoblins often maintain a 24x7 schedule of activity seeking to wear down their opposition.

Food

Hobgoblins are omnivorous and typically have exceptionally well balanced diets.  They farm extensively, herd domesticated animals, and fish.  Their advanced agricultural skills are an additional reason for their ability to live in relatively dense urban environments.

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

Hobgoblins are an extreme example of a hierarchical and feudal society.  All worship and follow Maglubiyet the Mighty One and can trace a clear, to a hobgoblin’s mind, chain of unbroken authority between the most lowly slave and that august deity.  The honor and glory of their city-state in the scheme of this arrangement is of highest concern to a hobgoblin, as the individual’s status is directly related to the status of his group.

Other members of goblin kind are considered to be resources at the disposal of the hobgoblin groups.

Young, which compose approximately 200% of the female population, are valued much more highly than in many other humanoid societies.  They are seen as future warriors and craftsman of the group and as property of the city-state.  The proper training and development of these resources is likewise a given in their culture as the advancement of the group is most advantageous for the individual.

60% are adult females.  Much as the young are valued in hobgoblin society, females as the generators of this resource are likewise given esteem.  In addition, females typically do much processing of materials and craftwork.  Marriage to hobgoblin females are arranged affairs by the state, usually through a shaman or chieftain.  Marriage is considered a reward and status symbol for a distinguished hobgoblin and as a sign that they are deemed worthy of the honor of fathering the next generation.

38% of adult hobgoblins are male.  Males do much of the heavy work in hobgoblin society, domestic work farming, mining, construction, and as warriors.  They are rewarded for their efforts by increased responsibilities and authority including that of becoming the head of household for raising the next generation.  The more responsibility delegated to the individual the higher that individual’s status in hobgoblin culture.  Leaders and other officials in this culture are distinguished primarily by the volume of their responsibilities and duties imposed/granted by the group as opposed to size, strength, wealth or another person merit from within.

Only about 2% of adult hobgoblins are selected into their elite Special Forces units of Bugbear or Yeti.  Bugbears and Yeti, although not typically in the chain of command, receive abundant rewards for their efforts.  Bugbears and Yeti are given the very best food, accommodations, and mates available.  They are also excluded from virtually all work responsibilities except for those related to their military activities.  Within these elite units, status is based on proven battle prowess through success in the field.

Please note that it is power that hobgoblins value most.  And to get this power, via delegated authority is deemed the proper way for them to achieve it.  With increase in power and authority come increased security (i.e., leaders are protected by bodyguards), the choicest assignments, the best mates, and other rewards.

Marriage and Family

Wives and young are recognized as status symbols in hobgoblin society.  

Civilization (barbaric, tribal, nomadic,...) 

Hobgoblins have a social and cohesive culture.  It is rich in great achievements of literature, arts, and especially technology.

As an historical frame of reference, Hobgoblin cities, engineering, and battle tactics can be compared to that of Rome.  Depending on the region or world the advancement of development can be similar to any period of Rome from early republic, the height of the empire, the fall of the west, or even the glory of Byzantium.  

Bugbear and Yeti are best compared to 20th century Special Forces units for references to their tactics, their position in Hobgoblin society is similar to that of a Medieval knight.

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

Few hobgoblins maintain or possess tangible wealth; property crimes such as thievery or robbery have no basis in their culture.  Defacing, destroying public works however is a grave offense.

Most crimes in hobgoblin society relate to the failure to live up to the responsibilities one has earned or assumption of responsibilities, which are unearned.  While there is no recourse to a hobgoblin proven unable or unwilling to live up to his responsibilities, a hobgoblin may convince his superiors that the assumption of responsibility and taking the initiative was properly motivated to serve the interests of the goblin hierarchy. Failure to make such a convincing argument is a real risk if it is determined that proper authority was usurped for personal advancement.

Punishments for criminal offenses are generally the delegation of shamefully insignificant duties or the removal of previously delegated responsibility.  

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

Hobgoblins have a naturally Lawful Neutral (Evil) philosophy.  Acceptance and recognized status with other hobgoblins is one of their basic drives and motivates every aspect of their lives.  This does not blind obedience, for hobgoblins always maintain a healthy degree of awareness of self-preservation and personal interest.  However it is true that a hobgoblin would often prefer to die rather than lose status amongst his fellows.  

Disobedience does not occur, but it is also quite acceptable to take initiative where latitude for such action has not been explicitly forbidden.  In fact it is not only acceptable, but it is highly desirable, for a hobgoblin to take the initiative to advance his group’s cause in excess of assigned responsibility.  Justification for these actions is based totally on subjective interpretation of guidance and directives received from higher in the goblin hierarchy.  In short a hobgoblin must prove to his superiors that when he took the initiative and accepted responsibilities above that which had previously been assigned him he did not shirk the responsibility he had been assigned and the actions he took were beneficial to the group.  

Again it should be noted that hobgoblins are LN(E), their actions are definitely motivated at least in part by self interest, they simply see the path for their own advancement is in convincing other hobgoblins what an asset they are to the group.

Neighbors

Hobgoblins make really poor neighbors to non-goblins.  Hobgoblins are organized, aggressive and expansionistic.  If another society has resources the hobgoblins feel would be beneficial to their group, they will seek the opportunity to take them, thereby earning respect in their group and furthering their advancement at home.  

Hobgoblins especially despise elves.  Elven reputation for placing higher value on personal freedom than on duty is considered monstrous and deviant.  

Other goblin species like the goblins and bugbear species understand and accept the same rigid rules of social order, so they get along quite well with hobgoblins.  This of course does not mean that there is perfect peace; all goblin races naturally seek to increase their relative prestige either through increasing their prestige or lowering that of a competitor.  Even neighboring states of hobgoblins compete fiercely to advance their own group over their rival.

Of all the races, only the Orcs, hailing from Gehenna, are considered to roughly equivalent to that of goblin culture.  It is this grudging respect, and the desires of Hell to keep both Gehenna and Archeron balanced against one another and submissive to Hell itself, that fosters an eternal struggle.  This struggle is not for money, land, or even out of hate between the orcs and goblins.  The sole purpose of this struggle for the goblin is to prove them to and please their diabolic superiors.

Non-Weapon Proficiencies

Hobgoblins are naturally inclined towards NWP involving mining, engineering, architecture, earthworks and tunneling, subterranean life, siege craft, and group combat tactics.

Normal hobgoblins have little to no ability with thieving skills.  Goblin, bugbear and yeti allies fill the roles of stealth efforts.

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

	
	Hobgoblin
	Bugbear
	Yeti

	Frequency:
	Uncommon
	Uncommon
	Very Rare

	No. Appearing:
	20-200
	6-36
	1-6

	Armor Class:
	5
	5
	6

	Move:
	9''
	9''
	15''

	Hit Dice:
	1+1
	3+1
	4+4

	% in Lair:
	25%
	25%
	10%

	Treasure Type:
	Individuals J; M, D, Q (x5) in Lair
	Individual J, K, L,M. B in lair.
	D

	No. of Attacks:
	1
	1
	2

	Damage/Attack:
	1-8 or by weapon type
	2-8 or by weapon
	1-6/1-6 or by weapon type

	Special Attacks:
	Nil
	Surprise on a 1-3
	Hug

	Special Defenses:
	Nil
	Nil
	Immune to Cold

	Magic Resistance:
	Standard
	Standard
	Standard

	Intelligence:
	Average
	Low to Average (low)
	Average

	Alignment:
	Lawful Evil
	Lawful Evil
	Lawful Evil

	Size:
	M (6.5' Tall)
	L (7'+ Tall)
	L (8' Tall)

	Psionic Ability:
	Nil MMI
	Nil MMI
	Nil MMI


Optional statistics are listed below for leaders or special characters/bugbears and yeti.

	Cleric
	Druid
	Fighter
	Paladin

	7/5
	No
	4/6
	No

	Ranger
	Magic-User
	Thief
	Assassin

	No
	4/2
	No/Unlimited
	No/Unlimited

	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

	Hobgoblin
	8-18
	3-18
	3-18
	8-18
	5-18
	3-17

	Bugbear/Yeti
	10-18
	3-17
	3-17
	10-18
	8-19
	3-17


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

· Strength:  average 14, with a normal range of 13-16.

· Intelligence:  average 9, with a normal range of 5-12.

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

· Constitution: average of 14, with a normal range of 13-16.

· 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 goblins).

Bugbears and Yeti have an average/normal range of ability scores as follows:

· Strength:  average 17, with a normal range of 15-18.

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

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

· Constitution: average of 17, with a normal range of 15-18.

· Dexterity:  average of 14, with a normal range of 13-16.

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

Height, Weight, Age
	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Hobgoblin
	78”+
	1-12
	1-8
	78”
	1-10
	1-8

	Bugbear
	90"
	1-12
	1-6
	84”
	1-10
	1-8

	Yeti
	96”
	1-12
	1-6
	90”
	1-10
	1-6


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Hobgoblin
	275 lbs
	3-30
	2-20
	250 lbs
	2-24
	3-18

	Bugbear
	260 lbs
	3-36
	2-20
	240 lbs
	3-30
	2-24

	Yeti
	320 lbs
	4-40
	2-20
	300 lbs
	3-30
	2-20


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Hobgoblin
	12-15
	16-30
	31-45
	46-60
	61-80

	Bugbear
	15-20
	21-35
	36-55
	56-75
	76-100

	Yeti
	15-20
	21-35
	36-55
	56-75
	76-100


Appendix B:  Gods of the Hobgoblin

MAGLUBIYET (also listed under goblins)

Goblin Greater God

ARMOR CLASS: -2

MOVE: 12”

HIT POINTS: 350

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-20

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +3 or better weapon to hit

MAGIC RESISTANCE: 50%

SIZE: L (11’ tall)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil (goblins and hobgoblins)

SYMBOL: Bloody axe

PLANE: Archeron

CLERIC/DRUID: 10th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: 6th level illusionist

THIEF/ASSASSIN: 10th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 20 (+3, +8 I: 19 W: 17 D: 20 C: 22 CH: -2

Both goblins and hobgoblins worship Maglubiyet, the Mighty One, Lord of the Depths and Darkness.  Maglubiyet appears as a huge black goblin-type with red flames for eyes, sharp fangs and clawed hands.  Maglubiyet is a war god and a great general.  He commands mighty armies of goblin spiritis in Hell, where they eternally war against Gruumsh’s orcish spirit army.  (Goblin and hobgoblin shamans claim that Maglubiyet always wins these battles, but there is no permanent death in Hell, so the destroyed orcish spirits always re-form.)

Goblins and hobgoblins both have other evil deities as well, but Maglubiyet rules them all with an iron hand.  The Mighty One requires sacrifices of creatures with souls, and these ceremonies usually take place on nights of a new moon.  It is possible for goblin and hobgoblin shamans to rise as high as 7th level clerics.

Hruggek

Bugbear Lesser God

ARMOR CLASS: 0

MOVE: 12”

HIT POINTS: 221

NO. OF ATTACKS: 1 or 2

DAMAGE/ATTACK: 3-30 (+11) or 2-16/2-16

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +2 or better weapon to hit

MAGIC RESISTANCE: 25%

SIZE: L (12’ tall)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil (Bugbears)

SYMBOL: Morningstar

PLANE: Archeron

CLERIC/DRUID: 15th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S: 23 (+5, +11) I: 17 W: 8 D: ?? C: 24 CH: 7 (23 to bugbears)

Bugbears have a simple pantheon of six deities, including gods of earth, death, fertility, hunting, and fear.  Hruggek, the god of battle, is the most powerful and important, though he doesn’t rule the others.

Hruggek appears as a huge, powerful bugbear with great fangs and clawed hands and feet.  These clawed hands can each strike for 2-16 points of damage.  He wields a ten-foot +3 morningstar that does 3-30 points damage when it hits.

Hruggek lives in a great cave in Archeron, which is decorated with the severed heads of his conquered opponents.  Bugbear shamans worship Hruggek by offering him the blood of their enemies.  The shaman’s status is dependent upon how many opponents they have defeated.  Bugbear shamans can rise to the 5th level in clerical ability.

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

The Hobgoblin point of view
BY ROGER MOORE

Hobgoblins

The hobgoblins, unlike their close kin the goblins, make little pretense of trying to get along well with other humanoids, even with other hobgoblin tribes. Intertribal rivalry is intense, only marginally less so than between orcish tribes. Hobgoblin tribal factions are strictly organized along political lines, however, as opposed to the orcish tribes’ religious divisions.

Hobgoblins value status and power, and settle easily into a domineering role as warriors, conquerors, and rulers. More so than kobolds, orcs, or goblins, they resent being ruled by beings not of their own race, but they will still show a fair degree of obedience and organization in such situations. 

Hobgoblins perceive life as a constant testing ground, one’s personal worth being measured by the amount of pain one can tolerate and mete out to other creatures. Their deity Nomog-Geaya (see text following) is sometimes referred to as The Torturer, a master in the art of inflicting pain and a deity who never shows the slightest expression even when wounded himself. Hobgoblin chieftains and shamans must undergo ritual torture to determine if they are worthy of their posts; trials by torture (to determine which party can withstand the most pain, thus proving the rightness of that one’s case) are quite common in the hobgoblin judicial system. 

Hobgoblin culture generally encourages a lifelong rejection of emotional displays, in keeping with the proper attitude of a warrior race. But on a personal level, the average non-leader hobgoblin will sometimes show his or her feelings, though usually only when alone or when it is believed no one else is looking. The only socially acceptable circumstances for a show of feelings are those times when two or more rival tribes of hobgoblins catch sight of each other and engage in jeering, insults, and catcalls in an attempt to provoke each other into a more violent confrontation. Encounters with non-hobgoblin races are also marked at times by hobgoblins’ remarks and gestures of disgust, anger, or derision. However, hobgoblins are careful to show no other sort of emotion in the sight of humans and demi-humans — except for complete disdain, and a desire to kill or enslave the enemies as soon as possible. 

Shamans and witch doctors of the hobgoblins only rarely use curative spells, preferring the harmful (reverse) versions of those incantations. Within their communities these priests serve as judicial authorities, administering torture when required by their laws, and also work as advisors to colony chieftains. They are the enforcers of public ritual and ceremony, ensuring that their tribe maintains the proper degree of lawfulness and obedience to authority, and of course they conduct all the appropriate religious ceremonies. Shamans devoted to Maglubiyet help coordinate dealings with goblins, which hobgoblins dislike as weaklings but grudgingly recognize as allies, and also take charge of joint goblin-hobgoblin ceremonies.

It seems that much of the dislike hobgoblins have for elves comes from the latter’s “heretical” emotional displays as well as the elves’ diametrically opposed alignment. Hobgoblin shamans emphasize the revolting, un-warriorlike aspects of elven life as often as they can, and preach about what a shame it is that elves should be allowed to run loose like they do.

Dwarves and (to a lesser degree) gnomes, despised as they are because of their innate goodness, manage to retain at least a glimmer of the hobgoblins’ version of respect: At least, they demonstrate the proper attitude of a warrior (thanks to their lawful nature), the dour dwarves especially so.

