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INTRODUCTION

INTRODUCTION

elcome to the Slayer’s Guide to Ogres, the latest

s )s / instalment in the long running ‘Slayer’s Guide’
series. Each book in the series focuses on a single

monster or monstrous race from the pages of Core Rulebook
III. This allows us to explore the monster in depth, providing

details about its history, culture and physical presence that
might not be immediately obvious.

This book, and the others in the series, seeks to provide
the reader with a ‘ready to use’ monster template that both
entertains and intimidates the players. For Games Masters it
needs to provide a sufficiently setting neutral yet detail rich
description to be easily applied to any campaign. For players, it
should provide sufficient information to both entice the player
to make a character of the race and bring a level of believability
to hostile encounters with them.

WHY OGRES?

The most difficult question this book must address, more
complex than anything to do with fictional physiology or
subcultures, finds its clearest expression in the simple question:
Why ogres? Why do players want to create ogre characters?
Why do Games Masters want to use ogres as villains, minions,
or setting elements? What about them attracts attention? What
about them makes them the laughable buffoons encountered
in song and story?

The basic image of ogres, of monstrous stupid men who
can sweep cattle up in their arms, reoccurs in the folklore of
hundreds of cultures. Every single time the ogre appears, a
clever human or god appears right behind it, tricking the mighty
creature to its death. Despite its strength and cannibalistic
ways the ogre stands no chance against the tricky mind of an
alert human being.

WHAT WE KNOw

From the Core Rulebook III we know that ogres are large,
vicious and extremely lazy. They do not work well together, nor
do they believe in bathing. Although they use some basic tactics
most ogre encounters involve running away from foes.

The same source describes two (or possibly three) races of ogre.
The common ogre stands nine to ten feet tall, smells like a dung
heap and avoids direct confrontations. The merrow resemble
their land-bound cousins but breath water and swim like fish.
Finally we have the ogre mage, a creature somehow related
to the common ogre but remarkably different; although they
share a similar physical appearance the ogre mage represents
a much greater threat than an ogre.

These three races represent an amalgamation of three basic
folklore creatures: the ogre (large, strong, dumb), the merrow
(a rather ugly merman from Irish legends) and the Japanese
oni (literally ogre, demon, or fierce god). Ogres belong to
all cultures. Merrow, as a specific type of relatively friendly
merman, really only appear in Irish folklore. Oni come in
many shapes but the Core Rulebook IIT limits ogre magi to
relatively mundane forms.

Although it is tempting to discard the folklore as irrelevant to
a gaming supplement, that lore also provides some clues to
the solutions we seek. Specifically, it points towards several
particulars that can be woven together to form a coherent
narrative. These particulars form the framework of this book.
By picking and choosing which elements fit in a specific setting
the Games Master can easily add depth to his ogres. Similarly
players can create interesting ogre characters from all three
racial strains.

ORGANISATION OF
ELEMENTS

Rather than stating a single ‘truth’ about ogres, the Slayer’s
Guide to Ogres outlines a variety of possible connections
along common themes. These connections and origins are
all mutually interchangeable; although some represent rather
extreme versions of the ideas presented they all work together.
These elements are backed up with rules designed to assist
players and Games Masters in portraying ogres in a specific
light.

Welcome to the world of ogres. Do not fail to pay attention,
or someone may eat you.
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Quinlan Gray'’s teeth cracked together as his back impacted against the rough pit wall. The handle of his
throwing axe bit into his hip. ‘Right. Keep your teeth closed when fighting.” He spat a wad of blood and
white shards onto the moss covered stones. ‘Lovely. Tall, strong, and it smells bad.’

Footsteps echoed around him like a hail of thunderclaps. Quinlan slid sideways, slipping between the wall
and what he hoped was a large rock. The buzzing of flies and general stench suggested that his shelter
might be something else entirely.

‘Who said these things could see in the dark?’ Faint rays of light illuminated the pit floor, the sun having
touched the western sky when he started his descent. Locals claimed the creature went out to feed during
the afternoon hours. It should be out there somewhere, eating a cow.

The footsteps faded. For a moment the fly’s buzz filled the space. Then, from somewhere to his left, Quinlan
heard a great sniff, followed by an almost human exhale and another sniff. He leaned forward onto the
wet, loose stone. It gave under his weight, but held enough for him to lift his head up.

The great beast stood in the last rays of the dying sun. Ruddy light cast shadows along his skin, accenting
the heavy muscles and long torso. Its comically short legs looked almost normal, bathed in shadows that
revealed the depth of their strength. With its head thrown back like that, sucking air into its snout, Quinlan
could not see its black eyes. Which was just as well.

He turned around, sliding on his back down the heap. ‘Even better. It’s sniffing for me.” He groped around
for his sword. ‘Maybe I can kill it while it is distracted.” His fingers found the cool hilt of the blade he had
liberated from a goblin chieftain that summer. He took a deep breath, driving strength into his bones.

Quinlan allowed the explosion of his breath to carry him up, past the pile and the place where the creature
first hit him. He stopped instantly, his studded leather and chain jingling like tiny bells, when he saw the
creature’s eyes on him. It reached down to its feet and picked up the log it used as a club.

The warrior shifted his weight from foot to foot. His ankles shook as they took his weight. ‘Well. Not
much chance of dodging in this shape.” He looked at his straight sword then back at the battle-scarred log
the creature held. It roared, and echoes multiplied the sound a thousand fold. As the last reverberation
ceased, Quinlan seized his axe and tossed it. The runes in the head cut circles of light in the dark air before
it buried itself in the thing’s chest.

The creature roared again. lIts irises flared with unholy power. ‘Gods. Strong, fast, tough and magical...is
there anything this thing isn’t?” Quinlan lifted his sword back to the centreline. The creature, blooded for
the first time, bellowed once more then charged.

Quinlan rolled the creature’s swing, lashing out at its belly as he dove past. He felt a rush of heat across his
hands, then landed face first in a pile not unlike the one he just leapt away from. Behind him, the creature
roared again. Then again, and again, each roar weaker than the last.

The mighty warrior dragged himself out of the heap, spitting foulness out past his broken teeth. He looked
around while shaking muck off his hands. The creature shuddered on the floor, loops of intestines and
blood flooding the space around it.

‘Well, good. Strong, fast, tough, magical and rock stupid. That I can live with.’

One of the bits of muck rang against the stone floor. Bending down, Quinlan picked up a hard round metallic
disk. His agile fingers found embossing on it, although he could not make out the design.




PHYSIOLOGY AND PSYCHOLOGY

PHYSIOLOGY
AND
PSYCHOLOGY

he earliest depictions of ogres show them as large,
degenerate human beings. They may also possess

animalistic qualities, twisted human features or even
radical deformities like useless limbs or extra eyes. Although
later stories and sightings elaborate on these original themes,
they remain true to them.

ORIGINS OF THE OGRES

Myths and legends suggest many possible origins for all three
strains of ogre. Which, if any, of these origins holds the truth
may remain an eternal mystery. Some scholars feel that they
all are true, or at least ring true on a psychological level.

Fallen Humans

The most commonly accepted origin story for ogres holds that
the three common types stem from a single human or near
human culture that fell to evil. The reason given for this fall
varies: some claim it was a curse, other’s a punishment for
moral transgressions. Hubris and vanity usually play a strong
part in such tales.

In either event this origin places ogres firmly in the human
family tree. Their immense size and strength, along with their
remarkable stupidity, therefore represent exaggerations of the
base stock. It also helps to explain why ogres cannot seem
to overcome the lesser folk despite their obvious physical
advantage. A race cursed to failure will always fail, at least
until the curse is finally lifted.

According to this origin merrow and ogre magi represent
aberrations in the race’s overall downward spiral. Merrow
somehow tap into their ancestral magic to adapt to underwater
life. Ogre magi serve as focal points for the race’s latent power.
The hope of the race lies with these crude and dangerous
creatures that may not even know their destiny.

Support for this theory comes from three sources: ogres’ ability
to interbreed with humans, the innately lawful nature of ogre
magi and the superficial resemblance between humans and
ogres.

This origin possibility does not require any modification to the
ogre, merrow or ogre magi racial descriptions.

Fallen Fey

Another common explanation for the origin of ogres lies
in their close association (often violent) with various kinds

of spiritual creatures. They appear as place guardians and
obstacles of a particularly brutish nature, distinguishable from
other nature spirits mostly for their rock-like stupidity. Indeed
many stories about ogres mention a single, specific magical
trick the creatures perform in their own defence.

According to this explanation common ogres are magical spirits
who have lost or been somehow deprived of the majority of
their powers. Merrow retain some small element of those
powers, as witnessed by their aquatic nature. Ogre magi
represent the ‘original” ogres, magical creatures who fulfil a
villain’s role in the cosmic cycle of hero myths.

Support for this theory comes from several sources: tales
of ogres’ magical abilities and the innate magical power of
the ogre magi standing foremost among these arguments.
However, ogres are generally not vulnerable to the same things
that trouble the fey. Indeed, they seem almost too mundane
to be the descendants of spirits. Even the magically powerful
ogre magi do not seem especially fazed by cold iron or other
traditional tools.

This origin makes the most sense in worlds where the heroic
cycle exists not as a theoretical construct but as a functional
part of the cosmology. In such places the role of minor obstacle
and thug carries a specific context and weight best filled by
a weak fey. More importantly, the dim-witted yet physically
imposing nature of the ogre makes it an excellent early obstacle
for heroes who need to solve problems by their wits alone (a
common motif in mythic worlds).

This origin does not strictly require any changes to the ogre,
merrow or ogre magi race descriptions as presented. The
Games Master may wish to give ogres access to one or more 0-
level druid spells as a spell-like ability to their latent connection
with the raw power of nature.

Fo”en Gicmjls

The most common explanation provided by ogres for their
own origin, the so-called ‘fallen giant’ theory, states that the
ogre races were once full giants. Indeed, they strode the
land as the most powerful and magically adept giants of all
time. Through either a mischance or more likely the envious
machinations of the ‘good’ giants, the ogres were deprived of
their rightful place. Although the ogres retain some vestige
of their physical strength, most no longer wield the power
that is rightfully theirs. This origin story helps to explain the
bitterness and underlying rage that make up such a large part
of ogre psychology.

In terms of evidence, the fallen giant theory certainly has the
most support. Ogres are clearly descended from giant stock:
their size, disproportionate strength and durability attest to
that. Furthermore ogres of all three sorts constantly consort
with more recognisable giants.

This origin does not require any changes to the ogre, merrow,
or ogre magi race descriptions.
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Tainfed Demons

One of the more radical explanations for ogres holds that
they are, in fact, the children of demons that somehow found
themselves trapped on the mortal plane. Over time these
demons devolved, their supernatural powers slipping though
their fingers as they interbred with the giant races. The current
form of ogres and merrow represent the common state of their
people; ogre magi are throwbacks to a more glorious past.

This argument rests entirely on the physical appearance and
magical characteristics of ogre magi. Their blue-skinned,
horned appearance and strong innate magical ability certainly
gives them the appearance of otherworldly creatures. Although
some would argue that their native ability to turn into gaseous
form points to a close relationship with vampires, there does
not seem to be any evidence connecting ogres generally with
negative energy.

This origin works best if all ogres have the half-fiend
inherit template. However, applying the half-fiend template
generically increases the challenge rating of ogre encounters.
This side effect makes the origin less desirable in low-level
campaigns. Alternately, the Games Master could apply
the half-fiend template to ogres later in the campaign,
giving the players time to encounter the ‘little cousins’
before the main event.

Tainfed Humcms

Similar to the ‘fallen human’ hypothesis, the tainted
human school argues that ogres are essentially just really,
really big human beings. However, rather than supposing
that the ogre race is a cursed offshoot, this school holds
that ogres are a mixing of human and some other racial
stock. Some scholars speak of unthinkable races from
beyond space and time; others more prosaically point to
common animals.

This particular theory has both historical precedent and
common ogre features on its side. There are massive
human babies, some of whom grow to be almost ogre size.
Additionally ogres look like distorted humans, and the
occasional ‘animal birth’ of a human child with similarly
bestial features does not help matters. The Ogre’s current
existence as a separate, viable species simply indicates
that at some point in the past these monstrous births were
considerably more common than they are today.

This origin does not require any changes to the ogre
racial descriptions. It does, however, imply that some
human-human pairings could result in viable ogre births.
The rate of such births might be fairly low, or could be
as high as 1% of all live births in a specific region. This
could create some interesting interdependencies between
the human and ogre populations, especially if the two do
not completely separate over time.

OGRE PHYSIOLOGY

Ogres of all three sorts generally resemble large, physically
powerful humans. Like other humanoid species they have a
modest amount of sexual dimorphism, but not to the point
where males and females superficially look like separate
species.

Beautiful Ogres?

Of course, there is nothing to say that ogre sexual dimorphism
could not be fairly radical. Imagine a race of ogres where the
women were physically attractive and the men the ugly brutes
pictured in Core Rule Book III...

Common Oq res

Common ogres stand between nine and ten feet tall and weigh
upwards of 650 pounds. Their skin tone ranges from dull
yellow to dull brown. The common ogre species has brown,
black, or dirty blonde hair in a large mass of dreadlocks,
although their skin is almost hairless. Most have a single
skin tone, but a few display piebald coloration. Piebald ogres
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typically have a darker brown ‘base’ colour with dull yellow
or ivory splotches.

In terms of physique and stature, common ogres look quite a
bit like giants. They carry a massive amount of lean muscle
mass, combined with disproportionately strong outer limbs.
Like other giants they have a wide build and very broad pelvis
so as to better support their weight. Some humans, unused to
seeing males with a wide, low hip may well mistake male ogres
for females. Similarly, many first time observers notice that an
ogre’s legs strongly resemble squat tree trunks. This structure
represents an adaptation to their massive weight; although they
have human-like torsos ogre legs are short and broad to provide
enough support for rapid locomotion.

Many scholars dismiss the claims of the ogre’s ‘naturally
repellent odour’ as a simple example of bad hygiene or poor
clothing maintenance. However, in reality ogres do, in fact,
smell rather foul to non-ogres. Even baby ogres give off this
distinctive stench. The smell seems to originate from their
sweat glands. When ogres perspire they ooze a somewhat
viscous, foul smelling liquid that clings to their skin and hair.
When exposed to air this liquid quickly begins to reek like
rotting meat.

Other than darkvision most Ogres do not have any unusually
acute senses. They see, hear and smell roughly as well as a
human. This is not to say that individual ogres might not have
unusual abilities; but the average ‘run of the mill’ ogre has
enough trouble processing the information provided by the
standard five senses. He does not need any additional input.

Common ogre facial features vary from mostly human-like to
rather bestial. Most common ogres are difficult to distinguish
from extremely ugly, large humans. However a few have
muzzles, pronounced pointed teeth or other unusual features.
For more information on these features please refer to the
Uncommon Traits section below.

Descriptive Keys: Common Ogre

t  Long torso, short legs

+t  Shaggy head hair, hairless everywhere else

+  Rapid, heavy footsteps

+ Common voice descriptions: rumbling, deep, bestial
snarl

+  Powerfully built chest/back, no fat

+  Strong scent, enough to leave most non-scavengers slightly
ill

Unlike common ogres, merrow look more like humans than
giants. They have muscular, sleek bodies with legs that are
almost as long as their torsos. This allows them to move quickly
though the water, using their legs for propulsion. Merrow also
carry a great deal more fat around their back and chest than the
common ogre. This fat gives them some modest protection
from the cold associated with the depths that they prefer as
dwelling places.

The aquatic merrow have a large, gill structure along the sides
of their neck. This gill extends down into their chest cavity.
This allows them to ‘hold their breath’ for a short time while
above water. Severe damage to the chest can damage the gill,
which in turn causes them to suffocate even if they can return
to their watery abode. Underwater, this arrangement allows
them to speak normally. When speaking above water the
merrow must expel the water in its gills and then deliver its
statement. This immediately begins the process of ‘drowning’
for the merrow. Most merrow simply refuse to speak to surface
dwellers, not being willing to take the risk of dying for the
sake of a few words.

Merrow, like common ogres, do not possess any unusual senses
beyond their darkvision. Unlike common ogres, however, the
merrow have come to rely fairly heavily on this special sense.
The cold, murky underwater world contains even less light than
the temperate hill caves favoured by their cousins. Darkvision
gives merrow an advantage both in hunting and on the rare
occasions that they find themselves engaged in open warfare
for their aquatic homes.

The merrow’s secondary features diverge from the human norm
slightly more than common ogres. Their eyes are especially
large and dome-like. They have a significant amount of
webbing between their fingers and toes. Merrow that come
from a particularly old bloodline may have elongated hands
and feet.

There are persistent rumours that merrow can ‘hibernate’ in
very cold water or even ice. Although there are several frogs
capable of this feat, this remains a tall tale told by various
adventurers. When their watery homes become too cold
merrow migrate to warmer climates.

MGPPOW

Merrow dwell in large freshwater lakes and rivers. Like their
land-bound cousins they stand between nine and ten feet tall.
Their skin colours tend towards pale yellow, very pale blue
and occasionally mud brown. Merrow hair (which is usually
braided) varies from black to a kind of yellowish green not
unlike some kinds of aquatic weed.

Descriptive Keys: Merrow

Human proportions, but very tall

Braided head hair, otherwise hairless

Heavy, clumsy footsteps. Very graceful in the water.
Common voice descriptions: whistling, reedy, thin.
Chunky build. Some fat on chest and back

Smells like rotten fish if out of the water for more than one
round

— b

Oq re Maqi
Ogre magi bear some resemblance to their more common

ogre cousins. In particular they share the same build, physical
structure and hair. Unlike their ogre cousins the ogre magi
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do not wear dreadlocks, preferring to keep their hair in neater
braids or cut short as the situation dictates.

The most immediately apparent difference in appearance
between ogres and ogre magi is the variation in their skin tone.
Where common ogres generally display earth tones, ogre magi
skin varies from pale green to sky blue. Many have ‘mystical’
symbols tattooed onto their arms and back in order to further
accentuate the differences.

Ogre magi have far more human looking features than either
the common ogres or the merrow. They have broad human
facial features, usually with horns or tusks (and occasionally
both). If these were removed the ogre magi, other than being
10 feet tall and light green, would fit well in with most human
societies. A handful of ogre magi have distinctive marks
indicating fiendish heritage, and a handful have the more
bestial features of common ogres.

In order to answer the question of where ogre magi come from,
the Games Master must first answer whether ogre magi are a
separate species or part of the overall ogre race. In all of the
origins described above common ogres and merrow can, and
occasionally do, give birth to ogre magi children. Two ogre
magi can, in turn, give birth either to another ogre mage or less
commonly to a common ogre or merrow.

Descriptive Keys: Ogre Mage

Long torso, short legs

Neatly cut head hair, generally hairless

Rapid, heavy footsteps

Common voice descriptions: commanding, cultivated,
strong, rich

Powerfully built chest/back, no fat

Strong scent, enough to leave most non-scavengers slightly
ill

— b

—

Uncommon Tmijls

In addition to the common traits listed above, many ogres
(common, merrow and magi) suffer from various mutations.
These mutations are, for the most part, cosmetic. However a
few have enough impact to warrant further examination.

Animal Features

Some common ogres and a few merrow display physical traits
obviously derived from some other animal. Examples include:
long dog-like muzzles, conical cat ears, sharp talons coming
from the finger tips like a bird of prey and eyes like an eagle’s.
If these changes have more than a cosmetic effect the ogre loses
one of his starting feats and gains an ability as follows:

Cat Ears (Ex): The ogre’s ears stand up and out from his head.
They can swivel independently. These ears give the ogre a
+2 bonus on Listen and Sense Motive checks. Cat ears also
makes the ogre more vulnerable to sonic attacks; he has a -2
penalty to saves against spells or other effects with the sonic
descriptor.

Dog Muzzle (Ex): A jutting, dog-like muzzle massively distorts
the ogre’s human-like features. This prevents the ogre from
speaking, but he gains a natural weapon (bite) capable of
inflicting 1d8 damage. Ifthis ogre also has the Talon’s feature
the talons are the primary weapon and the bite secondary.

Eagle Eyes (Ex): The ogre’s eyes have slitted golden pupils.
He gains low-light vision out to 240 feet and a +2 bonus to
Spot and Search rolls. The ogre can only eat meat.

Talons (Ex): The ogre has two-inch long black or white talons
tearing though his fingertips. These natural weapons allow
him to make two claw attacks a round when unarmed. Each
talon does 1d6 damage. Ogres with talons have trouble using
weapons and so receive a —1 penalty to attack rolls when
making an armed attack. Furthermore they receive a—2 penalty
to any skill check requiring fine motor control (i.e. Forgery or
Sleight of Hand).

Black-Eyed Ogres

Some ogres, a handful of merrow and many ogre magi have
black eyes with white irises. This unusual coloration does not
damage the creature’s ability to see.

Black-eyed ogres of all sorts display unusual prowess with
arcane magic. They gain a +2 bonus to their Charisma for
the purpose of determining the number of spells they can cast
per day.

Sfonq Hide

A handful of ogres, many merrow, and a few ogre magi have
what appear to be large warts or extremely thick layers of
pebbles embedded in their skin. In reality these features are the
expressions of a massive fungal infection that simultaneously
protects the ogre and makes him less mobile. Some ogres
actively seek out this infection; others contract it though close
physical contact with an infected ogre. Most eventually come
to accept it as part of the misery that the universe heaps upon
them.

An ogre with the stony hide infection loses 10 feet from his land
and swimming movement rates, but gains +2 natural armour.
Non-ogres generally cannot contract this fungus, as it feeds
off of the ogres’ unique physiology and blood.

OGRE PSYCHOLOGY

Ogres, like all races, have a unique psychology that informs
their decisions. This psychology is based in part on their
immense physical presence, their ability to simply take what
they like and largely on their innate stupidity.

Aq Peecl upon AS pecfs

All ogres demonstrate the following psychologically aspects:

Distractible: Ogres lack the mental discipline to focus on
anything for more than a few minutes at a time. This leads them

-
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to be easily confused or distracted. It also prevents them from
building anything but the crudest of structures or crafted items.
Anything that takes more than a half-hour or so to complete
lies beyond the scope of even the most focused ogre.

Lazy: In addition to being distractible most ogres demonstrate
extreme laziness. Once an ogre secures his immediate objective
(i.e. gets food, drives off an attacker, or satisfies his thirst)
he rarely pursues the matter further. Ogres take the shortest
possible path to solve every problem, even if that path is fraught
with danger. They reason that the sooner a thing is completed,
the sooner they can return to their customary indolence.

Rage: Ogres of every sort constantly seethe with unchecked
anger. Every time they encounter an obstacle or interact with
another creature this rage suggests simple, very direct ways
to solve the problem. This almost insane fury should not be
confused with the occasional berserker moods of more civilised
folk. Ogres are almost pathologically angry, and have almost
no inclination to either control or reduce this rage. Venting
their anger on others does not seem to lessen it, not even when
the ogre descends into the madness of total bloodlust.

Slow: When extremely pressed ogres can demonstrate the
reasoning skills the gods gave to most intelligent creatures.
However, ogres generally come to conclusions and realisations
much slower than other folk. Even the wisest cannot tell
whether this slowness results from natural inability or simply
a decay of the ogre’s mental abilities as they pass out of early
childhood.

These four aspects of an ogre’s personality work together to
produce the chaotic and often evil behaviour noted by other
species. For example, when an ogre encounters a group of
travellers his first question is not: ‘Who are these people’, but
rather ‘Am [ hungry?’ He sees the creatures he meets as being
instrumental in fulfilling his own needs. If it turns out that he is
hungry he probably just attacks without further consideration.
If not, he may well just walk away. After all, interacting with
the travellers would take energy. If he is hungry and the
travellers run away he is not likely to give chase.

A(Jcli]lioncll Aspecfs ol( ﬂle que Mcuqe

Just as an ogre mage wields remarkable (for an ogre anyway)
magical powers, he also has unusual mental equipment that
makes him able to maximise his potential. Although scholars
and philosophers debate as to the true nature of thought, those
who have encountered ogre magi describe this ability with
one word: focus.

An ogre mage is not less distractible or even any faster than
his lesser brethren. However, something in his spirit allows
him to achieve a frightening level of focus that makes such
petty issues fade away. The ogre mage can sustain this focus
for hours, days, or even years at a time. So long as he has
something to focus on the petty troubles of his baser nature do
not bother him. Once he achieves whatever he focused on, he
must either develop a new goal or spend a time lazing about
like a regular ogre.

To some extent this ability to focus accounts for the extreme
behaviour witnesses report in regard to ogre magi. Many of
these creatures seem to focus on the achievement of wealth,
using this goal as the means by which they beat back their
internal weaknesses. Unfortunately this drive to run away from
themselves through accomplishment forces them to constantly
acquire more and more, until finally they overreach.

Opfional Aspecfs

In addition to the aforementioned psychological aspects,
individual ogres may display their own personality quirks.
These quirks rarely exert a strong enough influence to
overcome the ogre’s basic psychology, but sometimes they
taint it sufficiently to create odd behaviours