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_INTROPUCTION

INTROPUCTION

YAl who surrender will be spared; whoever does not surrender, but opposes with struggle and dissension, shall be annibilated.”
—Genghis Khan

Orcs have been the fall guys of fantasy gaming for over a quarter century. In the old days when orcs came in packs of 20-200, they were
nothing but sword fodder without a strong leader—and even with one, they died like flies. They have been described as filthy, stupid, and
savage, and depicted with the snouts and ears of swine. They come to defeat in module after module, beginning on the Borderlands and
continuing to the adventure paths of today. Even their children by humans are too ugly, brutish, and stupid to do anything but swing an axe.

And that’s exactly how it should be.

The orcs presented in Wrath ¢ Rage will be familiar to most readers. They are brutal, strong, savage, and utterly ruthless. They despise the
good races, whose lands and precious civilization they seek to put to the torch. The only difference between these and past orcs is that this
book tries to answer the question: Why? Why are they so nasty and mean; why do they hate elves so much; and what’s the deal with the big
axes?

Several answers are given in this book, and depending on which version you adopt in your campaign, orcs could become sympathetc, even
heroic figures—or simply easier to hate. When your players finally learn the truth behind the ores® fury, they could choose to join their
enemies’ side or fight against them even more fiercely. In any case, the orcs in this book are designed to make this ancient and complex race a
little more real, even a little more human.

New CAME €LEMENTS ANP €XISTING CHARACTERS

Most of the material in this book is usable by characters of any level, within the bounds of class and race. However, there are bound to be
elements that players and GMs wish to incorporate into an ongoing campaign that, had a player been aware of them earlier, might have led

to different choices for an existing character. New material should never punish a player for choices made at early levels. With that in mind,
there is plenty of flexibility in the d20 system for GMs and players to change the requirements for using new material or even slightly alter
existing characters. For example, prerequisites for a prestige class might be adjusted to allow access to the class without starting an entirely
new character, or the GM might allow an existing half-orc character past 1st level access to a feat such as Filthy. In all such cases, the GM is
the final arbiter of the rules in the campaign, Whenever you integrate this material into your campaign in an interesting way, please share your
ideas on the message boards at www.greenronin.com.

ABOUT THE AUTHOR

Jim Bishop has contributed design to Legions of Hell, Freeport: The City of Adventure, and Armies of the Abyss, and co-wrote and edited the
ORIGINS-nominated adventure Hel/ in Freeport. He was a contributor to the Colors of Magic anthology and has written a number of articles
for DRAGON Magazine. He lives in Edmonton and has a day job at BioWare making computer games.

JPECIAL THANKS

Special thanks to Chris and Nicole and the Seattle crew for sorely-missed gaming; to Mark Darrah and Matt Goldman for ideas and
inspiration; and as always to Krishena for everything.
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CHAPTER ONE€

Wrath & Rage gives players and Gamemasters the tools to build
characters, encounters, and environments that feel more orclike,
and provides game elements that help lead both to their own ideas
about ores and half-orcs. This chapter begins the work of character
and world design (at least as it pertains to orcs). For beginners,
there are suggestions about what to change and customize within
the campaign, while for experienced players, this discussion can
reinforce and perhaps even expand the creativity bred by all that
roleplaying.

PLAYING A
HALF-ORC CHARACTER

The most difficult part of playing a half-orc character is coming
up with a new take on the stereotypical big dumb fighter. The
easiest way to breathe new life into the half-orc is to take it in an
unexpected direction, usually by playing against type.

A half-orc bard with ranks in Knowledge (history) might be an
anthropologist collecting orc legends and tales into the definitive
history of the race, and such a character could view an encounter
with hostile orcs as an opportunity to expand her repertoire by
recording new battle cries. A half-orc sorcerer could be obsessed
with finding a “cure” for spellcasting, even as the spells keep him
alive on the battlefield. A half-orc who heeds the call to service
might be a pious cleric or a noble paladin, constantly fighting
against negative stereotypes in the battle against evil. A half-orc
rogue might be comically inept at sneaking and hiding, but also
simple-mindedly dedicated to perfecting his craft. A half-orc ranger
who despises her own savage nature could choose orcs as her
favored enemy, and work with human and elf allies to wipe them
off the face of the earth.

Even the typical half-orc barbarian can be made more interesting
by simply rweaking skill and feat selections, or choosing roleplaying
hooks that make the character more than an ordinary door-smasher.
A barbarian who swings a greataxe is commonplace, but what about
one who uses a rapier and affects a crude aristocratic accent? Or a
barbarian that is so savage he eschews weapons for the Improved
Unarmed Strike feat and attacks foes with his bare hands?

THE.WAY OF THE SCAR

The point is, half-orc characters don’t have to be boring, and they
don’t all have to be the same. With a litte work, you can turn these
powerhouses into roleplaying gems.

PLAYING AN ORC CHARACTER

The first step in playing an ore character is to ask the GM. Orcs
have an ECL (effective character level) of 1, meaning they are
abourt as powerful as any playable character race, but your GM has
final say in determining if pureblood ores are available as PCs in
the campaign.

Assuming orcs are allowed as a PC race, the player must also

be ready to answer a number of questions. If the character was
raised by orcs, why is he now living among civilized races? If

he was raised by another race, how did he handle the inevitable
persecution as he grew up? What is the character’s attitude toward
the orc race, and the common perception of orcs as evil? How
does he deal with the discrimination he encounters in civilized
regions? Does he have a human or an orc name, or both? What do
other ores think about him and the choices he has made?

The answers to these questions can make an orc PC one of the most
fascinating characters in a campaign. A character torn between two
worlds, or rejected by his people, makes a great tragic hero, An orc
who is in human lands out of duty, and must endure constant abuse,
can showcase the seldom-seen inner strength of this ancient race.
And an orc who lives among humans as a predator, the way a weasel
lairs near a chicken coop, makes an interesting character in itself,
struggling to stay one step ahead of the law.

ORC ANP HALF-ORC
ARCHETYPES

Here are several standard ideas for orc and half-orc characters.
Although the ideas behind the archetypes are simple, beginning with
something that the other players will immediately recognize lets you
more quickly and clearly bring out the interesting quirks of your

character (a particular speech pattern, catch phrase, routine in battle,
or unique viewpoint).
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NoBLe Savace

Your mind is simple, untouched by “civilized” ideas like bigotry,
jealousy, and betrayal. Your strong code of personal honor makes
you a valuable ally and a deadly enemy. Noble savage characters
might even resemble proto-paladins, carrying the banner of their
tribe without the religious baggage that weighs so heavily on the
modern paladin.

PATTLERAGER

You are never so alive as when you’re sereaming bloody vengeance
to the skies, or chopping up your enemies like firewood. You have
learned to tap into the deep well of orc hatred, and everything else
in life pales in comparison to the pure joy of battle. Orcs and half-
orcs are the ultimate barbarians, but even nonbarbarian characters
can work into this archetype. Orc warriors, especially, rely on great
strength and blood lust to defeat their enemies, since they lack the
training of a fighter and the talents of a paladin or ranger.

BACK-ALLEY KNEECAPPER

Whether you were deceived by evil or sought it out on your own,
you're one of the bad guys now. The kneecapper is the classic half-
orc assassin: the sneakiest, cruelest poster child for neutral evil ever
to hang around a tavern. Half-ores will never win a contest in hiding
or moving silently, but this one would likely rig the competition
with physical threats and shake down the other contestants before it
started, then steal the winner’s trophy an hour after it was awarded.
Such characters can be damaging to a heroic campaign, butin a

city campaign where ethical lines are blurry, they make fantastic
antiheroes. Those interested in an assassin core class may want to
check out Green Ronin’s Assassins Handbook.

SEPARATIST

You have seen your people abused and oppressed by the “good”
races for too long, and now you advocate a complete withdrawal
from the civilized world. Orcs should have their own homeland,
where they can live unbothered by the imperialist humans and
supremacist elves and dwarves. You have no patience for the
ignorant belief that orcs are evil—*“evil” is just a label applied by the
oppressor to those who fight back.

THE €XCEPTION

Kind and polite, with manners and a flair for language, you stand out
as the exact opposite of the stereotypical orc or half-orc. Exceptions
work twice as hard as everyone else, since they have to overcome the
negative image of an entire race. They do not show up often, but
players immediately recognize and sympathize with such characters
when they do make an appearance.

ORG, HALF-ORCS, ANP THE
(orRe (A

Although at their best as front-line melee fighters, ores and half-
orcs fit well into many roles. The following notes provide an entry
point into choosing a class for an orc or half-orc character or NPC.
“Option” comments offer some roleplaying and world-building tps.

APEPT

Most orc spellcasters are adepts, and although these hedge wizards
are not as powerful as their specialized cousins in arcane and
divine casting, they have a surprisingly strong and flexible spell list.
Adepts fulfill many roles in orc society, acting as their tribe’s seers,
matchmakers, healers, herbalists, historians, midwives, and scribes,
as well as defenders when the tribe is under attack. Almost all orc
adepts are female; males with magical talent usually follow the clerical
tradition,

GM s Optiom: Raising the adept’s skill points to 4 + Int modifier per
level is an easy way to improve this class and to better reflect its
many roles in an orc band.

DARBARIAN

With the orcs’ great strength and affinity for this class, it’s a

natural choice. Orc and half-orc barbarians can dish out so much
punishment, and benefit so nicely from the other class abilities, that
there’s literally no downside to this combination.

Player’s Option: Expand your tactical options with the Defensive
or Focused Rage feats, or play to your strengths with Unholy or
Unstoppable Rage (see Chapter 2: Feats).

- RACE5 OF RENOWN: WRATH & RAGE-



CHAPTER ONE: THE WAY OF THE SCAR

DARP

With their racial penalty to Charisma and terrible reputation
among civilized races, orcs and half-ores make poor entertainers
and even worse bards. Although a few levels of bard might help
some characters, rogue levels almost always serve the purpose
better. However, the very fact that orcs are ill-suited to the role
makes the occasional orc bard that does crop up (with bagpipes,
kettle drums, or the tiniest ukulele) that much more interesting and
fun to play.

CLERIC

Although less common than adepts, clerics are found in all large
orc warbands. Orcs and half-orcs don't make bad clerics, but their
penalty to Charisma ensures they’ll never be the best at turning or
rebuking undead, and with their penalty to Intelligence, they aren’t
exactly fonts of knowledge.

Player’s Option: Improve your spellcasting ability by taking the Eye
of He-Who-Watches feat, and the feats that descend from it (see
Chapter 2: Feats).

PRUIP

Most orcs and half-ores just don’t ke the natural world very much.
They prefer the simple joys of a grass fire to the complex beauty
of a forest, Subterranean druids don’t appear often either, since
most orcs hate their exile from the surface world and would never
actively seek to preserve the underground environment. When

orc druids do show up, they are almost always neutral evil and
work to organize large groups of wild creatures to attack civilized
settlements.

Player’s Option: Become a participant in the hunt-
or-be-hunted world of nature by taking the
Scent and Bite feats (see Chapter 2: Feats).

€XPERT

Few orcs follow the expert’s path,
but those who do can rise to
positions of great power

and prestige—

though more often as advisors than as chiefs. Half-orc experts are
more common, but still rare compared to the number of humans
who take this class. Most orc experts choose a number of rogue
skills, as well as all-purpose skills like Climb, Ride, and Swim.

Player’s Option: The best exclusive skill you can choose at character
creation is Use Magic Device. Put as many points as you can into it,
and start collecting wands and scrolls as early as possible.

FIGHTER

Although most orcs lack the dedication and patience the
fighter class demands, half-ore fighters are quite common and
devastatingly effective. Because of their low Intelligence, the
Expertise feat path is rarely followed by orcs or half-orcs.

Player’s Option: Don’t mess around as an orc fighter—rake Power
Attack and Cleave as early as possible, then concentrate on feats
that put damage on your target. Weapon Focus and Weapon
Specialization are key.

MONK

Alignment restriction aside, this is one of the best choices for

the orc or half-orc character. Orcs do not have racial penalties to
Strength, Dexterity, or Wisdom (the key abilities for monks), and
their high Strength just lets them hand out big helpings of punchy
damage. On the background side, it’s hard to justify a martial order
of orcs endlessly practicing &ata as they strive for enlightenment,
but orcs who worship Iron Fist or Seven Hunt Seven (see Chapter
5: The Gods and Their Servants) might be organized enough to
do exactly that.

GM s Option: Ore monks will be pretty rare without some
special steps being taken. Consider relaxing the alignment
restrictions for orc monks to any nonchaotic
alignment (instead of any lawful alignment) to
encourage this choice.

_RACE5 OF RENOWN: WIRATH & RAGE
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PALAPIN

The orc penalty to Charisma and the evil tendencies of most ores
combine to make orc and half-orc paladins rare. The very few who
are encountered are exceptions (see Archetypes, above) by definition,
and they tend to overcompensate for their beastly nature by serving
with honor and distinction. Orc paladins favor great cats, rhinos, and
clephants as mounts.

GM's Option: Because of the rarity of orc and half-orc paladins,
consider giving these characters free access to unusual mounts
(such as tigers and rhinos) as recognition of their special, one-of-a-
kind nature.

RANGER

Rangers fill a very different role in ore society than they do for
humans and elves. Ore rangers are more like tribal avengers;
dedicated warriors who hunt down the race’s many enemies, rather
than a line of defense against monsters and forest creatures.
Almost all ore (and many half-orc) rangers take good humanoids as
their favored enemies, generally beginning with elves and dwarves
before moving on to humans and the rest.

GM'’s Option: Orcs are such experienced enemies of the civilized
races that you might consider allowing them to choose character
classes, instead of races, as favored enemies. An orc ranger

with wizards as his favored enemy would be a dedicated mage-
killer, while an orc with favored enemy (rogues) would be a
countersurveillance expert, working far out on the vanguard to slay
enemy spies,

Rocue

Most orc and half-orc rogues fall under the back-alley kneecapper
archetype (see Archetypes, above), and do much to worsen the
other races’ opinion of orc-kind. Many orc rogues take a level or
two of fighter or ranger to enhance their combat abilities, and
although they are not as stealthy as the small races or elves, their
sheer power more than makes up for this small deficiency.

Player’s Option: Feats like Distracting Shot, Full of Surprises, and
Street Fighter (see Chapter 2: Feats) expand on your natural
talents for mayhem.

SORCERER AND LWIZARD

With their racial penaltes to Intelligence and Charisma, ores and half-
orcs simply lack the smarts and personality to make good sorcerers
and wizards. A single level of sorcerer, however, gives any orc the
ability to cast expeditions retreat or true strike three imes per day—making
this an interesting choice for a multiclassed barbarian or fighter.

WARRIOR

Warrior orcs are the most numerous of all their kind, and this class
is also common among half-orcs. Like the adept, the warrior is a
surprisingly good class with a great deal of versatility, though it
suffers compared to PC classes, especially at high levels,

GM s Option: Granting warriors a free fighter feat at 1st level is an
easy way to make this class more powerful and to differentiate one
warrior from another.
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“THE-WAY OF THE SCAR

- ALTERNATIVE ORC RACIAL CONCEPTS -

Although ores have not changed much in twenty-five years of
fantasy roleplaying, they still have a lot of flexibility left in them.

In your campaign orcs might not be evil or savage, might not be
stupid or ugly, or might never invade their neighbors. The following
portrayals of orcs differ from the standard view in significant ways,
and allow the GM to paint a very different picture of these ancient
enemies in his campaign.

These descriptions are not necessarily exclusive; you can easily
combine two or more concepts to suit your vision. Alternatively,
different subraces or types might embody different themes. Each
suggestion includes ideas for modifying the race in minor ways to
embody a given theme.

THE SAVAGE
HORpe

One way to use orcs in a
campaign is to play them as
frantic, screaming hordes of
inhuman monsters, totally
without sympathy or the
slightest capacity for doing
good. In this portrayal, the orc
race is nothing like humans

or elves—ores are not even
humanoids. Instead these
hairy brutes are monstrous
humanoids, great savages who
advance like monsters—by
growing huge and powerful—
instead of by taking levels in 2
character class.

This is obviously a very different
picture of the orc race, and it
goes against many conventional
precepts. [ts biggest advantage

is that it makes orcs different;
they are no longer just mean
people in ore suits, but a
completely alien race, with their
own motivations and goals.

The disadvantage is that this major shift could go against part of a
GM’s campaign setting, and it requires some work to build into a
standard roleplaying world.

€NCOUNTERS

Savage orcs breed only when there is enough food to go around,
much like rats, But since all the orcs breed at once, the food supply
is always suddenly depleted, and the now-huge tribe must look
elsewhere for resources. As a result, every few years a great wave of
savage orcs comes spilling out of the mountains into the civilized
lands, killing and looting as they go. The party could be asked to help
stem the tide of invasion or to spy out a growing horde; they could
even be hired by the horde itself to determine which of the towns in
a river valley are ripe for slaughter.

RACE>.OF: RENOWN

ALTERNATIVE RACIAL ABILITICS

Orecs in this option are monstrous humanoids, with game statstics as
set out below.

THE CREATED

In this view of orcs, the race was not born in the ordinary sense
but was artificially constructed by an unknown hand. There are
many possibilities in this view, from ores as victims of elaborate
torture, to the product of magical experiments, to a divinely
generated plague upon the
planet (though see The Cancer,
below, for more on this last
option). One of the best
solutions is to tie the orcs’
created status with the facr

that they can crossbreed with
everything but elves; in this
option, the ores were created
from elf stock, and their
extensive alterations make

them unable to breed with their
parent race. In any case, they
do not follow the ordinary rules
for humanoid evolution and
breeding. They are (in modern
terms) genetically engineered as
perfect survivors, much like big,
two-legged cockroaches.

This is a subtle option, and the
truth behind the ores’ origin (or
the fact that there is anything
unusual about them at all) is
tevealed through pieces of
information that the PCs might
not acquire until months into a
campaign.

€NCOUNTER>

Created orcs behave exactly
like regular orcs, so most encounters with them are unchanged.
Encounters about created orces are something else entirely. For
example, the PCs could discover an abandoned wizard’s tower with
the remnants of magical experimentation, and notes that describe
the mad mage’s progress towards creating a new creature. They could
also learn that orcs” hatred for elves arises from the fact that they
descended from the fair race—perhaps the elves are even aware of
this fact and work to suppress it. The intrigues and plot twists that
accompany this investigation could encompass an entire campaign.

ALTERNATIVE RACIAL ABILITIES

Created orcs have the standard orc statistics, but they gain one
new special quality, Lamarckian evolution, that accelerates their
advancement.

WRATH & RACE
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LAMARCKIAN €UOLUTION (€X)

The descendents of created orcs who earned experience before their
child’s birth receive 1/5 the sum of their parents’ XP total at birth.
For example, the son of an adept with 1,150 XP and a barbarian
with 4,300 XP would begin life with 1,090 XP (1,150+4,300/5),
enough to start out with two class levels.

THE BETRAYED

This is among the easiest and most effective changes you can make
to orcs in your campaign. Instead of portraying them as bellowing
lunatics bent on meaningless slaughter, simply give a good reason
for their rage. If the orc race is justifiably angry, they come to be
sympathetic, even tragic figures.
Perhaps they were tricked by
the elves at the dawn of time,
and then repeatedly betrayed
throughout history.

The danger with this approach
is that you could potentally

lose an excellent bad guy for
your campaign. If the PCs
identify too closely with the
downtrodden masses of the
orcs, they might refuse to fight
them, or actually switch sides
and support them in their noble
struggle against their oppressors.

If, on the other hand, you paint
the orcs’ rage as misguided—
perhaps the elves have their own
version of what happened back
in the old days—then the orcs
lose some of their sympathetic
air and become monsters again,
albeit misinformed instead of
merely evil.

In any case, humanizing the orcs
of your campaign in this way
adds a depth and complexity

to them that most players

will appreciate, and can turn
even the most straightforward
dungeon crawl into a roleplaying
opportunity. The PCs could find
themselves negotiating a truce
on behalf of an orc kingdom, or pleading the elves’ case before an
orc tribunal, navigating through ancient hatreds at each step of the
way.

€NCOUNTERS

Betrayed orcs are just like regular orcs, only more so. They hate

clves and dwarves with a consuming passion that defines their very
existence and identity as a race. They dedicate themselves to war
against their enemies and prepare endlessly for combat, even making
pacts with lesser enemies in order to further their ultimate goal. In
this picture of the race, petty concerns are totally eclipsed by a single,
driving hatred and ambition.

Because of their abiding rage, encounters with betrayed orcs might
be prefaced by encounters with anathema creatures that are spawned
by the accumulation of fury around orc encampments (see Chapter
4: Creatures for the anathema template).

ALTERNATIVE RACIAL ABILITIES

Replace orcs’ favored class of barbarian with ranger to emphasize
the sharp focus they place on defeating specific racial enemies,
Orces with elves and dwarves as their first favored enemies would
be common if you choose this option.

Additionally, betrayed orcs gain the smite good ability when they
reach 5th level, regardless of their class,

SMITE GOOP (5U)

Once per day you can focus your
anger into a devastating melee
attack. Add your Charisma
modifier (if positive) to your
attack roll, and deal 1 extra

point of damage per HD. This
ability functions only against
good-aligned opponents. You
can trigger this ability at will, but
only on your turn,

THe CANCER

In many ways this option is
similar to The Created, above.
Both provide an alternative
origin story for orcs, and both
give the race unusual new
abilities related to reproduction.
In this alternative, orcs are a
divinely created race, sent down
to the world as punishment for
its sins. They breed like rabbits
and spread like kudzu, invading
every ecological niche they
encounter in short order, and
dominating whole landscapes
with their offspring. They are

a virus and a plague, meant to
instruct wayward mortals in the
folly of opposing the gods.

These cancerous orcs are
aggressive only while they move into a new area; once it is pacified,
they get down to the business of love, and within weeks new litters
of the menace are on their way. Under this option, orc litters are
between three and six offspring in size (unlike the standard one or
two) and the young reach physical and sexual maturity in a mere
nine months. '

€NCOUNTER>

These orcs provide an immediate threat to any campaign setting,
and a quest to either slow down their reproductive rate or appease
the gods that sent them could be tied to a whole series of
adventures. Besides their fecundity and tenacity (see below), orcs
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under this option would likely be encountered with rabid creatures
(see Chapter 4: Creatures for the rabid template) driven mad by
drinking water polluted with orc wastes.

ALTERNATIVE RACIAL ABILITICS

Orcs of this option are built to last, and what kills one generation
has no effect on the next. They have all the standard abilites of orcs,
plus the following special quality.

WeepLiKe TENACTY (5U)

If one of these orcs dies of poison or disease, its unborn offspring
gain immunity to this specific toxin or disease. If one of these orcs
dies as a result of a spell, its unborn offspring gain a +4 resistance
bonus on saves against that specific spell.

These immunities and save bonuses persist through multiple
generations, and there is no limit to the number of immunities and
bonuses that may accumulate in this manner.

THe CONQUEROR>

Not all orcs are relegated to the back row of history. In some
worlds, orcs have overcome adversity and discrimination to become
continent-spanning powers. Their armies sweep across the globe,
driving the civilized races before them like cattle and putting whole
civilizations to the torch. The best real-world comparison for this
phenomenon is the Mongol warlord Genghis Khan, who united

all the disparate Mongol tribes and led them on a wildly successful
rampage across Eastern Europe and Asia. The world was his for a
time, taken by right of conquest,

Depending on your campaign world, conqueror orcs could be
rulers of a hemisphere, a continent, a county, or merely a city-
state. They could have formed a somewhat stable and structured
society of their own, or be content to dance and sing upon the
ashes of vanquished foes. They could be in the twilight of their
rule, centuries after taking over the civilized world, or still in their
infancy, with dreams of seizing power but no victories under their
belt. Perhaps the entire world is held under an orcish heel, and the
rest of the mortal races chafe and yearn for freedom from this
brutal rule,

€NCOUNTER>

Conqueror orcs are typically smarter, better equipped, and less
chaotic than their mistreated cousins. They prefer to go to war with
allies and slaves at their sides, favoring giants (including athachs,
ogres, and ettins), other humanoids (goblins make a perfect orc slave
race), and war beasts such as chimeras and hydras. They often use
siege engines, especially juggernauts, mantlets, and scaling ladders
(see Chapter 7: Equipment for more on these new battlefield
items).

ALTERNATIVE RACIAL ABILITIES

Conqueror orcs replace the race’s usual —2 penalty to Intelligence
and Charisma with a -2 penalty to Dexterity, becoming clumsier
than normal orcs, but also smarter and better able to work together.
Additionally, their favored class switches from barbarian to fighter.
Orc sorcerers and wizards are not uncommon, especially in large
armies.

RACE>.OF RENOWN:
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PTER TWO:

Orcs are generalists, and most of the feats described here are of
general application. However, the abiding rage that is so much a part
of the orc people’s history does reveal itself in a suite of specialized
feats that allow even the crudest barbarian a chance to have some
special effect. Orc and half-orc clerics are also able to turn the power
of pain and sacrifice into spontaneous casting ability—at a hefty cost.

Most of the feats described here do not have a racial prerequisite;
however, a Gamemaster (GM) can give each race its own feel by
limiting certain feats to members of certain races. Obviously, many
feats emphasize certain aspects of orc culture, and a GM might limit
any or all of them to orcs or half-orcs. Conversely, a GM is free

to allow members of other races to take orc-specific feats if it is
appropriate for that campaign.

RAGE CHANNELING FEATS

Rage channeling feats allow orcs and half-orcs a chance to turn
inchoate fury into a specific effect. By “spending” daily uses of the
rage ability, a character can attack more ferociously, better resist
harmful effects, or even focus on critical tasks.

Such feats are not restricted to any race or character class, but the
ability to rage is almost entitely the province of barbarians (a favored
class of orcs and half-orcs).

"€YC” FEAT

A suite of metamagic feats are founded on the Eye of He-Who-
Watches feat. Open only to clerics of this supreme orc deity (see
Chapter 5: The Gods and Their Servants), this feat requires the
character sacrifice his or her left eye to their deity. Although this
results in numerous physical penalties, the reward for this devotional
act of self-mutlation is considerable to an orc: improved clerical
spellcasting.

This sacrifice also opens the path to increasingly powerful
spontaneous casting abilities, which trade a prepared spell for an
effect cast through the cleric’s remaining eye. Again, these feats are
not restricted by race, but few who do not share the orc bloodline
would be willing to worship He-Who-Watches, let alone undertake
such a drastic demonstration of faith.

- FEAT PESCRIPTIONS -

The following feats are presented in alphabetical order.

ALARUM (GENERAL)

You can issue a call to arms to quickly rally your followers in defense.

Prerequisite: Leadership.

Benefit: When your retinue (your followers and cohort) are
surprised (not just flat-footed), they gain a +4 dodge bonus to AC,
just as if they had taken the total defense action. This bonus does
not last beyond the surprise round. They still lose their Dexterity
bonus to AC while flat-footed and surprised, as normal. This bonus
applies only to your followers and cohort, not to you.

Normal: Characters who are surprised cannot act during the
surprise round.

BATTLE SHOUT (GENERAL)

You can inspire your followers to great feats of courage in battle.
Prerequisite: Leadership.

Benefit: Three times per day, you can take a full-round action to
issue a battle shout, All members of your retinue (your followers and
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cohort) within the sound of your voice gain a +2 morale bonus on
attack and damage rolls, and on saving throws against fear effects, for
1 minute. This bonus applies only to your followers and cohort, not
to you.

Special: Issuing a battle shout is an extraordinary, mind-affecting,
language-dependent ability.

BATTLEFIELP TRIAGE (GENERAL)

Some ores are exceptionally skilled at assessing teh wounds of
others. You have a keen eye for suffering and can rell the condition
of those around you with a glance.

Prerequisite: Heal 6+ ranks.

Benefit: As a move-equivalent action, you can make a quick
assessment of the status of every creature within a radius of 15 feet.
Make a Heal check for every creature you inspect, with a DC of

10. If this check is successful, you can determine if the creature is
dead, dying, disabled, seriously wounded (less than half its hit points
left), moderately wounded (more than half its hit points left), or in
good condition. A failed check gives you no information or false
information, at the GM’s discretion.

N: WRATH & RAGE:- .



- (HAPTER-TWO: FEATS:

BERSERK CHARGE (CENCRAL)

You can charge right through defenders.

Prerequisite: Power Attack.

Benefit: You gain a +4 circumstance bonus on trip attacks made as
part of an overrun attempt by you,

BIGGER HAMMER (GENERAL)

You prefer to use force when mere finesse would suffice.
Prerequisite: Sunder.

Benefit: You can choose to apply your Strength modifier instead of your

Intelligence modifier to Disable Device checks. Checks with a DC of 20
or higher receive a —4 circumstance penalty when you use this method.

BITe (GENERAL)

You can make a powerful bite attack,
Prerequisite: Savage humanoid.

Benefit: You can make a secondary bite attack as an unarmed
attack to deal 1d6 points of piercing damage, adding one-half your
Strength bonus to damage. This bite damage improves by one die
step (from 1d6 to 1d8, for example) for each size you are larger than
Medium-size, and decreases by one die step for each size smaller
than Medium-size (minimum 1d2).

RACE5 OF RENOWN: WRATH & RAGE -
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BRAIN PAMAGE (GENERAL)

A head wound has left you rattled but serenely unaffected by spells
that attack the mind.

Prerequisite: Savage humanoid.

Benefit: Your Intelligence scote is set to 3 and your Wisdom and
Charisma scores are set to 1, but you gain immunity to mind-
affecting spells and effects as a result of your near mindlessness.

CAREER CHANGE (CENERAL)

You can trade in any one feat to gain skill points.
Prerequisite: Level 5+, multiclassed.

Benefit: You can convert any one feat you have previously chosen
(besides Career Change itself) into 8 skill points, which must be
spent immediately. The spent feat is lost completely; you
gain no more benefit from the feat, and it does not
count towards the prerequisite for any other
feat ot prestige class. You cannot
trade in virtual feats (those granted
as bonus feats by a character
class).

Example: Krug
(War5/Rogl) takes
the Career Change
feat when he reaches
6th level. He chooses
to trade in Power
Atrtack, spending the

8 resulting skill points
to buy 8 ranks in Move
Silently. He can no
longer use the Power
Attack feat and no
longer qualifies for the
Cleave feat.

COMPAT TUTOR
(GENERAL)

You are especially good at
aiding others in combat.

Prerequisite: Base attack
bonus +1 or higher.

Benefit: When you take the aid another action to help a friend
in combat, you can add a +4 circumstance bonus to either your
friend’s AC or his attack roll versus one opponent.

Normal: You add a +2 circumstance bonus to your friend’s AC or
attack roll.

CUP-WARP (GENERAL)

You can detect the presence of poisons by smell.
Prerequisite: Scent.

Benefit: You automatically detect the presence of poisons within a
10-foot radius. This ability otherwise exactly mimics the effects of
the detect poison spell.

. Races.

perensive RAGE (RAGE CHANNELING)

You can channel the power of your rage to defend yourself against
physical attack.

Prerequisite: Ability to rage.

Benefit: By “spending” one of your rages, you gain a +6 haste
bonus to AC for 1 round. You can activate this ability at will, even
during your opponent’s turn,

PISTRACTING SHOT (CENERAL)

You can make a special ranged attack that is potent against
spellcasters.

Prerequisite: Point Blank Shot, Wis
13+,

Benefit: If you ready a ranged artack

against and deal damage with your
readied weapon to a spellcaster in
the act of casting, the spellcaster
suffers a —6 penalty on the
Concentration check to avoid losing
the spell.

€Y€ OF THE BASILISK
(METAMAGIC)

You can deliver a ranged touch
spell as a gaze attack instead.

Prerequisite: Eye of He-
Who-Watches, ability to cast
Gth-level cleric spells.

Benefit: Cast any spell that

is delivered by ranged touch
attack. This spell does not take
immediate effect; instead it is
stored in your one remaining
eye. The spell becomes a gaze
attack, beginning on the round
after the spell is cast, and
follows all the normal rules for
gaze attacks. The gaze attack
is active for 10 rounds or until

discharged.
€Y€ OF BLINPNESS (METAMAGIC)

You can convert any prepared spell of at least 3rd level to biindness.

Prerequisite: Eye of He-Who-Watches, ability to cast 3rd-level
cleric spells.

Benefit: You may “lose” any cleric spell of at least 3rd level to
cast blindpess, channeling the spontaneous spell through your one
remaining eye,

€Y€ OF PESTRUCTION (METAMAGIC)

You can convert any prepared spell of at least Tth level to destruction.

Prerequisite: Eye of He-Who-Watches, ability to cast 7th-level
cleric spells.

WRATH & RAGE:
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Benefit: You may “lose” any cleric spell of at least 7th level wo
cast destruction, channeling the spontaneous spell through your one
remaining eye.

€Y€ OF FEAR (METAMACIC)

You can convert any prepared spell of at least 1st level to canse fear.

Prerequisite: Eye of He-Who-Wartches, ability to cast 1st-level cleric
spells.

Benefit: You may “lose” any cleric spell of at least 1st level to
cast cause fear, channeling the spontaneous spell through your one
remaining eye.

€ve oF He-WHo-UWATCHES (METAMAGIC)

You sacrifice one of your eyes to your god for a bonus to clerical
spellcasting,

Prerequisite: Cleric of He-Who-Watches.

Special: Taking this fear requires a test of the cleric’s faith by putting
out the left eye. A red-hot spear point is traditional, but nearly any
method will work. This act imposes a permanent -2 competence
penalty on all Alchemy, Appraise, Craft, Decipher Script, Disable
Device, Forgery, Open Lock, Read Lips, Sery, Search, Sense Motive,
Spellcraft, Spot, and Wilderness Lore (for tracking) skill checks; this
penalty also applies to all initiative checks, Dexterity checks, and
Reflex saving throws.

Benefit: You prepare and cast spells as a cleric one level higher than
your actual cleric level. This feat does not improve your class abilides,
saves, checks, or base attack bonus,

€Y€ OF VENGEANCE (METAMAGIC)

You can convert any prepared spell of at least 9th level to implasion.

Prerequisite: Eye of He-Who-Watches, ability to cast 9th-level
cleric spells.

Benefit: You may “lose™ any cleric spell of at least 9th level to
cast implosion, channeling the spontaneous spell through your one
remaining eye.

€Y€ OF THE LWATCHER (METAMACIC)

You can convert any prepared spell of at least 5th level to serying or
true seeing.

Prerequisite: Eye of He-Who-Watches, ability to cast 5th-level
cleric spells,

Benefit: You may “lose” any cleric spell of at least 5th level to cast
serying or frue seeing, channeling the spontaneous spell through your
one remaining eye.

FILTHY (GENERAL)

Your diet and poor hygiene have made you resistant to poison and
disease.

Prerequisite: Nonelf, Cha 9-.

Benefit: You receive a +2 circumstance bonus on all saves against
poison and disease.

Special: You can take this feat only at 1st level.

Focusep RAGE (GENERAL)

You can channel the power of your rage to focus on tasks.
Prerequisite: Ability to rage.

Benefit: By “spending” one of your rages, you gain a +6 morale
bonus on all skill checks for 1 round. You can activate this ability at
will, but only on your turn.

FULL OF SURPRISES (GENERAL)

You are proficient with small, easily concealable ranged weapons.
Prerequisite: Base attack bonus +1 or higher, nongood alignment.

Benefit: You gain the Exotic Weapon Proficiency feat with shuriken
and hand crossbow.

GHOST RAGE (RAGE CHANNELING)

You can channel the power of your rage to gain the ability to strike
incorporeal creatures.

Prerequisite: Ability to rage.

Benefit: By “spending” one of your rages, you grant all of your
attacks the ghost fouch special quality for a number of rounds equal to
3 + your (newly increased) Constitution bonus, You can activate this
ability at will, but only on your turn.

GREATAXE PIPLOMACY (GENERAL)

You prefer to do business with a gang of toughs at your back.
Prerequisite: Leadership, Intimidate 4+ ranks.

Benefit: When accompanied by your entire retinue of followers and

your cohort (if any), you add your Leadership score to all Intimidate

checks, Note that you must actually have at least one follower for this
feat to be effective.

GULLET (GENERAL)

You can swallow an object and keep it hidden in an internal pouch.
Prerequisite: Savage humanoid, Medium-size or larger.

Benefit: You can swallow up to 1 cubic foot of material per point
of your Constitution score. Swallowing or retrieving an object takes a
base time of 1 minute, regardless of size, but an Escape Artist check
can speed it up. Consult the following table.

GULLET TABLE

Escape Artist Check Time
10 or less 1 minute
11-15 5 rounds
16-20 2 rounds
21-25 1 round
26+ Partial action

Items are stored in an inert fleshy pouch that conceals them from
detection, as the obsaure object spell. (This is an extraordinary ability,) This
pouch is a normal part of orc anatomy, but you have gained limited
control over it. Hidden items do not take damage from stomach acid nor
come into contact with any body fluids. Normal objects, even weapons
and sharp items, cause you no harm while they are so concealed. However,
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you are harmed by objects that are corrosive, poisonous, diseased, produce
energy of some sort, or are animated. You automatically fail any saving
throws you are called upon to make by such cargo.

An object stored in this gullet for more than a day becomes a bit
gamy, but it can remain in storage for up to six weeks before it must
be removed. If left inside any longer, the item becomes embedded
in the pouch’s tissues, requiring a successful Heal check (DC 25) to
cut it free. If the check fails, the healer can try again, but each check
(successful or not) deals 1d4 points of damage to the patient.

Home SCHOOLING (GENERAL)

One or both of your parents gave you the rudiments of an
education.

Prerequisite: Orc or half-ore, barbarian.

Benefit: You gain any one Knowledge skill as a class skill, and you
know how to read and write any language you can speak.

Normal: Barbarians are illiterate.

Special: You can take this feat only at 1st level.

IPIOT SAVANT (GENERAL)

Despite your below-average intelligence, you have a knack for picking
up and remembering obscure bits of information.

Prerequisite: Int 9—,

Benefit: You gain a +3 insight bonus on all Knowledge skill checks.
IMPROVED GRAPPLE (GENERAL)

You can initiate a grapple without the risk of counterattack.
Prerequisite: Power Attack, base attack bonus +4 or higher.

Benefit: You do not incur an attack of opportunity when you
attempt to start a grapple.

IMPROVEP NATURAL ATTACK (GENERAL)

Your natural weapons are especially sharp and vicious,
Prerequisite: Natural attack that deals piercing or slashing damage.

Benefit: Your natural attacks improve by one die step: from 1d4 to
1d6, for example.

Special: You can take this feat more than once, but each time it
applies to a different natural attack.

KeeN SCENT (CENERAL)

Your sense of smell rivals that of a bloodhound.
Prerequisite: Scent, Wis 15+,
Benefit: Your scent ability has a range of 60 feet instead of 30 feet.

Special: You can take this feat only at 1st level.

LEAPER (GENERAL)

You have a unique talent for long jumping,

Prerequisite: Run,

Benefit: Your maximum jump distance is not limited by your height.

This feat has no effect on the height of high jumps, including
running high jumps.

LITTLE PeOPLE (GENERAL)

You can avoid harm by hiding behind your followers.
Prerequisite: Leadership, nongood alignment.

Benefit: When you would be hit by a ranged attack (including

a ranged touch attack but not an area effect) you may make a
Leadership check (d20 + Leadership score) with a DC equal to the
damage dealt. If this check is successful, the attack instead affects a
cohort or follower of your choice within 5 feet of you. If there is no
cohort or follower within range, this ability has no effect.

MICHTY THROW (GENERAL)

You can make exceptionally powerful attacks with thrown weapons.
Prerequisite: Power Attack.

Benefit: On your action, before making attack rolls for a round, you
may choose to subtract a number from a ranged attack roll with a
thrown weapon and add the same number to the damage roll with
the weapon. This number may not exceed your base attack bonus.
This ability has no effect on projectile weapons (such as bows and
crossbows), or on thrown weapons that do not benefit from a
Strength bonus to damage (such as shuriken).

NOs€ FOR MAGIC (GENERAL)

You can detect the presence and character of magic by its distinctive smell.
Prerequisite: Keen Scent.

Benefit: You automatically detect the presence of magical auras
within a 10-foot radius. This extraordinary ability otherwise exactly
mimics the effects of the detect magic spell.

Nouveau RicHe (MONSTER)

Your greed and keen sense for spoils have made you better equipped
than your peers.

Prerequisite: NPC.

Benefit: You have gear appropriate for a creature one level higher.
For example, a 5th-level orc warrior would have gear totaling 5,600
gp instead of 4,300 gp.

ORCBORN (CENERAL)

Your upbringing has made you proficient in traditional orc weapons.
Prerequisite: Orc or half-orc, base attack bonus +1 or higher.

Benefit: You gain the Martial Weapon Proficiency (greataxe) and
Exotic Weapon Proficiency (orc double axe) feats.

PASS FOR HUMAN (GENERAL)

You favor the human side of your parentage and can pass for a
normal human in a pinch.

Prerequisite: Half-orc humanoid.

Benefit: You gain a +10 racial bonus on Disguise checks made to
appear human.
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PLAGUE RAT (GENERAL)

You carry a nasty disease, which you can spread by attacking with
your natural weapons.

Prerequisite: Filthy, base Fortitude save +3 or higher.

Benefit: When you make an unarmed attack that deals damage, your
opponent must make a Fortitude save (DC 10 + your HD + your
Con modifier) or be infected with filth fever (see DMG).

POWER CASTING (GENERAL)

Your sheer strength allows you to ignore damage while casting spells.
Prerequisite: Spellcaster, Str 13+.

Benefit: Apply your Strength modifier
instead of Constitution modifier on
Concentration checks made
to cast spells when hit in
combar.

PRICKLY THUMBS
(GENERAL)

You have a preternatural
sense for scrying attempts
made against you.

Prerequisite: Alertness.

Benefit: You gain a +8
insight bonus on Scry checks
made to detect serying and

are entitled to check whenever
you are being scried (the GM
should make these checks
secretly). This ability grants no
benefit to any other use of the

Scry skill.

PUNISHING RAGE
(GENERAL)

You can channel the power
of your rage to take out many
opponents during one round.

Prerequisite: Ability to rage.

Benefit: By “spending” one of your rages, you gain the benefit of
the Great Cleave feat for one round. Additionally, you can take a
5-foot step each time you drop an opponent, up to your maximum
movement. You can activate this ability at will, but only on your turn,

RESOURCEFUL (GENERAL)

Your natural talent for improvisation allows you to operate normally
under any circumstances.

Benefit: You do not suffer the standard -2 circumstance penalty
on skill checks made in unfavorable conditions, such as when using
improvised tools.

Special: This feat has no effect on circumstance penalties greater

than -2.

Rich (MONSTER)

You are wealthy beyond dreams of avarice, with gear appropriate to a
player character of your level, instead of a lowly NPC.

Prerequisite: NPC, base attack bonus +5 or higher.

Benefit: You have gear appropriate for a PC of your level. For
example, a 5th-level orc warrior would have gear totaling 9,000 gp
instead of 4,300 gp.

Special: This feat stacks with the benefit provided by Nouveau
Riche (above). An NPC with both feats has gear appropriate for a
PC one level higher.

Ruceep
(GENERAL)

You are especially tough
and able to resist extremes
of weather.

Prerequisite: Great
Fortitude.

Benefit: You gaina +2
innate bonus on Fortitude
saves and Constitution
checks made to resist
drowning, suffocation,
starvaton, thirst, and the
narural environmental
effects of heat, cold, wind,
and weather.

RUNT
(GENERAL)

You are much smaller than
other members of your
race,

Prerequisite: Any
humanoid.

Benefit: Your size drops by
one step. For example, if you
would normally be Medium-

size, you are now Small, If you would be Small, you are now Tiny.

Special: You can take this feat only at 1st level.

SCENT (CENERAL)

Your sharp sense of smell allows you to detect and even track
creatures by their odor.

Prerequisite: Wis 11+, savage humanoid.

Benefit: You gain the scent ability.
SILVERBACK (CENERAL)

Your back and shoulders are covered in a luxurious silver pelt, the
traditional symbol of orc tribal leadership.

Prerequisite: Ore, Leadership, 25+ years old.
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Benefit: You gain a +2 circumstance bonus on Intimidate checks
and a +2 innate bonus to your Leadership score.

SLAVE PRIVER (GENERAL)

You motivate your retinue through sheer intimidation.
Prerequisite: Leadership, nongood alignment.

Benefit: Make an Intimidate check (DC 10 + the highest HD total
among your retinue (your followers and cohort, if any). On a success,
you gain a +2 morale bonus on all your retinue’s Strength-based skill
checks and Fortitude saves for 1 hour. This benefit applies only to
your followers and cohort, not to you.

Special: Each hour of slave driving after the first requires each of
your followers and cohort to make a successful Constitution check
(DC 15 + 1 per extra hour) or take 1d6 points of subdual damage. If
any follower passes out from this treatment, you suffer a permanent
—2 penalty to your Leadership score.

JPEAR €LITE (GENERAL)

You are trained to meet a charge with devastating resistance.

Prerequisite: Weapon Focus (any spear), base attack bonus +3 or
higher.

Benefit: When you ready a weapon against a charge, you deal an
additional 1d6 damage and your weapon’s threat range is doubled.

JPOILSPORT (GENERAL)

You can stop an attacker from tumbling past you.
Prerequisite: Combat Reflexes.

Benefit: Once per round, when an opponent makes a successful
Tumble check to move through your threatened area, you may make
an attack roll to negate the rumble. The opponent’s Tumble check is
unsuccessful (and you make an attack of opportunity) if your attack
roll is equal to or greater than the opponent’s Tumble check roll, and
if it equals or exceeds that opponent’s AC.

JTREET FIGHTER (CENERAL)
You are exceptionally skilled in the arts of dirty fighting,

Prerequisite: Base attack bonus +2 or higher.

Benefit: You gain a +2 competence bonus on all trip and disarm
attempts.

THICK SKIN (GENERAL)

Your hide and pelt are tough even by orc standards.
Prerequisite: Orc.

Benefit: You gain a +1 natural armor bonus to AC.

TRAVELER ON THE GREAT LJHEEL (CENERAL)

Your worldview makes the experience of death and rebirth much
less traumatic than for other creatures.

Prerequisite: Any neutral alignment, must have died at least once.

Benefit: Whenever you are returned to life, you do not suffer level
or Constitution loss.

Normal: Characters brought back to life lose 1 level, or 1 point of
Constitution if 1st level.

UNHOLY RAGE (GENERAL)

You can channel the power of your rage to smite good enemies.
Prerequisite: Ability to rage, evil alignment.

Benefit: By “spending” one of your rages, you can attempt to smite
good, as the Evil domain granted power, with one normal melee
attack. You add your Charisma bonus (if positive) to your attack roll
and deal 1 extra point of damage per Hit Die, plus any additional
bonuses that would normally apply. You can actvate this ability at
will, but only on your turn.

UNSTOPPABLE RAGE (GENERAL)

You can channel the power of your powerful rage to improve your
saves.

Prerequisite: Ability to rage.

Benefit: By “spending” one of your rages, you gain a +6 morale
bonus on all saving throws for one round. You can activate this
ability at will, even during your opponent’s turn.

WEAPON CREW VETERAN (CENERAL)

You are an expert with crew-operated weapons, such as catapults,

ballistae, and battering rams.
Prerequisite: Profession (siege engineer) 5+ ranks.

Benefit: All fire deviation rolls made for a catapult you crew are
on the Deviation (6 Ft. to 10 Ft.) table instead of the Deviation
(10 Ft. to 16 Ft) table. Light catapults that you crew instead use
the Deviation (1 Ft. to 5 Ft.) table. Additionally, you gain a +2
competence bonus on attack rolls made with arbalests (see Siege
Engines in Chapter 7: Equipment), ballistae, and battering rams.

Special: If more than one member of a weapon’s crew has this fear,
the modifiers do not improve but the weapon may be fired more
rapidly, according to the following table. These numbers assume a
full crew for the weapon.

RATE OF FIRE
(TN ROUNPS)

Weapon Standard Improved
Catapult, heavy 8 6
Catapult, light 5 3
Ballista 3 2
Ram 3 2
Arbalest 2 1

WHIRLWIND RAGE (GENERAL)

You can channel the power of your rage to attack all adjacent
enemies.

Prerequisite: Ability to rage, Punishing Rage.

Benefit: By “spending” one of your rages, you gain the benefit of
the Whirlwind Attack feat for one round. You can activate this ability
at will, but only on your turn.
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PRESTICE CIASSES

PRESTICE

Orcs do not often follow a specialized path. (Generally, this is because
they don't live long enough.) But certain aspects of ore character and
sodiety do lend themselves to focused approach. As in so many other
parts of their lives, rage informs some ores’ career paths. Others, though,
are able to dedicate themselves to a particular goal and become expert at
it—even if the ultimate aim is still bloodshed. One of these “prestige”
classes, the honored host, has much in common with a monstrous
template—choosing this path is not usually voluntary.

The bride of He-Who-Watches, cutthroat, honored host, mother
of rage, orc sapper, rage smith, and soul gorger are all prestige
classes tailored to orc and half-orc characters, The abilities of

some of these classes are so narrowly focused that they are less
appropriate for player characters. The cutthroat, orc sapper, and
soul gorger are well suited to PCs, burt the others are best used by
the GM to flesh out orc culture and build unique and memorable
encounters with orcs,

- DRIPE OF HE-WHO-WATCHES -

Females occupy the lowest rungs of ore society, and most are valued
only for their capabilities as slaves, pack mules, and providers of male
children. The males, larger and more aggressive, are unquestioned
masters of their dominion and tolerate no sign of dissension.

Very rarely, a female child is born with the heavy bone growth and
muscles of a male orc, and these strong females are—if possible—
even more aggressive and belligerent than the males. They are so
exceptional, in fact, that they are exempted from the rigid striations
of orc society: They do not serve as slaves or bearers of children
but instead form a secret society of priestesses who serve He-Who-
Watches as his ceremonial wives. (For more on He-Who-Watches,
see Chapter 5: The Gods and Their Servants.)

These so-called brides of He-Who-Watches answer only to religious
authorities and do not speak to anyone outside their tight-knit group.
Adding to their mystique, they are never seen without a ceremonial
head wrapping customarily worn by orc brides. This black wrap
obscures their features, making these enigmatic warriors even more
mysterious.

Almost all brides begin their carcers as warriors or barbarians, but a
small number train first as adepts or clerics.

Abbreviation: Bri
Hit Die: d8.

REQUIREMENTS

To qualify to become a bride of He-Who-Watches, a character must
fulfill all the following criteria.

Alignment: Any evil.

Sex: Female.

Race: Orc or half-orc.

Base Attack Bonus: +5.
Knowledge (Religion): 4 ranks.

Special: The bride must be a virgin, and must take an oath of chas-
tity and fealty to the cult and her god.

CLASS SKILLS

The bride’s class skills (and the key ability for each skill) are Climb
(Str), Craft (Int), Handle Animal (Cha), Intimidate (Cha), Jump (Str),
Knowledge (religion) (Int), Ride (Dex), and Swim (Str). See Chapter
4: Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

(LA FEATURES

All of the following are class features of the bride of He-Who-
Watches prestige class.

WEAPON ANP ARMOR PROFICIENCY

Brides of He-Who-Watches are proficient with all simple and martial
weapons, with all armors, and with shields.

FEARLESS (€X)

All brides are immune to fear (magical or otherwise). Allies within 10
feet of the bride gain a +4 morale bonus on saving throws against fear
effects. Granting the morale bonus to allies is a supernatural ability.

CHALLENGE HERO (SU)

Beginning at 2nd level, a bride may issue a ceremonial challenge to
the leader of an enemy force. If no clear military leader is present,
the GM chooses whom the bride challenges instead: first, any
opponent with the Leadership feat, then the opponent with the
highest base attack bonus, and finally, if no opponent fits any of

WRATH & RAGE
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these other qualifications, the opponent with the highest Charisma
ability score. The challenge itself is a mind-affecting compulsion
effect that is not language-dependent: In most cases, a crooked finger
or wave is enough to get the message across.

Refusing the challenge requires the opponent to make a Will save
(DC 15 + the bride’s Intimidate bonus), An opponent who fails the
save, or chooses not to resist, immediately moves by the shortest
possible path adjacent to the challenging bride, who can engage him
in melee combat. (The opponent is subject to attacks of opportunity
as normal for moving through threatened areas.) The challenged
opponent is not stunned or negatively affected in any other way.

If the challenged opponent backs out of melee, runs away, or falls in
combat to the bride, all combatants on the
opponent’s side suffer a —4 morale penalty on
attacks, checks, and saves for the
duration of the combat. If the

bride falls or runs, combatants on
her side suffer an identical penalty.
Muldple uses of this ability are not
cumulanve; a side can be demoralized
only once per combat.

NameLess (HU)

At 3rd level, as the bride’s identity contnues
to dissolve into the sisterhood, she loses her
name but gains a +4 resistance bonus
against Enchantment spells and
effects.

SMiTe Goop (5u)

At 4th level, the bride gains

the ability to focus her

divine husband’s wrath into a
devastating melee artack. Once per
day, she adds her Charisma modifier

(if positive) to her attack roll and deals

| extra point of damage per bride class
level. This ability functions only against
good-aligned opponents. At 7th and 10th
level, the bride may perform this ability an
additional time per day.

20

SISTERHOOP (5U)

As she is aceepted into the secret society, the bride’s physical
uniqueness becomes less and less important. Their wrappings make
all brides look the same, and their emotional bond makes them
identical on a spiritual and mental level.

At 5th level, a bride may grant a +4 resistance bonus on any single
save to any other bride within 30 feet, once per round. This ability
is a free action that does not provoke an attack of opportunity, and
it may be used after the target bride is required to make a save. The
bride who grants this bonus suffers 2 —4 resistance penalty on all
saving throws during the same round.

At 8th level, a bride may transfer up to 10 hp to any
other bride within 30 feet, following the same
rules as above. As with saves, this ability is a free
action, but it may be used only once per round.
Transferred hit points are permanent—they
do not revert to the sending bride when
the effect ends. This ability can be
used to raise a character’s hp total above
her normal toral, but these extra hit points
disappear after an hour, The sending bride
can replace her lost hit points with natural
or magical healing as normal.

FaceLess (Su)

At Gth level, the bride’s physical
identity is consumed by the totality
of the group. She is no longer
recognizable as an individual (even
with her wrappings removed) and
gains a +4 resistance bonus on
saves against all Transmutation
spells and effects.

SIwe BY Swe (€X)

On attaining 9th level, brides think and

act as one creature. As long as the bride is
adjacent to any other bride (of any level)
she gains a +2 insight bonus on artacks,
AC, saves, and skill checks.
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SAMPLE PRIPE
OF He-WHO-WATCHES

Bride of He-Who-Watches: Female orc War5/Bri7; CR 11;
Medium-size humanoid (orc); HD 12d8+12; hp 66; Init —1; Spd

20 ft.; AC 20 (touch 9, flat-footed 20); Atk +20/+15/+10 melee
(1d8+7/19-20/x3, +3 longspear); SA Challenge hero, smite good +7
(2/day); SQ Darkvision 60 ft., light sensitivity, fearless, sisterhood,
+4 on saves against Enchantment and Transmutaton effects; AL
CE; SV Fort +10, Ref +2, Will +6; Str 16, Dex 9, Con 12, Int 6, Wis
10, Cha 11.

Sikills and Feats: Intimidate +7, Jump —2, Knowledge (religion) +4;
Cleave, Great Cleave, Improved Critical (longspear), Power Attack,
Weapon Focus (longspear).

Challenge Hero (Su)

The bride may issue a ceremonial challenge to the leader of an
enemy force as a mind-affecting compulsion effect. Refusing the
challenge requires the opponent to make a Will save (DC 22). An

opponent who fails the save, or chooses not to resist, immediately
moves by the shortest possible path adjacent to the challenging bride,
who can engage him in melee combat. If the challenged opponent
backs out of melee, runs away, or falls in combat to the bride, all
combatants on the opponent’s side suffer a —4 morale penalty on
attacks, checks, and saves for the duration of the combat. If the
bride falls or runs, combatants on her side suffer an identical penalty.

Fearless (Ex)

Immune to fear effects; grant allies within 10 feet a +4 morale bonus
on saving throws against fear effects.

Sisterhood (Su)

The bride may grant a +4 resistance bonus on any single save to

any other bride within 30 feet, once per round. This ability is a free
action that does not provoke an attack of opportunity, and it may be
used after the target bride is required to make a save. The bride who
grants this bonus suffers a —4 resistance penalty on all saving throws
during the same round.

Equipment: +3 longspear, +2 full plate, amnlet of natural armor +1, potion
of cure serions wounds,

- CUTTHROAT -

The cutthroat occupies a unique place in ore society. Only those half-
breeds most human in appearance are trained for this role; although
most hybrids are shunned within their tribes, those chosen for this
duty gain the respect due an experienced full-blood warrior. For
many half-orcs, this is their only avenue for acceptance within the
tribe. The pink-skins (as they are politely known) study the customs
and culture of polite society, eventually to be set loose in civilized
lands to wreak havoc among the hated oppressors.

Thanks to cutthroats’ exceptional disguise abilities, most who
encounter them never know they are facing orcs. Cutthroats are
neither as stealthy as elves nor as skilled or talented as humans,
but their ruthless animal cunning is unmatched. These creatures
are utterly depraved and amoral—their exploits are the stuff of
whispered legend among common brigands and thugs.

Some cutthroats find work as advance scouts and spies for orc
invasion forces, but more often they turn up in the retinue of an evil
necromancer or local tough, where their unique talents make them
admirably suited to security wotk, enforcement, and espionage with
a distinctly orc flavor. All too often, a cutthroat ends up on top of
the criminal heap, and a thieves’ guild under the leadership of one is
among the most dangerous threats a community can encounter.

Because of the steep requirements for the class, most cutthroats
begin their adventuring life as multiclassed ranger/rogues.

Abbreviation: Cut
Hit Die: d8.

RE€QUIREMENTS

To qualify to become a cutthroat, a character must fulfill all the
following criteria.

Race: Half-orc.
Base Attack Bonus: +5.

Disguise: 5 ranks.

Gather Information: 5 ranks.
Favored Enemy: Any humanoid.
Feats: Pass for Human,

CLASS SKILLS

The cutthroat’s class skills (and the key ability for each skill) are Bluff
(Cha), Climb (Str), Craft (Int), Diplomacy (Cha), Disable Device
(Int), Disguise (Cha), Escape Artist (Dex), Gather Information
(Cha), Handle Animal (Cha), Hide (Dex), Innuendo (Wis), Intimidate
(Cha), Intuit Direction (Wis), Jump (Str), Listen (Wis), Move Silently
(Dex), Profession (Wis), Search (Int), Sense Motive (Wis), Spot
(Wis), Swim (Str), Tumble (Dex), Use Rope (Dex), and Wilderness
Lore (Wis).

Skill Points at Each Level: 8 + Int modifier.

CLASS FEATURES

All of the following are class features of the cutthroat prestige class.

LEAPON ANP ARMOR PROFICIENCY

Cutthroats are proficient with all simple and martial weapons, as well
as hand crossbows and repeating crossbows. In addition they do

not suffer the standard —4 nonproficiency penalty for attacking with
an improvised weapon. All cutthroats are proficient with light and
medium armor, and with shields.

SNEAK ATTACK (€X)

A cutthroat gains the ability to make sneak attacks as a rogue
whenever his target is denied a Dexterity bonus to AC or when he
flanks his target. At 4th level, the cutthroat deals an extra 1d6 points
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of damage with his sneak attack. and an additional 1d6 every three
levels thereafter. This ability follows the normal restrictions of

the rogue’s sneak attack ability. If the cutthroat gets a sneak attack
bonus from another source (such as levels of rogue), the bonuses to
damage stack.

FILTHY (€X)

At 2nd level, the cutthroat gains Filthy as a bonus feat.

IMPROVED PIsGUISE (€X)

At 3rd level, the cutthroat’s mastery of physical
disguise and mimicry develops to a near art
form. He may make a normal Disguise

check with only 1d6 minutes of
work, or make an accelerated
check in only 1 minute with

a —4 circumstance penalty.
Additionally, he may attempt

an apparent change of up to
one-quarter of his normal height
and weight. Finally, the cutthroat
gains a +4 competence bonus on
all Disguise checks.

PolsON Us€ (€X)

At 5th level, the cutthroat’s
experience with poisons enables
him to envenom a blade without
risk of accidentally poisoning
himself.

IMPROVEP GATHER
INFORMATION
(€x)

At 6th level, the cutthroat’s
ability to gain an informer’s
confidence becomes second
nature. He can always take 10

. RACE5 OF RENOUIN.

on a Gather Information check for general information (GM’s
discretion). Additionally, he adds a +4 competence bonus on
Gather Information checks to learn about a specific person or
item.

LOAPEP FOR BEAR (€X)

A cutthroat of sufficient skill is a double threat with ranged
weapons. On attaining 8th level, the cutthroat may use

a Medium-size or smaller crossbow in each hand

without suffering the usual attack penalty. (The
off-hand weapon attack penalty still applies.) This

feature does not grant any special ability to
load crossbows with one hand, so this tactic is
usually reserved for the surprise round and
abandoned once both weapons are fired.

BLINPING STRIKE (€X)

On reaching 9th level, the cutthroat
may attempt a special blinding
strike once per day instead of a
normal melee atrack.
If this
extremely
cruel
attack hits,
it deals
damage
normally,
and the target
must make a Fortitude
saving throw (DC 15 +
cutthroat’s Wis modifier). A
target that fails the saving
throw is blinded for 3d10

minutes.

A blinding strike has no
effect on a creature or being
that is immune to critical
hits. It also has no effect on
targets that have no sense
of sight.
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SAMPLE CUTTHROAT

Cutthroat: Male half-orc Rog2/Rgr4/Cut5; CR 11; Medium-size
humanoid (half-orc); HD 2d6+4d10+5d8+11; hp 65; Init +4; Spd 20
fr.; AC 23; Atk +14/49 melee (2d6+6/19-20 and 1d6 fire, +2 flaming
greatsword) or +10 ranged (1d10+2/19-20, +2 heapy crosshow); SA
Sneak attack +3d6, favored enemy +1 (elves); SQ Darkvision 60 ft.,
evasion, improved disguise, +2 on saves against disease and poison,
poison use; AL CE; SV Fort +6, Ref +8, Will +2; Str 16, Dex 10,
Con 12, Int 11, Wis 10, Cha 12.

Skills and Feats: Bluff +14, Climb +26, Disable Device +7, Disguise
+16, Escape Artist +7, Gather Information +14, Jump +8, Move

PRESTICE CLASSES

Silently +17, Use Rope +7, Wilderness Lore +7, Filthy, Improved
Initiative, Pass for Human, Rich, Track, Weapon Focus (greatsword).

Improved Disguise (Ex)

The cutthroat may make a normal Disguise check with only 1d6
minutes of work, or make an accelerated check in only 1 minute
with a —4 circumstance penalty. Additionally, he may attempt an
apparent change of up to one-quarter of his normal height and
weight,

Equipment: +2 flaming greatsword, +2 beavy crosshon;, +4 breastplate, amulet
of natural armor +2, ring of protection +2, boots of elvenkind, gloves of
swimming and climbing, masterwork thieves’ tools.

- HONOR€EP HOST -

Parasites are a fact of life in orc society, and rare indeed is the orc
who has not housed worms or lice at least once. Tribal healers
have long experience with infestations and are usually able to deal
with both internal and external parasites with little problem, but
sometimes a patient’s parasitic infestation develops to such a point
that even healing magic has no effect.

Those who die from parasites are commended to Grandfather White
Hands, the orc god of death (see Chapter 5: The Gods and Their
Servants), and occasionally he answers the sacrifice by bringing the
patent back in a sort of half-life. Those who return are sustained not
by their own metabolic processes, but by the mass of parasites that
infest their flesh. While they retain their intelligence, honored hosts
are often driven insane by their condition. Despite their horrific
appearance and habits, these new hosts are sacred to the priesthood
and are granted status as honored guests within the tribe.

Abbreviation: Hon
Hit Die: d4.

REQUIREMENTS

To qualify to become an honored host, a character must fulfill all the
following criteria.

Race: Orc or half-orc.
Special: Must have died from the effects of a parasitic infestation.

CLASS SKILLS

The honored host’s class skills (and the key ability for each skill) are
Listen (Wis) and Spot (Wis).

Skill Points at Each Level: 2 + Int modifier.

CLAS5 FEATURES

All of the following are class features of the honored host prestige
class.

WEAPON ANP ARMOR PROFICIENCY

Honored hosts gain no proficiency with any weapons, armor, or
shields.

ROTTEN JOINTS (€X)

Decomposition and the presence of ropy worms in the honored
host’s joints make it unnaturally flexible. It gains a +10 circumstance
bonus on Escape Artist checks, including checks made to escape an
opponent’s grapple. At the same time, it loses the ability to run (and
does not benefit from the Run feat) but may still take a double move
as normal.

RACE>-OF RENOWN: WRATH & RAGE
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WORMSKIN (€X)

Over time the honored host’s skin and bones soften to a uniform
texture, and eventually connective tissues and internal cavities

fill up with thousands and thousands of parasites and their eggs.
These disgusting qualities combine to make the honored host
highly resistant to physical attacks. At 2nd level, it gains damage
reduction 5/+1, and at 6th level this improves to 10/+2. At

10th level the honored host’s skeleton and internal organs are
completely irrelevant to its functioning, and it gains immunity

to critical hits.

SPEAK WITH VERMIN (5U)

At 3rd level the honored host may communicate
with vermin of all sorts, including monstrous
vermin. Using this ability requires a full-round
action, and it imposes no obligation on the
vermin to respond. Vermin generally have
limited awareness and are unable to
communicate complex information.

Kiss OF LIFe
(€X)

By the time it reaches
4th level, an honored
host’s internal parasites
have reached the peak
of physical maturity—
breeding age. This
maturity allows the
honored host to deposit
a slurry of their eggs
and young into a new
carrier. The honored
host must succeed at a
grapple check against

a humanoid opponent
to deliver this hideous
reproductive soup
directly into the mouth
and nose. Infestation
has the same effect

as demon fever (see
DMG), but any
permanent Constitution
drain requires the victim to make a successful Fortitude save (DC
14 + the honored host’s Constitution modifier) or die. This is a
death effect.

SOIL AFFINITY (€X)

At 5th level, the honored host’s few remaining physical needs are all
provided by interaction with the soil itself. So long as the honored
host is in contact with soil, it is immune to the effects of poison,
disease, drowning, suffocation, hunger, and thirst, If this contact is
broken, the honored host begins to suffocate as though drowning
and suffers from hunger and thirst (over time) just like any other
character.

INVISIBILITY TO NONINTELLIGENT
CREATURES (€X)

At Tth level, the honored host’s metabolism has faded to the point
that nonintelligent creatures do not recognize it as living, This ability
works just like the improved invisibility spell against those ereatures but
has no effect on creatures with Intelligence scores.

IMPLACABLE (€X)

At 9th level, the honored host’s joints have
become entirely composed of fluid sacs
and writhing parasites. It becomes
totally immune to all spells and
effects that impede movement,
such as bold person and slow,
but it also loses the ability to
take a double move (it can
only move at its normal
speed or slower).

SAMPLE
HONOR€P

Hos5T

Honored Host: Male
Orc Warl/Hon7; CR 7;
Medium-size humanoid
(orc); HD 1d8+7d4+8;
hp 30; Init —1; Spd 20
ft.; AC 18 (touch 9,
flat-footed 18); Atk

+8 melee (1d12+5/x3,
+2 greataxe); SA Kiss

of life; SQ Darkvision
60 ft, light sensiavity,
damage reduction
10/+2, invisibility to
nonintelligent creatures,
soil affinity, speak with
vermin; AL CE; SV Fort
+8, Ref +1, Will +1; Str
15, Dex 9, Con 12, Int
11, Wis 8, Cha 8.

Skills and Feats: Escape Arust +4, Listen +8, Spot +8; Cleave,
Improved Bull Rush, Power Attack.

Kiss of Life (Ex): If the honored host succeeds at a grapple check
against a humanoid opponent, it can inject a slurry of parasites and
eggs directly into the mouth and nose. Infestation has the same
effect as demon fever, but any permanent Constitution drain requires
the victim to make a Fortitude save (DC 15) or die.

Soil Affinity (Ex): So long as the host is in contact with soil, it is
immune to the effects of poison, disease, drowning, suffocation,
hunger, and thirst.

Equipment: +2 greataxe, +1 full plate.




CHAPTER THREE:

- MOTHER

The oldest and darkest ore magic is practiced by crones, from whose
barren wombs are born children of rage. These children are not
metre metaphor: They are flesh and blood, quasi-real creatures that
feed on their mothers for strength and eventually eclipse them in
power.

Only females who are past childbearing age may become mothers of
rage. Their monstrous children are born of dashed hopes, blunted
ambitions, and long years of stagnant fury. They grow fat on their
mothers’ blood in the deep dark of the caverns, even as the parent wanes.

Almost all mothers of rage have levels of adept. The ancient
teachings of orc spellcraft are encapsulated in the folk traditions of
that class, including invocations to primordial spirits of fertility and
birth pangs as well as modern deities of health and growth. A few
mothers of rage began their careers as clerics, and even fewer as
druids. Rangers almost never follow this twisted path.

Abbreviation: Mrg
Hit Die: d4.

RE€QUIREMENTS

To qualify to become a mother of rage, a character must fulfill all the
following criteria.

Race: Orc or half-orc,
Alignment: Any evil.

Sex: Must be female.

Age: 35+ years old.

Heal: 5 ranks,

Profession (Midwife): 5 ranks.
Spells: Ability to cast divine spells.

CLASS SKILLS

The mother of rage’s class skills (and the key ability for each skill)
are Alchemy (Int), Concentration (Con), Craft (Int), Handle Animal
(Cha), Heal (Wis), Knowledge (all) (Int), Profession (Wis), Scry (Int,
exclusive skill), Spellcraft (Int), and Wilderness Lore (Wis).

Skill Points at Each Level: 2 + Int modifier.

CLAS5> FEATURES

All of the following are class features of the mother of tage prestige class.

WEAPON ANDP ARMOR PROFICIENCY

Mothers of rage are proficient with all simple weapons. They are not
proficient with any type of armor or with shields.

SPELLCASTING

A mother of rage continues training in magic, Thus, when a new
mother of rage level is gained, the character gains new spells known
and spells per day as if she had also gained a level in a2 Wisdom-
based spellcasting class (such as adept, cleric, or druid) she belonged
to before she added the prestige class. She does not, however,

gain any other benefit a character of that class would have gained

PRESTIGE CLASSES

OF RAGE -

(improved chance of turning or rebuking undead, metamagic or item
creation feats, and so on). This essentially means that she adds the
level of mother of rage to the level of some other spellcasting class
the character has, then determines spells per day, spells known, and
caster level accordingly.

CHILP oF RAce (SV)

At 1st level, after a six-month gestation (typical of ores), the mother
of rage gives birth to an obscene assemblage of soft tissue, mouths,
scablike natural armor, and flailing limbs. Delivery takes one full day,
and the mother of rage takes 3d6 points of subdual damage and 1d6
points of temporary Constitution damage at the end of the process.

The creature begins life as 2 Small quasi-real creature and grows one
size with each level its mother gains in this class, The child’s statistics
at each size are set out in the following rable,

CHILP OF RAGE

Child Size Statistics As HD CR
Small Fiendish dire rat 1 1/3
Medium-size Fiendish dire badger 3 3
Large Fiendish dire bear 12 9
Huge Fiendish dire tiger 16 10
Gargantuan Fiendish giant squid (20 HD)* 20 12

*This is not an aquatc creature; replace the squid’s swim rate with a land
speed of 30 feet. It does not have the ink cloud and jet special qualities.

These creatures have average hit points and the standard ability
scores. (The child of rage only has a given creature’s abilides; it does
not otherwise resemble the creature in question.)

If the child is slain (even by its mother; see below) or the mother rejects
it and sends it away, the mother of rage takes 2 points of permanent
Constitution drain. This drain cannot be reversed by normal means,
including restoration spells. (A miracte or wish spell, however, can restore
Constitution lost in this way.) Afterward, she can immediately become
pregnant with a new child of rage. Gestation takes the usual six months,
but the new child is born at the same size as the old child—if it is
larger than Small, the mother of rage dies horribly in delivery, and her
mind and essence permanently transfer to the new child. The resulting
blend of creatures retains the child’s Hit Dice, natural attacks, and all
extraordinary and supernatural abilities but gains the mother of rage’s
class abilities, skills, feats, and spellcasting ability.

pLoop Co5T (€X)

The child of rage is suckled on its mother’s blood and life essence,
and as it grows it exacts a terrible price from the parent. At each
increase in her child’s size past Small, the mother of rage receives

a negative level. These negative levels never result in actual level
loss, but they cannot be removed by any means (including restoration,
miracle, and wish spells). If her child dies, or in times of great
hardship, the mother of rage can consume the child’s heart and liver
to get her stored essence back. This removes the negative levels, but
the mother still takes 2 points of permanent Constitution drain from
the death of her child. In cases where the mother of rage’s mind is
transferred to her child, these negative levels also disappear.
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€MPATHIC LINK (3u) JAMPLE MOTHER OF RAGE

At birth, a child of rage is connected to its mother by an empathic

Mother of Rage: Female Orc Adp7/Mrg5; CR 8% Medium.-si
link, identical to that shared by a spellcaster and familiar. This link e el Qe AT Meg SRR

has a maximum range of 1 mile.

TOUCH (5V)

humanoid (orc); HD 7d6+5d4; hp 37; Init —1; Spd 30 ft.; AC 16 (touch
11, flat-footed 16); Atk +3 (+7) melee (1d6+2, +1 guarterstaff), +1 (+5)
ranged (1d8+1/19-20, +7 4ght crosshon); SA Child of rage (empathic

link, touch spells, speak, scry,

ind); Bl 4

When the mother of rage reaches znc;a:;n\r:ﬁ;zl?) d:ﬁ:};:; E}O
2nd level, her child can deliver &, light sensitivity; AL CE; SV

touch spells for her. When she
casts a touch spell, she can
designate the child of rage as the
“toucher,” The two must be in
contact at the ime of casting.
The child can then deliver the
touch spell just as its mother
could. As normal, if the

mother casts another spell, the
touch spell dissipates.

SPEAK (€X)

At 3rd level, the mother
of rage and her child can
communicate verbally as if
they were using a common
language. Other creatures
do not understand the
communication without
magical help.

SCRY (5P)

On reaching 4th level, the
mother of rage may sery on
her child (as if casting the
spell serying) once per day. This
ability requires no material
components or focus.

ONE MIND (5V)

Fort +1 (+5), Ref +0 (+4),
Will +10 (+14); Str 12, Dex 9,
Con 10, Int 9, Wis 16, Cha 8.

Skills and Feats: Heal +7
(+11), Profession (midwife)
+6 (+10); Craft Wondrous
Item, Keen Scent, Nose for
Magic, Nouveau Riche, Scent.

Spells Prepared (3/4/2;
save DC 13 + spell level):
O—detect magic, ghost sound,
guidance, 1st—Dbless (2),
Pprotection from evil [protection
Sfrom evil, 2nd—>bull’s
strength, eure moderate wonnds,
invisibility).
Eguipment: +1 quarterstaff, +1
light crossbow, amulet of natural
arnor +2, bracers of armor +3,
ring of protection +2, cloak of
resistance +2, pertapt of Wisdom
+2, 2 potions of invisibility.
Child of Rage: CR 12%;
Gargantuan magical beast; HD
20d8+60; hp 150; Init +3; Spd
30 ft.; AC 15; Atk +23 melee
(1d8+12, 10 tentacle rakes), +18
melee (4d6+6, bite); Face/Reach
20 ft. by 40 ft./10 ft. (60 ft. with tentacle); SA Improved grab, constrict
1d6+12, smite good +20 1/day; SQ Darkvision 60 ft., cold and fire

At 5th level, the mother of rage and her child are in constant resistance 29, damage reduction 10/+3, SR 25; AL .NEi SV Fort +15,
telepathic contact, sharing each other’s eyes and ears. If one is aware Ref +15, Will +7; Str 34, Dex 17, Con 17, Int 3, Wis 12, Cha 2.

f)f an event or a particular danget. they both are. If one o.f . them Skills and Feats: Listen +8, Spot +9.

is not surprised or flat-footed, neither of them is. This ability has a

range of 50 miles. *The EL for an encounter with both mother and child is 13.
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PRESTIGE CL#

- ORC SAPPER -

The orcs’ ancestral enemies—such as elves and dwarves—learned
long ago to put walls of stone and iron between themselves and
the barbaric hordes. From inside such secure bastions and fortesses
these enemies have wreaked havoc on the ranks of the orcs. But
the vengeance of He-Who-Watches is not easily stopped, and his
young have spent bitter centuries perfecting the art of breaching
these walls. The most skilled among them are known as orc
sappers.

These specialized troops are far more cerebral than most orcs, and
when compared to the typical barbarian found in an orc war host,
they are positively sagacious. Still, they are orcs at heart. They do

not practice their craft for its own sake, but only for its effect on
fordfications. Once the mines have done their work and the walls are
down, ore sappers join in the slaughter of innocents alongside their
savage fellows.

Most orc sappers begin life as experts or rogues, but many also have
some training as fighters, warriors, or barbarians.

Abbreviation: Sap
Hit Die: d6.

RE€QUIREMENTS

To qualify to become an orc sapper, a character must fulfill all the
following criteria.

Race: Orc or half-orc.

Profession (Miner): 8 ranks.
Knowledge (Engineering): 5 ranks.
Disable Device: 5 ranks.

Feats: Sunder.

(LAS5 HKILL

The orc sapper’s class skills (and the key ability for each skill) are
Craft (Int), Disable Device (Int), Escape Artist (Dex), Hide (Dex),
Intimidate (Cha), Knowledge (any) (Int), Listen (Wis), Profession
(Wis), Spot (Wis), and Use Rope (Dex).

Skill Points at Each Level: 6 + Int modifier.

(LA55 FEATURE

All of the following are class features of the orc sapper prestige class.

WEAPON ANP ARMOR PROFICIENCY

Orc sappers are proficient with all simple weapons, with light and
heavy picks, and with light and medium armor.

e PiT (€X)

Orc sappers are masters of the ancient arts of battlefield
engineering: digging trenches, raising earthworks, and shoring up
walls. When pressed, they can dig out a simple pit trap in almost no
time,

The orc sapper must make a Profession (miner) or Craft
(trapmaking) check, with 2 DC equal to 15 + the trap’s CR. If this
check is successful, digging the pit requires a base time of 4 hours
per 20 feet of depth. This base time can be reduced by one half-hour
for every additional worker with at least 4 ranks in Profession (miner)
or Craft (trapmaking), to a minimum of one half-hour per 20 feet of
depth.

SNIPER (€X)

In their drive to defeat troops behind heavy cover, orc sappers learn
the patience and deadly accuracy of a trained sniper, Beginning at
2nd level, an orc sapper who readies an attack with a ranged weapon
gains the listed bonus on attacks against opponents behind cover.
This bonus only applies to targets benefiting from cover; it has no
effect on miss chances due to concealment, ot on tatgets that are not
in cover.

TUNNeL (€X)

At 3rd level, the ore sapper becomes proficient in tunneling, If

he succeeds at a Profession (miner) check against the listed DC
(see below) he can burrow through the earth at a speed of 10 feet.
The orc sapper must make another check each round he chooses
to burrow. This ability requires access to specialized mining tools
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(equal in price and weight to

an alchemist’s lab). The orc
sapper cannot use the run
action while burrowing, If he
fails the check, he must make a
successful Fortitude save with a
DC equal to the tunnel DC or
take 1d6 subdual damage from
exhaustion. The following chart
gives the DC for various typical
soil types.

TUNNEL

Soil Type  Tunnel DC
Muddy earth 10
Loose soil 15
Packed soil 20
Rocky soil 25
Solid rock 35

PROPERTY
pAmMAGe (€X)

At 4th level, the orc sapper’s
intimate understanding of
mechanical structures grants
him a +4 bonus on break
checks made against an object.
At 6th level, and every other
level thereafter, he deals an
addidonal 1d6 points of damage when attacking an object if he
would otherwise score a critical hit. At 8th level, he can take a full-
round action to ignore hardness when attacking an object, and at
10th level, an orc sapper can ignore damage reduction when dealing
damage to a construct,

IMPROVEP TUNNEL (€X)

At Gth level, the orc sapper becomes amazingly skilled at tunneling,
This ability works like the tunnel ability, but the orc sapper
burrows at a speed of 20 feet and may use the run action ata —10

circumstance penalty on his
Profession (miner) check. If
he fails his tunnel check while
running, he takes 3d6 subdual
damage.

SAMPLE ORC
SAPPER

Orc Sapper: Male orc Exp5/
Sap5; CR 9; Medium-size
humanoid (orc); HD 10d6+10,
hp 45; Init +0; Spd 30 ft.,
burrow 10 ft; AC 15 (touch 10,
flat-footed 15); Atk +13/+8
melee (1d6+06, +2 heary pick),
+10/+5 ranged (1d10+2,/19-20,
+2 heavy erossbon); SA Dig pit,
property damage, sniper +4; SQ
Darkvision 60 ft,, light sensitivity;
AL NE; SV Fort +6, Ref +5,
Will +4; Str 16, Dex 10, Con 12,
Int 11, Wis 9, Cha 9.

Skills and Feats: Disable Device
+15, Escape Artist +6, Hide +5,
Knowledge (engineering) +13,
Listen +12, Profession (miner)
+15, Spot +12; Blind-Fight,
Cleave, Power Attack, Sunder.

Dig Pit (Ex): The orc sapper must make a Profession (miner) check,
with a DC equal to 15 + the trap’s CR. If this check is successful,
digging the pit requires a base time of 4 hours per 20 feet of depth.

Property Damage (Ex): The orc sapper gains a +4 bonus on break
checks made against an object,

Sniper (Ex): An orc sapper who readies an attack with a ranged
weapon gains a +4 bonus on attacks against opponents behind cover.

Equipment: +2 heavy pick, +2 heapy crosshow, +1 studded leather, anmler of
natural armor +1, masterwork thieves’ tools.

- RAGE SMITH -

Not all ores have the patience, talent, or ability to craft magic items,
but certain individuals, called rage smiths, overcome these obstacles
with sheer intensity of emotion.

These rare ores turn away from the battlefield and spend their fury
at the anvil. They lack all conventional requirements for an artificer,
but their total dedication and drive for vengeance make up for
it—though each act of creation costs them dearly. At the end of his
career, a rage smith crafts a final item that is not only his greatest
achievement; it is also his tomb and a repository for his soul.

Only those orcs with exceptional skill become smiths, and among
their ranks only those with the ability to rage may imbue their
creations with the magic of fury.

All rage smiths have at least one level in barbaran, and most have many
levels, since their talent is converting the ability to rage into items of power.

Abbreviation: Ras
Hit Die: d10.

RE€QUIREMENTS

To qualify to become a rage smith, a character must fulfill all the
following criteria.

Race: Orc or half-orc,
Craft (Weaponsmithing or Armorsmithing): 8 ranks.
Special: Ability to rage.

WRATH & RACE:
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CLASS SKILLS

The rage smith’s class skills (and the key ability for each skill) are
Climb (Str), Craft (Int), Handle Animal (Cha), Inumidate (Cha),
Intuit Direction (Wis), Jump (Str), Listen (Wis), Profession (Wis),
Ride (Dex), Swim (Str), and Wilderness Lore (Wis).

Skill Points at Each Level: 4 + Int modifier.

CLAS> FEATURES

All of the following are class features of the rage smith prestige class.

WEAPON ANP ARMOR PROFICIENCY

Rage smiths are proficient with all simple and martial weapons, with
all armors, and with shields.

SUBLIMATE RAGE (SU)

Once per level, the rage smith may permanently
lose one use of rage to create a potent magic
item from pure anger and determination.
Item creation using this method costs the
normal amount of gold and takes
the normal amount time, but the
rage smith does not spend any
XP and automatically fulfills

all prerequisites for creating

the item, including minimum
caster level, the appropriate

item creadon feats, and the ability
to cast any spells.

At each level, the rage smith may create any
one magic weapon, armor, or shield up to the
following effective enhancement bonus, The

rage smith cannot “save up” these to increase
the enhancement bonus of a later weapon ot
to create additional items at higher levels.

JUDLIMATE RAGE

Level Bonus

+1
+2
+3
+4
+7

o b o

SWAN SONG

The rage of a truly dedicated orc is a truly fearsome thing to
behold—and the fires of that rage can be invested in a way to carry
on after death. At 5th level, the rage smith gains the ability to create
a supremely powerful magic item. This is an act of almost impossible
effort: When the process is complete, the creator’s spark of life is
extinguished. The smith dies, and his soul is bonded to the item,
which becomes intelligent,

The created weapon or item inherits the rage smith’s alignment and
his Intelligence, Wisdom, and Charisma scores, and it can speak any
languages the smith knew while alive. Additionally, the item gains one
primary ability and one extraordinary power chosen by the smith.

At the GM’s discretion, it may gain one purpose and one special
purpose power (GM’s choice), but only if the rage smith was truly
dedicated to a specific goal while alive.

JAMPLE RAGE SMITH

Rage Smith: Male orc Bar8/Ras3; CR 11; Medium-size
humanoid (orc); HD 8412+3d10+22; hp
96; Init +1; Spd 30 fr.; AC 16 (touch 11,
flat-footed 16); Atk +20/+15/+10 melee
(2d6+10/17-20, +3 greatsword), +13/+8/
+3 ranged (1d8+5/x3, +1 mighty [+4]
composite longbow); SQ Darkvision 60 ft.,
light sensitivity, uncanny dodge (Dex
bonus to AC, can’t be flanked); AL
CE; SV Fort +14, Ref +5, Will
+4; Str 21, Dex 13, Con 14, Int
8, Wis 10, Cha 6.

Skills and Feats: Craft
(weaponsmithing) +13, Listen
+14, Climb +17; Cleave,
Improved Critical (greatsword),
Power Attack, Weapon Focus
(greatsword).

Created ltems: +3 greatsword
(“Cave-Song”), +2 hide (““Bear-
Brother”), +1 mighty [+4]
composite longbow (“First Light”).

Other Equipment: Cloak of resistance +1,
potion of bull’s strength (3), potion of cure serions
wounds (2), potion of baste.
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- SOUL GORGER -

The roots of savagery run deep in orc life, and some orcs still hold
by the old ways. Among the most ferocious are individuals known
as soul gorgers, who gain power by consuming their enemies

in ritualized feasts. These bloody banquets are often held in the
predawn hours before a battle. The orcs who indulge are not picky
about cooking—or even killing—their victims first.

This barbaric practice is not simply for show. Over time the soul
gorger learns to steal more and more of his vicim’s essence,
imitating first the appearance and then acquiring the speed, strength,
skills, and ultimately the entire form of the consumed one. At high
levels the soul gorger can boost his own strength by consuming an
enemy’s heart, or learn an enemy’s innermost thoughts by consuming
its brain. Soul gorgers make cruelly effective spies (and counterspies),
and many warbands recruit them for this reason.

The class’s ranks are filled with an assortment of rabble: barbatians,
druids, and rangers are
the most common, but
rogues, fighters, and even
clerics find they have
something to gain from
the ancient tradition. All
share a common interest
in the particulars of flesh,
whether as butchers,

field surgeons, or simply
hunters, and many carry
field-dressing instruments
as tools of their trade.

Abbreviation:
Hit Die: d8.

RE€QUIREMENTS

To qualify to become a soul gorger, a character must fulfill all the
following criteria.

Race: Orc or half-orc.

Heal, Profession (Butcher), or Wilderness Lore: 8 ranks.
Feats: Great Fortitude, Gullet*,

Special: Must eat an enemy he has defeated in single combat.

(LY
SKILLS

The soul gorger’s class skills
(and the key ability for each
skill) are Climb (Str), Craft
(Int), Handle Animal (Cha),
Heal (Wis), Knowledge
(nature) (Int), Profession
(Wis), Ride (Dex), Swim
(Str), and Wilderness Lore
(Wis).

Skill Points at Each
Level: 4 + Int modifier.

(LAY FEATURE

All of the following are class features of the soul gorger prestige
class.

WEAPON ANP ARMOR PROFICIENCY

Soul gorgers are proficient with all simple and martial weapons, with
light armor, and with shields.

CoNsUME (V)

Soul gorgers consume their enemy’s bodies in an ancient ritual to
take the creatures’ likeness, powers, and memories, and ultimately
their shape. At each new level they may consume an additonal
body part to gain a new ability, and eventually they can consume an
entire creature and gain
accumulated benefits.

The consumed body
must be of a corporeal
creature that has

a discernible and
functional anatomy.
Constructs, elementals,
oozes, plants, and
undead, as well as all
incorporeal creatures,
may not be consumed in
this manner. Removing
a part, or consuming

a part of or an entire creature, takes a variable amount of time
depending on the creature’s size, as shown on the following table.

These times assume that the soul gorger is a Medium-size creature.
If he is larger or smaller than Medium-size, adjust the time required
by a number of “steps” on the table corresponding to the difference.
For example, an orc soul gorger normally requires 10 minutes to
remove and 1 minute to consume the heart of a Large creature.

If he is increased to Large size by a righteous might spell, the same
heart requires only 1 minute to remove and a full-round acdon to
consume.,

REMOVING PARTS

The soul gorger

may attempt a Heal,
Profession (butcher), or
Wilderness Lore check
to remove parts in such
a way as to preserve the
rest of the corpse for
further consumption,
(Thus, with successful
checks the soul gorger
may be able to remove
both the heart and the
skin, for example.) The
DC for each check
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i1s given on the chart below. A soul gorger with at least 4 ranks in
Knowledge (nature) gains a +2 synergy bonus on this check.

If the check is successful, the soul gorger may carry the removed
body part with him for later use. It rots within 2 days, but it can be
preserved in salt or by spells such as gentle repose. Each part weighs
1/30 of the creature’s total weight.

If the check fails, the part is successfully removed but the rest of the
corpse is too mangled for further consumption. (No additional parts
can be salvaged.)

REMOVING PART)

Part DC to Remove

Skin 15 + creature’s natural armor bonus
Lungs 15 + creature’s Constitution bonus
Brain 15 + creature’s Wisdom bonus
Heart 15 + creature’s Strength bonus

CONSUME SKIN

At 1st level, the soul gorger gains the ability to steal an opponent’s
appearance by consuming its skin. This ability has a duration of

1 day and can be used only to imitate the consumed creature; it is
otherwise identical to affer se/f cast by a sorcerer whose level equals
the soul gorger’s HD. Additionally, the soul gorger gains a +1 narural
armor bonus for every +4 natural armor bonus of the consumed
creature. This armor bonus also lasts for 1 day.

This ability is restricted to the skin of creatures of the same size as
the soul gorger.

CONSUME LUNGS

On reaching 2nd level, the soul gorger
learns to consume a creature’s
lungs (or gills, or other breathing
apparatus), gaining a portion of
its speed and endurance.

If the consumed creature has a
higher base speed, the soul gorger
moves at that speed for 1 hou,
although he does not gain the
ability to climb, swim, fly, burrow,
and so on. Additionally, the soul
gorger gains a +1 resistance
bonus on all saves for every 4 HD
of the consumed creature, to a
maximum of +8. This save bonus
also lasts for 1 hour. For example,
a soul gorger who consumed the
lungs of a 12 HD dire bear would
have a base speed of 40 feet and
gain a +3 resistance bonus on all
saves for 1 hour.

CONSUME BRAIN

The 3rd-level soul gorger can
steal an enemy’s memories and
skills by consuming its brain.
He gains access to the creature’s

most closely guarded thoughts, but he cannot discern whether 2 memory
is natural, implanted (such as by the modify memory spell), or the result of

a compulsion or charm effect. These stolen memories quickly fade; after
an hour it requires a successful Concentration check to access them. This
check has a DC of 15 + 2 for each hour after the first.

Additionally, the soul gorger gains the consumed creature’s racial
bonuses on skill checks and attacks for 1 hour. Only bonuses that
result from training, memory, or innate talent are transmitted in this
manner. The soul gorger does not benefit from a racial bonus to
Hide, for example, that depends on the color of the creature’s coat,
or a jump bonus that depends on the strength of its legs. However
a dwarf’s stonecunning could be acquired, as could a gnome’s attack
bonus against kobolds and goblinoids.

CONSUME HEART

At 4th level, the soul gorger is able to gain some of a creature’s strength
and power by consuming its heart. He gains a +1 enhancement bonus to
Strength and Constitution for every 4 HD of the consumed creature, to
a maximum of +6. This enhancement bonus lasts for 1 hour.

CONSUME €NEMY

Finally, at 5th level the soul gorger learns to consume an entire
creature, gaining the benefit from its skin, lungs, brain, and heart in
one huge meal, without making checks for each new step. The benefits
of eating an entire creature are gained only when the meal is finished.

Additionally, the soul gorger gains the ability to take the form of the
consumed creature for up to 1 day. This effect is otherwise identical

to the polymorph self spell.

SAMPLE 5O0UL GORCER

Soul Gorger: Male orc Rgr 5/Sgr 3; CR 8; Medium-
size humanoid (orc); HD 5d10+3d8+8; hp 53;
Init +2; Spd 30 ft.; AC 17 (touch 12, flat-footed

15); Atk +12/+7 melee (1d8+5/x3, +1

battleaxe), +11 melee (1d6+3/x3, +1 handaxe)
or +11/+6 ranged (1d8+4, masterwork
mighty composite longbow
[+4]); SA Favored enemy
(humans +2, elves +1); SQ
Light sensitivity, darkvision 60
ft., consume (skin, lungs, brain);
AL NE; SV Fort +9, Ref +4,
Will +3; Str 19, Dex 14, Con 12,
Int 9, Wis 12, Cha 8.

Skills and Feats: Climb +14,
Heal +12, Wilderness Lore +12;
Great Fortitude, Gullet, Track,
Weapon Focus (bartleaxe).

Spells Prepared (1; base DC 11 +
spell level): 1st—pass without trace.

Eguipment: +1 battleaxe, +1
handaxe, masterwork mighty
composite longbow [+4], +7
chain shirt, potion of cure serions
wounds (2), potion of haste (2),
healer’s kit, salted skins of a human
merchant and an elf scout.
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CHAPTER FOUR:
(REATURES

Orces often ally themselves (or at least make use of) terrible creatures
that share their outcast status. Through powerful psychic vibrations,
and incredible lust, they also tend to corrupt existing beings and
propagate new, foul hybrids wherever they dwell. This chapter sets
out some new and many new templates relating to orc existence,
as well as a taste of the sorts of creatures orcs force into their
service,

ALLIEP CREATURES AND
MOUNT>

Encounters with orcs frequently

include run-ins with the
creatures that keep their
company. Adding allied and
domesticated creatures to an orc
encounter allows the GM to add
flavor and character to the race,
and the sort of creature that
accompanies an orc band can
say a lot about ores” role in your
campaign world.

The portrayals of orcs presented
in Chapter 1: The Way of

the Scar take rwo main forms:
primitives with links to an older,
more savage world; and violent,
bloodthirsty barbarians. The
tables below correspond to each
of these portraits of the race.
As a general rule, creatures that
serve primitive orcs are primitive
themselves, and creatures

that accompany watlike orcs

are suited to fighting and
bloodshed.

Table 4-1: Primitive Orc
Creatures lists a number
of primitive and prehistoric
animals, things that no longer
exist in our modern world.
These usually correspond to an
sting monster from the MM
or elsewhere, which is noted in
parentheses next to the name,
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ANATHEMA (REATURES

In addition to their physical impact on a region, orcs cast a long
psychic shadow wherever they lair. The stench of defeat and rage
follows them everywhere, and whatever they touch for long carries
the taint of futile, incoherent fury.

In rare cases, orcs’ bitterness leaches into the soil and water, giving rise

to anathema creatures twisted from the pristine fauna. These appear as
gnarled caricarures of the original
beings, their features deformed
by rage. Their minds are similarly
twisted and have no room for
thought outside their eternal quest
to punish the enemies of the orc
race.

CREATING A
ANATHEMA
CREATURE

“Anathema” is a template that
can be applied to any corporeal
creature with a Charisma score
greater than 3 (hereafter referred
to as the “base creature”). The
base creature’s type changes to
“undead.” It uses all the base
creature’s statistics and special
abilities except as noted here.

Hit Dice: Increase to d12.

Special Attacks: An anathema
creature retains all the special
attacks of the base creature and
also gains the following.

Create Spawn (Su): Any elf
destroyed by the anathema
creature’s turn attack rises as
an anathema creature within
1d6 rounds. Spawn are under
the command of the creature
that created them and remain
enslaved untl its death.
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Spell-like Abilities. Anathema creatures with an Intelligence or
Wisdom score of 8 or higher possess the following spell-like abilities,
using their HD as the caster level, as specified in the table below:
These abilities benefit from a high Charisma score, just like spells
cast by a sorcerer. Unless otherwise indicated, each ability is usable
once per day.

HD Abilities
1-2 Deom 3/day
34 Desecrate
56 Bestow curse
7-8 Contagion 3/day
9-10 Mark of justice
11-12 Nightmare
13-14 Insanity
15-16 Horrid wilting
17-18 Antipathy
19+ Lmprisonment

Turn Elves (Su): Anathema creatures exist only to exact vengeance on
the betrayers of the ores, and their righteous fury is too terrible for
any elf to withstand for long, The anathema creature may attempt
to turn elves a number of times per day equal to 3 + its Charisma
modifier. It makes a standard rurning check as a cleric of a level
equal to its HD. Turned elves flee for 10 rounds (1 minute) by the
best and fastest means available to them. If they cannot flee, they
cower. The turning effect ends, and the elves can act normally, if the
anathema creature gets within 10 feet of the turned elves.

JAMPLE ANATHEMA CREATURE

This example uses a nymph as the base creature.

ANATHEMA NYMPH

Medium-Size Undead

Hit Dice: 3d12 (19 hp)

Initiative: +1 (Dex)

Speed: 30 ft., swim 20 ft.

AC: 11 (+1 Dex)

Attacks: Dagger +1 melee

Damage: Dagger 1d4

Face/Reach: 5 fr. by 5 ft./5 ft.

Special Attacks: Blinding beauty, create spawn, spell-like
abilities, spells, turn elves, unearthly beauty

Special Qualities: Darkvision 60 ft., spell-like abilities, +4
turn resistance, undead

Saves: Fort +1, Ref +4, Will +8

Abilities: Str 10, Dex 13, Con —, Int 16, Wis 17, Cha 23

Skills: Animal Empathy +12, Knowledge (local) +7, Escape
Artist +7, Heal +9, Hide +15, Listen +11, Move
Silently +15, Sense Motive +9, Spot +11

Feats: Ability Focus (unearthly beauty), Alertness, Dodge, Iron
Will

Climate /Terrain: Any land
Organization: Solitary

Challenge Rating: 8

Treasure: Standard

Alignment: Always chaotic evil
Advancement: 4-9 HD (Medium-size)
ECL: 9

RACES_OF: RENOWN:

Special Qualities: An anathema creature retains all the special
qualities of the base creature, plus darkvision with a range of 60
feet.. It also gains the following,

Turn Resistance (Ex): Anathema creatures have +4 rturn resistance.

Undead: Immune to mind-influencing effects, poison, sleep, paralysis,
stunning, and disease. Not subject to critical hits, subdual damage,
ability damage, energy drain, or death from massive damage.

Saves: Same as the base creature

Abilities: Same as the base creature, except that the anathema creature
has no Constitution score, and its Charisma score increases by +4.

Skills: Anathema creatures receive a +8 racial bonus on Hide and
Move Silently checks.

Feats: Same as the base creature
Climate/Terrain: Same as the base creature
Organization: Same as the base creature
Challenge Rating: Same as the base creature +2
Treasure: Same as the base creature

Alignment: Always chaotic evil

Advancement: Same as the base creature

ECL: +3

WRATH & RAGE
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These spirits of vengeance are all the more terrifying for their dazzling beauty, An anathema nymph is corruption incarnate; a creature of
purest loveliness turned to hatred and retribution by the psychic taint of the orc race. They are found in forests racked by war, and in ruined
parks and lonely boulevards where ores once walked under the sun.

COMDBAT

Though they retain the powers of their gentler cousins, anathema nymphs also enjoy using their offensive spell-like abilities, and they always

attempt to turn elves if present.

Blinding Beauty (Su): All humanoids within 60 feet must make a successful Fortitude save (DC 17) or be permanently blinded. The
anathema nymph can suppress or resume this ability as a free action.

Unearthly Beauty (Su): Once every 10 minutes, all humanoids within 30 feet must make a successful Will save (DC 19) or die.

Spell-like Abilities: 3/day—doonrr; 1/day—desecrate. These abilities are as the spells cast by a 3rd-level sorcerer (DC 16 + spell level). 1/day—
dimension door. This ability is as the spell cast by a 7th-level sorcerer.

Spells: As a Tth-level druid (save DC 13 + spell level).

Turn Elves (Su): Nine times per day, the anathema nymph can attempt to turn elves as a 3rd-level cleric.

Create Spawn (Su): Elves slain by a turn attempe rise in 1d6 rounds as anathema creatures under the command of the anathema nymph.

Undead: Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease. Not subject to critical hits, subdual damage,
ability damage, energy drain, or death from massive damage

PIRE ANIMALS

Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Climate /Terrain:
Organization:
Challenge Rating:
Treasure:

Alignment:

Advancement:

AXEBEAK (PIRE OFTRICH)

Large Animal

9d8+36 (76 hp)

+0

40 ft.

12 (-1 size, +3 natural)

Bite +11 melee, 2 kicks +6 melee
Bite 2d8+6, kick 1d6+3

5 ft. by 5 ft./10 ft.

Pounce, improved grab, rake 1d6+3
Scent

Fort +10, Ref +6, Will +5

Str 22, Dex 11, Con 18, Int 2, Wis 14, Cha 6
Jump +7%, Listen +9, Spot +9

Warm forest, hill, and plains

Solitary or pair

6

None

Always neutral

10-18 HD (Large); 19-27 HD (Huge)

AXEBEAK (PIRE OSTRICH)

The axebeak, or dire ostrich, is a towering flightless bird, a solidly built predator designed to run its prey to ground.

An adult axebeak stands 10 feet high, with strong, clawed legs and a powerful beak. It is covered in dense feathers, with plumage that changes from
shadow gray to marsh brown in response to the seasons. Axebeaks are fiercely territorial animals and mark the boundaries of their land by scarring trees
and even rocks with their massive beaks. These characteristic marks, which resemble axe gashes, are what give these creatures their common name.

PIRE RHINOCER O3

Huge Animal

18d8+72 (153 hp)

~1 (Dex)

30 ft.

18 (-2 size, -1 Dex, +11 narural)
Gore +23 melee

Gore 2d8+18

10 ft. by 20 ft./10 fr.

Trample 2d12+18

Scent

Fort +15, Ref +10, Will +7

Str 34, Dex 8, Con 19, Int 2, Wis 13, Cha 2
Listen +20

Any plains

Solitary, pair, or herd (2-12)

10

None

Always neutral

19-36.HD (Huge); 37-54 HD (Gargantuan)

Orecs often put these creatures to work as guards, counting on their natural instincts to keep intruders away from tribal territory.

COMDAT

Axebeaks attack when hungry, or when any creature larger than a small dog enters their territory. They love to leap onto their enemies after
charging at a dead run, then seizing them in their beaks and kicking them to death with their daggerlike talons.
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Pounce (Ex): If an axebeak leaps upon a foe in the first round of combat, it can make a full
attack even if it has already taken a move action.

Improved Grab (Ex): To use this ability, the axebeak must hit with its bite attack. If it gets
a hold, it can rake.

Rake (Ex): An axebeak can make two rake attacks (+11 melee) against a held creature with
its talons for 1d6+3 damage each. If the axebeak pounces on an opponent, it can also rake.

Skills: *Axebeaks receive a +8 racial bonus on Jump checks made when running,

PIRE€ RHINOCEROS

The dire rhinoceros is one of the largest mammals to roam the earth, with a
stature approaching that of the elephant. Like its smaller cousin, the dire
rhinoceros is belligerent and highly protective of its young, It compensates
for its poor eyesight with a keen sense of smell,

These enormous creatures are domesticated as mounts by some orc tribes,
who use them as living war machines and heavy shock cavalry.

WoOLY RHINOCEROS

In temperate and cold regions, dire rhinos are called wooly rhinoceroses. These
creatures are covered in a thick wooly pelt that grants them cold resistance 10 and +1
additional natural armor.

COMBAT

A dire rhinoceros attacks anything it perceives to be a threat to its herd, or
anything that smells or sounds suspicious. A startled dire rhino charges in a
random direction during the surprise round, and only then does it circle back
to trample the intruder into the dust.

wlMing
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Trample (Ex): A dire rhinoceros can trample Medium-size or smaller creatures for 2d12+18 points of damage. Opponents who do not
make attacks of opportunity against the dire rhinoceros can attempt a Reflex save (DC 31) to halve the damage.

Skills: Dire rhinoceroses receive a +4 racial bonus on Listen checks.

HALF-ORC

Orcs are fecund beyond the ability of sages to explain, and their
frequent dalliances among other races—typically with prisoners or
so-called war brides, but all too often with pack animals—produce
these hybrids. Elves ate the only humanoid race that has never been
cross-fertilized by orcs, and some speculate that this fact is somehow
related to their ages-long enmity.

No matter the other parent, all half-orcs retain some measure of
their orc ancestry, usually a pronounced brow and lower jaw, and a
proclivity for random acts of violence, Many show the characteristc
hairline and facial hair patterns of a pureblood orc, and almost all
have skin color somewhere between gray and dirty green.

When a half-orc child is born to a civilized mother, or adopted by
a civilized race, the integration of the child is rarely smooth. Orcs
have proven themselves dangerous and violent too many times over
the centuries, and most humanoid races consider these half-breeds
too close to the old bloodline for comfort. As a result they are usually
found at the fringes of society, putting their great strength to work as
jailers, thugs, soldiers, and heavy laborers. Not a few turn against
both lines of their heritage and work to bring all purebloods down
as revenge for their exile from both parent cultures,
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Half-orcs born to monsters or animals are frequently loners. Their
belligerence, stupidity, and physical power makes them especially
nasty opponents.

CREATING A HALF-ORC

“Half-orc” is a template that can be added to any corporeal animal,
beast, fey, giant, humanoid, magical beast, monstrous humanoid, or
outsider (hereafter referred to as the “base creature”), with the single
exception of elves. The base creature’s type does not change, but it
gains the subtype “orc.” It uses all the base creature’s statistics and
special abilities except as noted here,

This template is designed to be compatible with the standard half-orc
race but allows GMs to apply the half-orc modifier to many other
base creature types,

Special Qualities: A half-orc has all the special qualities of the base
creature, plus darkvision with a range of 60 feet. If the base creature
already has darkvision, the range of this ability increases to 90 feet.

Saves: Same as the base creature,
Abilities: Modify from the base creature as follows.
Base Creature Size Modifier

Str +2, Int -2, Cha -2
Str +6, Int —4, Cha —4
Str +8, Int —6, Cha -6

Medium-size or smaller
Large
Huge or larger

Note that these modifications cannot reduce the base creature’s
Intelligence or Charisma below 1. Any result lower than 1 is treated as 1.

SAMPLE HALF-ORC

This example uses an owlbear as the base creature.

HALF-ORC/HALF-OWLBEAR

Large Beast (Ozc)

Hit Dice: 5d10+20 (47 hp)

Initiative: +1 (Dex)

Speed: 30 ft.

AC: 15 (-1 size, +1 Dex, +5 natural)
Attacks: 2 claws +10 melee, bite +5 melee
Damage: Claw 1d6+8, bite 1d8+4
Face/Reach: 5 ft. by 10 ft./5 ft.

Special Attacks: Improved grab

Special Qualities: Scent, darkvision 90 ft.
Saves: Fort +8, Ref +5, Will +2
Abilities: Str 27, Dex 12, Con 19, Int 1, Wis 12, Cha 6
Skills: Listen +8, Spot +7

Climate /Terrain: Temperate forest

Organization: Solitary, pair, or pack (5-8)

Challenge Rating: 5

Treasure: None

Alignment: Usually chaotic evil

Advancement: 6-8 HD (Large); 9-15 HD (Huge)
ECL: This creature is not suitable as a player character.

Owlbears are frequently part of orc settlements, usually serving
as guards and beasts of burden. Occasionally one of these half-
breeds turns up, to the chagrin of its mother’s handler.

Skills and Feats: Orcs are not known for their ingenuity, ambition, or
love of learning, If the base creature has bonus feats or skill points as a
racial benefit (not just specific bonus feats, or a racial bonus to specific
skills) it loses them. For example, a half-orc that uses a human as the
base creature would not gain the human’s bonus skill points or bonus
feat, but a half-orc that uses a gnome as the base creature would sill
benefit from the gnome’s +2 racial bonus on Alchemy checks.

Climate/Terrain: Same as the base creature
Organization: Same as the base creature
Challenge Rating:

Medium-size or smaller, as base creature
Large, as base creature +1
Huge or larger, as base creature +2

Treasure: Same as the base creature

Alignment: Often chaotic evil; if the base creature’s alignment is
already usually or always chaotic evil, use that alignment instead

Advancement: Same as the base creature

ECL: +0.

HALF-ORC CHARACTERS

A deep and abiding rage runs in the orc bloodline, and half-orcs are
often barbarians. A multiclassed half-orc’s barbarian class does not count
when determining whether it suffers an XP penalty for multclassing,

Note that half-orc creatures with an Intelligence score below 3 are
not suitable as player characters.
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Half-orc /half-owlbears are among the stupidest and most powerful
creatures for their size, but what makes them truly dangerous

is that they breed true with pureblood owlbears. The resulting
half-orc offspring eventually come to dominate the local owlbear
population,

COMBAT

Half-orc/half-owlbears are no less ferocious or ill-tempered than
either parent, and in combat they attack anything that moves,
attempting to grab and destroy their enemies in a blind fury.

Improved Grab (Ex): To use this ability, the half-orc owlbear must
hit with a claw artack.

RABIP CREATURE

Orc wastes are foul beyond description, and in addition to its
hideous smell and appearance it also teems with diseases and
parasites. A magical variant of rabies is induced by a tiny organism
spread in water infected with orc wastes. It infests the brain and
nervous system of its host, turning even the most timid creature into
an aggressive, mindless killer.

Because this organism is found in orc wastes, rabid creatures are
commonly found downstream of orc settlements. Often the first clue
that orcs have colonized a region is a wave of attacks by rabid animals.

CREATING A RABIP CREATURE

“Rabid” is a template that can be applied to any corporeal animal,
beast, dragon, fey, giant, humanoid, magical beast, or monstrous
humanoid (hereafter referred to as the “base creature™), with an
Intelligence score greater than 0.

The base creature’s type does not change. A rabid creature uses all
the base creature’s statistics and special abilities except as noted here.

Special Attacks: A rabid creature retains all the special attacks
of the base creature and also gains the following,

Feroaty (Ex): Rabid creatures are so hateful
and tenacious that they continue to fight
without penalty even while disabled or
dying. If the base creature already has
this ability, the rabid creature gains
a +2 morale bonus on attack and
damage rolls while disabled or

dying,
Frengy (Ex): Once per day, a

rabid creature may fly into
a paroxysm of destructive
fury. A frenzied creature
may take an extra partial
action either before or after
its regular acton, and can move
one-and-a-half times as fast as
normal. Both of these effects
count as morale bonuses,
Frenzy lasts a number of
rounds equal to the rabid
creature’s HD (minimum 1).

Special Qualities: A rabid creature
retains all the special qualities of
the base creature and also gains the
following,

Mindless (Ex): Rabid creatures have no Intelligence scores.
They are immune to all mind-influencing spells and effects,
and they automatieally fail Intelligence checks.

Tortured Senses (Ex): This agonizing disease leaves the victim
with its sensory apparatus intact but in constant, searing pain.
The rabid creature gains a +8 enhancement bonus on Listen
and Spot checks but takes twice the normal damage from
sonic artacks.

Saves: Same as the base creature

Abilities: Same as the base creature, except the rabid creature has no
Intelligence score.

Skills: A rabid creature has 0 skill points; it loses all previously
purchased skill ranks.

Feats: Same as the base creature

Climate /Terrain: Same as the base creature

Organization: Solitary

Challenge Rating: Fewer than 2 HD, as base creature
2-5 HD, as base creature +1

6+ HD, as base creature +2
Treasure: Same as the base creature
Alignment: Always neutral
Advancement: Same as the base creature
ECL: A rabid creature has no

[ntelligence score and is not suitable as a
player character.

SAMPLE RABIP
CREATURE

This example uses a dire boar as the
base creature,

RABIP PIRE BOAR

Large Animal
Hit Dice: 7d8+21 (52 hp)
Initiative: +0
Speed: 40 ft.

AC: 15 (-1 size, +6 natural)

Attacks: Bite +12 melec

Damage: Bite 1d8+12
Face/Reach: 5 ft. by 10 ft./5 ft.
Special Attacks: Ferocity, frenzy
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Special Qualities: Mindless, tortured senses, scent
Saves: Fort +8, Ref +5, Will +6

Abilities: Str 27, Dex 10, Con 17, Int —, Wis 13, Cha 8
Skills: Listen +17, Spot +16

Climate/Terrain: Temperate and warm forest
Organization: Solitary

Challenge Rating: 7

Treasure: None

Alignment: Always neutral

Advancement: 8-16 HD (Large); 17-21 HD (Huge)

A dire boar in its full mind is dangerous enough, but when rabies
destroys the animal’s brains and sense, it becomes a mindless engine
of destruction.

These beasts rampage across the countryside, attacking any living thing
they encounter untl they die of exhaustion or are slain. The effects

of the disease, coupled with the animal’s natural resilience, make these
creatures even more dangerous while dying than when healthy.

COMBAT

A rabid dire boar is a nasty, unpredictable opponent. It always
attempts to charge into combat, and it locks onto the nearest target
with a single-mindedness that is terrifying to behold.

Ferocity (Ex): A rabid dire boar continues to fight normally, with
a +2 morale bonus on attack and damage rolls, even while disabled
and dying,

Frenzy (Ex): Once per day, a rabid dire boar gains an extra partial
action per round and can move at 60 feet. Both of these effects last
for 7 rounds.

Mindless (Ex): Immune to all mind-influencing spells and effects,
and automatically fail Intelligence checks.

Tortured Senses (Ex): A rabid dire boar receives a +8 enhancement
bonus on Listen and Spot checks but takes double damage from
sonic attacks.

VERMIN, GIANT

CIANT Leech GIANT 5LUC
Large Vermin Huge Vermin
Hit Dice: 4d8 (18 hp) 16d8+32 (104 hp)
Initiative: +2 (Dex) -2 (Dex)
Speed: 20 ft., swim 40 ft. 15 ft.
AC: 11 (-1 size, +2 Dex) 6 (-2 size, -2 Dex)
Attacks: Bite +3 melee Bite +15 melee
Damage: Bite 1d8+1 Bite 2d6+7
Face/Reach: 5 ft. by 10 ft./5 ft. 10 ft. by 20 ft./10 ft.
Special Attacks: Attach, blood drain Acid spray, rush, trample 4d6+7
Special Qualities: Vermin, amorphous, Vermin, amorphous, half damage,
amphibious, half damage, tremorsense, acid immunity,
fire vulnerability salt vulnerability
Saves: Fort +4, Ref +3, Will +1 Fort +12, Ref +3, Will +5
Abilities: Str 13, Dex 15, Con 10, Str 21, Dex 7, Con 14,
Int —, Wis 10, Cha 9 Int —, Wis 10, Cha 9
Skills: Hide +2*, Listen +3, Escape Artist +3*, Listen +5,
Move Silently +7, Spot +3 Spot +5
Climate/Terrain: Tempetate and warm/swamp and aquatic Temperate and warm/marsh and underground
Organization: Swarm (2-5) or nest (6-11) Solitary or pair
Challenge Rating: 2 8
Treasure: None None
Alignment: Always neutral Always neutral
Advancement: 5-8 HD (Large); 9-12 HD (Huge) 17-32 HD (Huge); 3348 HD (Gargantuan)

These giant vermin, though mindless and uncontrollable, are useful enough as guard creatures around an orc settlement. They thrive in the

foul environment associated with orcs and are excellent deterrents to would-be intruders.

COMPBAT

Except where otherwise noted, vermin attack whenever hungry or threatened.

Vermin: Immune to mind-influencing effects.

Amorphous (Ex): These giant vermin have shapeless bodies and are not subject to critical hits.

Half Damage (Ex): Any nonmagical attack against these giant vermin, including hits from magic weapons, deals only half damage.
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GIANT L€€CH

These hideous bloodsuckers infest brackish swamps and lakes.
Unlike their smaller cousins, these monsters can breathe air and
hunt on dry land if aquatic pickings are slim.

Orces do not train or domesticate these vile creatures, but

they are common in the ruined, war-ravaged areas that ores
claim as their own, In at least one case, a remote orc tribe has
come to worship giant leeches, sacrificing their old and sick to
particularly large specimens.

Giant leech statistics can also be used for giant lampreys
and hagfish. (Being fish, however, such creatures are not
amphibious.)

COMPBAT

A giant leech lies in wait, relying on its dark coloration to avoid
notice, then attacks with its razor-edged bite and attempts to
suck the blood from its victim.

Attach (Ex): A giant leech that hits with its bite attack latches
onto the opponent’s body with its suctioning mouth. An attached
giant leech loses its Dex bonus to AC and thus has an AC of 9.

Blood Drain (Ex): A giant leech drains blood for 2d6 points of
temporary Constitution damage each round it remains attached.

Amphibious (Ex): Although giant leeches normally breathe water, they can survive indefinitely on land.

Fire Vulnerability (Ex): A giant leech takes double damage from fire attacks unless a save is allowed for half damage. A successful save
halves the damage and a failure doubles it.

Skills: *Because of its ink-black hide, a giant leech receives a +4 racial bonus on Hide checks at night and in conditions of darkness.

GIANT SLUG

Giant slugs are feared predators in warm, wet areas and throughout the subterranean world. They hunt prey with an unerring vibration sense,
and overwhelm opposition with their massive bulk, An adult giant slug stands 15 feet in height, but can squish its form down to fit through
much smaller spaces.

These eating machines are drawn to the damp, warm, filthy conditions orcs love, and various orc tribes have tried to domesticate them—and
failed—for generations. The giant slugs’ aversion to salt makes them easy to control, however, and more than one orc stronghold is patrolled
by one that follows an endless circular track between two thick lines of rock salt.

COMDAT

Giant slugs are always hungry, roaming night and day on an endless search for food. They attack by trampling through the middle of a group
and spitting acid at anything not battered senseless.

Acid Spray (Ex): A giant slug can spray acid in a cone 20 feet long, dealing 4d8 points of damage to everything in the area. Once it uses
this ability, the giant slug can’t use it again until 1d4 rounds later. The creature can also produce a concentrated stream of acid that deals 8d8
points of damage to a single target within 10 feet. In either case, a successful Reflex save (DC 20) halves the damage.

Rush (Ex): Once per minute, the normally slow-moving giant slug can move at a speed of 40 feet.

Trample (Ex): A giant slug can trample Medium-size or smaller creatures for 4d6+7 points of damage. Opponents who do not make attacks
of opportunity against the giant slug can attempt a Reflex save (DC 23) to halve the damage.

Tremorsense (Ex): A giant slug can automatically sense the location of anything within 60 feet that is in contact with the ground.

Salt Vulnerability (Ex): Giant slugs are vulnerable to salt and salt water. A flask of seawater thrown as a grenadelike weapon deals 2d4
points of damage to the creature on a direct hit or 1 point of damage on a splash. Other salt- or dehydration-based attacks, such as dust of
dryness, a salt mephit’s breath weapon, or the horrid wilting spell deal double damage unless a save is allowed for half damage. A successful save
halves the damage and a failure doubles it.

Skills: *Giant slugs receive a +8 racial bonus on Escape Artist checks when attempting to squeeze through an opening,
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Savage and brutal though they may be, orcs have room for spirituality in their lives. Worship is often a pragmatic affair, aimed at placating
hostile deities or gaining some advantage in combat, but religion is still a part of the race’s heritage.

What follow are two orc pantheons designed for use in any campaign. The first is a typical pantheon, with deities who watch over different
aspects of orc life, while the second is much more unusual, describing a very different prehistory for the orc people. These pantheons interact
in interesting ways with the alternative portrayals of orcs found in Chapter 1: Way of the Scar, and by using different combinations of these

clements the GM can drastically change the nature of orcs in his or her campaign,

- THE GREAT WARDAND -

The Great Warband is a traditional racial pantheon. Like most such
pantheons, it not only provides divine spells, but also serves as a
template for orc society, and a model for social relationships. It gives
holy warriors something to fight for and lends iconography and
flavor to the ore race in your campaign world.

OVeERVIEW

In the Great Warband, the strongest mature male is in charge, and
only he may sire children. His first wife has a special place within the
social order, but this does not prevent the chief from taking many
wives from the ranks of the pantheon’s demigods and even mortal
females. The chief’s sons serve him in the field as commanders, or in
the shadows as assassins. His venerable father is greatly honored but
has no real power to set policy, and he always supports his son’s right
to rule.

Two members of the warband appear to live outside conventonal
social strata. These are the Pale Lady, the chief’s only daughter,

and the illegitimate half-breed called the Mule. Both are actually
archetypes of orc family sitvations: Half-breeds are born with
surprising regularity, and girl children that survive the bullying and
abuse of childhood frequently act out against the chief during their
adolescence. Even these seemingly miscast characters provide role
models for orc society, demonstrating how a tribe or warband should
behave toward its members.

Finally, the Great Warband provides an explanation for both the
poor position of ores in the world and the prosperity of the elves. It
tells a prototypical story of betrayal, of simple tribesfolk tricked by

a slick and deceptive race, and gives every living orc a reason to keep
on fighting in the face of overwhelming odds.

ORIGIN STORY

In the old days when the world was young, He-Who-Watches hunted
all the green fields and grasslands under the sun, With his sons by
his side, he followed the herds of mammoth and bison across the
surface world, and his wives bore him many children. In those days,
all the gods lived as brothers, and history did not yet know treachery
or war.

But the orc gods lived in a tall stone house and had the best of all
grazing lands, and the other gods were jealous of their wealth. One
day the Creator of the Elves came to He-Who-Watches and warned
of a great flood that was coming, warning him to gather his family
and leave their home. The elf god told of a cave that was many miles
away in the high mountains, where the orcs could take refuge against
the storm, and where the floodwaters would never reach.

The gods of the elves had long been friendly with He-Who-Watches,
and the orc god was tricked by the sweet-sounding words. He
gathered his wife and their children, and slaughtered enough bison
to keep them fed during the coming flood. The clan took with them
just their clothes and bedding, leaving their great hoard of gold and
gems and steel weapons behind.

Many weeks later they found the hidden cave deep in the mountains.
It was deep and cold, but there was a spring at the bottom and a
good chimney. They strung hide across the entrance and lit fires, and
waited for the storm to come.

RACE5 OF: RENOWN:
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Meanwhile the Creator of the Elves returned
to his family and told them how he had
tricked the foolish ore god into leaving his
home. The elf gods at that time lived

in reed huts in the marshes and fens,

and they knew nothing of jewelry

or metalworking, The elf clans

moved into the empty orc halls and
dressed themselves in fine orc clothes Symbol: A single unblinking eye
and jewelry, filled their purses with orc Alignment: Chaotic evil

gold, and wore bright orc steel at their sides. : Favored Weapon: Spear (any)
Domains: Chaos, Destruction, Evil, War

Domains marked with an asterisk (*) are new
and are fully described in Chapter 6:
Spells and Magic.

He-WHO-WATCHES
(CREATER COP)

In his cave in the mountains, He-Who-Watches opened ¢
the hide screen once a month to check the skies. If it He-Who-Watches is the master of the orc
pantheon, father of all the lesser deites. His

progeny embody the highest virtues of orc
society, from unyielding fury to mastery
of dark magic. He is typically depicted
as an enormous silverback orc clad
in black splint mail, bearing a
longspear and with a bloody
socket in place of his left eye.

was raining, he told his family the flood was near.
If the rain had stopped, he told his family they
would wait a month for the grasslands to
dry. A season passed in this way, and then
a year. The orcs learned to find food in
their deep cave, and their eyes grew

keen in the darkest shadows.

Finally, Grandfather White Hands
came to his son He-Who-Watches
and told him it was time to return

THE CAVE MOTHER
to their home. All agreed that the (GK(“T(K cop)
flood must have passed, and they

packed up their camp and marched weeks Symbol: A stylized cave entrance, lined
through the bright sun undl they returned to with stalactite “teeth”

their home on the grasslands. Alignment: Neutral evil

Favored Weapon: Bite

But the Creator of the Elves and his clan rode Demaing: Breading®, Barth Evil

out to meet them on tall horses, wearing orc
armor and bearing orc swords, He-Who-
Watches saw the elf children playing around

his house, and elf women tilling the soil, and
finally understood he had been tricked. His

rage was terrible to see. He uprooted a pine

tree and stripped its branches to use it as

a spear. He and his sons Warchief and

Iron Fist fought the elf gods to the steps

of their house, but just as they were poised

to take revenge, the elves used their magic to
blind the orcs with bolts of bright sunlight. Then
the treacherous elf god sneaked up and stabbed He-
Who-Watches, taking his eye as a trophy.

The Cave Mother is the first wife to He-

Who-Watches and mother of all the lesser
deities of the pantheon. She appears to
her worshipers as an ancient, bent orc
crone with soot-blackened skin and hair.
Her mouth is a cavernous expanse lined
with jagged broken teeth, and orc legend
tells that these teeth have been the death
of dozens of female children, which He-
Who-Watches forbids her to bear.

CRANPFATHER LJHITE

Wounded and blind, He-Who-Watches fled with the ore “A"p)

gods back to their cave atop the high mountain. In time (GK(“T(K cop)

he recovered his strength, but his sight was lost forever.

Ever since, he and his sons, and their sons, and all the orc Symbol: The imprint of a white hand on a dark
field

tribes of the world, have fought against the hated elves to
regain what once belonged to the orcs. Alignment: Chaotic evil
Favored Weapon: Dagger

GOP} or T"( GK(ﬂT Domains: Chaos, Death, Evil, Magic
WARBAND

Although player characters are likely never to
confront their enemies’ gods directly, they can
work against these evil deides’ plans, such as by
destroying a high priest of He-Who-Warches or a
cabal led by followers of the Cave Mother.

Grandfather White Hands is the father of
He-Who-Watches and the spiritual leader of the
Great Warband. He is widely credited with founding

the ore faith and with teaching the first orc adepts the secret
of spellcasting. His own origins are a mystery. No orc still living
can recall a ime before He-Who-Watches ruled, and no
tales exist of Grandfather White Hands before his son was
grown.
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Grandfather White Hands takes the form of a bald,
wizened orc in clerical robes, with hands covered
in the white lime used in orc burials. His tusks are
rotten and his arms withered, but he still commands

NIGHTLORP
(LesserR GOP)

the respect of the younger members of the
pantheon.

IRON FI5T
(LeyseR Gov)

Symbol: A mailed fist

Alignment: Lawful evil

Favored Weapon: Orc double axe
Domains: Command*, Evil, Law, War

Iron Fist commands one of He-Who-
Watches’ two armies in battle. He is the
first son of the Great Warband, the
named successor to his father’s throne,
and the pride of the pantheon. Where
Warchief (see below) is brutal and
savage, Iron Fist is calculating and coldly
cruel, almost like a hobgoblin in his
resolute determination on the battlefield.
Those who suggest these qualities are
not properly orclike end up hanging from
their own innards.

Iron Fist takes the form of a tall,
straight-backed orc in bare steel full plate,
bearing a flaming double axe. His head is
crowned with a sinister basket helm.

THE MuLe
(Pemicop)

Symbol: A tarnished and battle-worn bastard

sword
Alignment: Neutral evil
Favored Weapon: Bastard sword
Domains: Evil, Treachery*, Trickery

Ores are well-known for their lust, and their

gods are no exception. The Mule’s father is

Symbol: An “X” drawn in fresh blood
Alignment: Neutral evil
Favored Weapon: Crossbow (any)
Domains: Evil, Lycanthropy*, Murder*, Poison*

Nightlord is another son of He-Who-Watches, but unlike
his brothers he has no interest in commanding troops

in the field. Instead he works in the background, using
poison and subterfuge to destroy the enemies of the
Great Warband. He appears as a gaunt, dark orc always
draped in shadows. He favors crossbows of all kinds.

THeE PALE LAPY
(LesserR Gov)

Symbol: The orc rune for “curse”
Alignment: Chaotic evil
Favored Weapon: Dagger
Domains: Blight*, Chaos, Curse*, Evil

The Pale Lady is the only surviving

daughter of the Cave Mother and He-

Who-Watches. At the child’s birth her

mother hid her away from her father, who

had forbidden any daughters to be born.

She grew up in the filthiest reaches of the

cave, living on discarded waste and sleeping
in the cold sand of the cistern.

Eventually she was discovered and cast out, but she
spoke a terrible curse to her father’s face before
leaving. Soon his prize dogs fell to mange, his
spears snapped from rot, and his legs bent
with rickets. The great chief called his daughter
back and begged her forgiveness, and at last she
relented and broke the curse. Ever since she has
enjoyed an honored place by her fathet’s side.

.t The Pale Lady is an albino orc maiden, a beauty
;; among her kind, who is always armed with a long

unknown (though Warchief is widely suspected), e P (O g
but his mother is the human pantheon’s lesser deity of ' ’%- .3,( y
youth and beauty. She was raped while cavorting in an

earthly wood and hid her condition from the rest of
her pantheon—until she delivered the half-orc deity
known as the Mule. Left to die by his horrified
mother, he was raised by a pack of eoyotes until

he reached manhood and claimed the mante of

his divine nature.

Today the Mule walks the thin line between the
divine and mortal worlds, spreading dissension
and trouble wherever he goes. He is the

patron of all half-orcs, and many other evil
half-breeds pay homage to the demigod. He
appears alternately as an orc, a human, and a
half-orc, seemingly at random.

T 4L curved dagger.
j} WARCHIEF

(LeyserR Gov)

Symbol: A skull cleft by an axe
Alignment: Chaotic evil

Favored Weapon: Greataxe
Domains: Chaos, Evil, Savagery*, Strength

Warchief commands the second of his father’s
armies in batte. He is the youngest son of
the pantheon, even stronger than his father,
and unbelievably, even stupider than the old
chieftain. He appears as an orc the size of a
hill giant, wearing the hides of ancient animals
and armed with an immense, bloodstained
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- THE PATRONS -

Where the Great Warband follows the established model for racial
pantheons, the Patrons give orcs a unique flavor reflecting their
ragtag beliefs and savage culture,

In most campaigns, player characters never come face-to-face with
their enemies’ true strength. A strike on a drow outpost is roughly
equivalent to an attack on a mid-sized town in a human nation, and

it 5 unlikely to affect the dark elves’ long-term behavior—it might
not even make news outside the region. Entire races are difficult

to face as enemies, not only because of the sheer scope but also
because they were founded, instructed, and ultimately driven by racial
deities—beings so far outside the PCs’ grasp that they might as well
attack the sun and stars.

The six patrons of this alternative pantheon are designed to put the
heart of evil within the PCs’ reach. No single one controls the race’s
destiny, but the death of even one such being could forever cripple
the orcs” ability and their willingness to make war on civilization. A
high-level party could defeat any of them—and this is exactly their
point. These creatures are “level bosses,” to borrow a term from
console gaming. They enter the scene at the end of an adventure arc,
when the PCs enter the lowest depths of an orc-controlled dungeon
and are ready to confront the lord of the manor,

OVERVIEW

In this model, the race was not created by an orc deity and did not
benefit from divine intervention during its early trials. Instead, at
various times in their prehistory, the fledgling tribes made contact

with outsiders and other powerful creatures, and swore their
allegiance to those entities. The divine energy created by worship
on a mass scale has actually made those creatures something more
than mortal over time, and today they rank with the lower range of

demigods.

This alternative requires that the campaign setting have some
provision for divine ascension. If it does not, or if the GM decides
thar the Patrons are simply powerful creatures, then he or she must
also determine how orc adepts and clerics receive new spells, One
possibility is described under Option: False Pantheon, at the end
of this chapter. In this scheme, orcs do not receive divine spells as
normal; instead they are only able to summon the servants of their
powerful patron beings.

ORIGIN STORY

In the earliest days, the orc tribes were few in number and restricted
to the high mountain valleys and caves that kept them safe from their
many enemies. They were also utterly alone in the world, to a degree
no other race can ever understand.

No sage or bard still living knows the secret of the ores’ creation.
Some research hints that they might be the result of a long-lost form
of torture or magical experimentation, while scholars of the planes
insist that orcs are merely a fiendish form of elves, created when that
ancient race colonized the Lower Planes. Whatever their true origin,
all parties agree that orcs were not born from a divinity.
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This fact had its greatest impact in the dawn of orcs’ history, when
their riny settlements were in danger of being snuffed out by attack.
Dwarves invaded from below, and elves from the green world, and
the cruel light of the sun shone in from above. Giants and trolls took
over their caverns, and goblins fought them for every pool of fresh
water and every patch of mold. The orcs” hopes were shattered again
and again, their prayers always unanswered, as they were pushed to
the very edge of extincton.

Then one day, everything changed.

There should be hymns to that praying warrior; there should be a
cathedral where he knelt down in the face of vain hope. His name is
not recorded, and the identity of the first Patron that responded to
his call is lost. All that is certain is that one day the orcs’ prayers were
answered, and ever since the orcs’ enemies have trembled at their
awakened wrath.

THE PATRONS

Because they can be run either as true demigods or as mortal
creatures, these patron beings have domains and favored weapons
for clerical reference, as well as conventional game statistics for GMs
who wish to use them as powerful monsters,

ALL-CATER (PATRON
pemicon)

Symbol: A black circle ringed
with teeth, usually drawn in
charcoal on a cavern wall

Alignment: Neutral

Favored Weapon: None

Domains: Blight*, Breeding*

All-Eater is the strangest of the
Patrons, and its exact origins and
intentions are unclear. Its base nature
is plain: All-Eater is an immense
black pudding, so large that its
outlines are only dimly visible in
the cavern where it makes its lair. It
is unimaginably old, and there are
those who whisper that All-Eater is
the progenitor of all the oozes and
slimy things in the world.

Opinions differ on exactly how it came to be, and whether it is truly
intelligent at all, Some believe that early orcs revered the great coze
in their midst, much as ants might live in awe of a spider that preys
upon them, and that this accumulated worship somehow enacted

a change in the creature. Others believe that All-Eater is simply an
ancient member of its species that acquired intelligence through
long experience, No one can be sure, and only its attendants know
whether the great black mass is aware of its place or simply tolerates

the pawns that mill in its shadow.

Worship of All-Eater is a straightforward proposition. Its clerics receive
offerings from the faithful in the form of organic matter of every
variety—corpses, offal, manure, composting leaves, and even dirt—
which they place befote the divine bulk by the wagonload. It shows no
sign of recognizing this treatment, but it does not refuse the food; and if
well fed, it does not devour its handlers as frequently as usual.

ALL-€ATER

Black pudding; CR 21; Colossal ooze; HD 40d10+360; hp 580;
Init —5; Spd 20 ft., climb 20 ft.; AC =3; Atk +33 melee (4d6+16
and 4d6 acid, slam); Face/Reach 40 ft. by 80 ft./15 ft; SA
Acid, constrict 4dG+16 and 4d6 acid, improved grab; SQ Ooze,
blindsight, split; AL N; SV Fort +21, Ref +8, Will +8; Str 33,
Dex 1, Con 27, Int 1, Wis 1, Cha 1.

Sékills: Climb +19.

Acid (Ex): All-Eater secretes a digestive acid that dissolves
organic material and metal quickly. Any melee hit deals acid
damage. Its acidic touch deals 100 points of damage per
round to wood and metal objects. The opponent’s armor and
clothing dissolve and become useless immediately unless they
succeed ar Reflex saves (DC 38). The acid can dissolve stone,
dealing 40 points of damage per round of contact.

A metal or wooden object that strikes All-Eater also dissolves
immediately unless it succeeds at a Reflex save (DC 38).

Constrict (Ex): All-Eater deals automaric slam and acid

damage with a successful grapple check. The opponent’s

clothing and armor suffer a—4 penalty on Reflex saves against
the acid.

Improved Grab (Ex): To use
this ability, All-Eater must hit
with its slam attack, If it gets a
hold, it can constrict.

Qoze: Immune to mind-
influencing effects, poison,
sleep, paralysis, stunning, and
polymorphing. Not subject to
critical hits,

Blindsight (Ex): All-Eater’s
entire body is a primitive sensory
organ that can ascertain prey by
scent and vibration within 120
feet.

Split (Ex): Weapons deal no
damage to All-Eater. Instead,

it splits into two identical black
puddings, each with 290 hit
points, These can be further split,
just as any black pudding, each with half the original’s hit
points (round down). A creature with only 1 hit point cannot
be further split.

BLACKJACK (PATRON PEMICOD)

Symbol: A human-headed serpent wound around a clutch of
crossbow bolts

Alignment: Lawful evil

Favored Weapon: Any crossbow

Domains: Curse*, Treachery*

Blackjack’s legacy as a Patron stretches back eons, to the dim history
of the orcs’ first subterranean settlements, It is said that this then-
young dark naga took the fledgling orc tribes under her protection
and taught them the arts of survival in the endless night of the
underground world.
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Since that time, the creature has grown both enormous and
powerful, but her maternal instincts toward the ore race have not
diminished. She actively revenges herself upon their racial enemies
and bestows horrendous curses on those who would dare to invade
their territory. In return, the orcs revere the creature as a sort of
racial guardian spirit and a herald of their coming glory. Once a year
the faithful make a pilgrimage to Blackjack’s sunless lair and pay her
a tithe of a dozen orc youths. These adolescents are trained as her
elite guard, the best of them becoming crack commandos under the
ancient monster’s personal direction. These cadres commonly go into
battle with the help of Blackjack’s magic, transported by dimension
door, etherealness , or teleport without error, and protected by spells like
cat’s grace, mass haste, polymorph other, and seeming. Every member of
Blackjack’s guard bears potent magic arms and armor.

Blackjack speaks Common, Draconic, Infernal, and
Undercommon.

BLACKJACK

Dark naga; CR 20; Gargantuan aberration; HD
40d8+240; hp 420; Init +1; Spd 40 ft.; AC 17
(touch 7, flat-footed 16); Atk +36 melee
(2d8+10 and poison, sting) +31 melee

(1d8+35, bite); Face/Reach 30 ft. by 30 ft.
(coiled)/15 ft.; SA Detect thoughts, poison,
spells; SQ Charm resistance, guarded
thoughts, poison immunity; AL LE; SV Fort
+19, Ref +16, Will +24; Str 30, Dex 13, Con
22, Int 16, Wis 15, Cha 20.

Skills and Feats: Bluff +20, Concentration +21,
Diplomacy +9, Intimidate +7, Listen +16,
Sense Motive +14, Spellcraft +17, Spot +16;
Alertness, Combat Casting, Dodge, Empower
Spell, Extend Spell, Lightning Reflexes,
Maximize Spell, Silent Spell, Spell Focus
(Transmutation).

Detect Thoughts (Su): Blackjack can continuously
detect thonghts as the spell cast by a 20th-level sorcerer
(DC 17). This ability is always active.

Poison (Ex): Sting, Fortirude save (DC 36) or lapse into a
nightmare-haunted sleep for 2d6 minutes.

Charm Resistance (Ex): Blackjack receives a +2 racial bonus
on saving throws against all charm effects,

Guarded Thoughts (Ex): Blackjack is immune to any form
of mind reading,

Sorcerer Spells Known (6/8/7/7/7/7/6/6/6/6; save DC 15

+ spell level): O—arcane mark, dancing lights, detect magic, ghost
sound, mage hand, mending®, apm/ close™, prestidigitation, read magic,
Lst—alarm, animate rope, expeditious retreat, ray of enfeeblement,
spider climb™, 2nd—cat’s grace, endurance, levitate, pyrotechnics*, see
invisibility, 3rd—dispel magic, gaseous form, haste*, slow*, 4th—bestow
curse™, dimension door, polymorph other®, polymorph self, Sth—dream,
passwall, seeming, telekinesis, Gth—disintegrate®, flesh to stone*, mass
baste*; Tch—plane shift, statue®, teleport without error®; Bth—clone,
etherealness, polymorph any object®; th—Mordenkainen’s disjunction,
shapechange, tme stop.

*Spell Focus (Transmutation): Save DC 17 + spell level.

CWULLC! (PATRON PEMIGOD)

Symbol: A flaming greatsword
Alignment: Chaotic evil
Favored Weapon: Greatsword
Domains: Chaos, Murder*

Early orc experiences with arcane magic soon brought them into
contact with the ageless slaadi race, and over the centuries the two
peoples entered into many pacts of allegiance. The orcs’ oldest and
strongest friend in the Plane of Chaos is this lesser slaad lord, a
creature venerated as the Stranger or the Silent Step.

A death slaad, Gwullgi enjoys the wild, bloodthirsty form of war
waged by orcs, and he often adds his minions to the effort for the
sheer love of mindless violence. He has also been known
to appear in person on the battlefield, where he
takes the form of a towering orc dressed in a
jet-black breastplate and wielding the dread
greatsword Lawbreaker. At these imes he
stalks the rear of the battle line shrouded in
mist and darkness, picking off stragglers and
the wounded, and waiting for a rout to bring
enemies running blindly into his grasp. He
loves nothing more than to tear the limbs from
elves and humans, and at times his compulsion
to bring agony and death overwhelms his ability
to think clearly, and he loses himself in a blood-
soaked orgy of killing,

Gwullgi speaks Slaad, Abyssal, Celestial, and Infernal, and can
also communicate telepathically.

CWULLG!

Death slaad; CR 22; Large outsider (Chaotic);
HD 40d8-+200; hp 380; Init +7; Spd 20 ft.; AC
36 (touch 12, flat-footed 33); Atk +48 melee

(3d8+9, 2 claws), +46 melee (4d6+4, bite) or
+53/+48/+43/+38 melee (2d8+18/19-20 and
1d6 fire, +35 Huge chaotic flaming unholy greatsword);
Face/Reach 5 ft. by 5 f1./10 ft.; SA Spell-like
abilities, stun, summon slaad; SQ Alternarte

form, damage reduction 40/+4, fast healing 5,

resistances, telepathy; AL CE; SV Fort +29,

Ref +27, Will +28; Str 28, Dex 16, Con 21,

Int 18, Wis 18, Cha 18.

Skills and Feats: Chimb +49, Escape Artist +43,
Hide +49, Jump +49, Knowledge (arcana) +34,
Knowledge (history) +24, Knowledge (the planes)
+47, Knowledge (religion) +47, Listen +47, Move Silently
+53, Search +47, Spot +47; Armor Proficiency (light), Armor
Proficiency (medium), Cleave, Great Cleave, Great Forttude,
Improved Initiative, Iron Will, Lightning Reflexes, Martial
Weapon Proficiency (greatsword), Multiattack, Power Attack.

Spell-Like Abilities: At will—animate objects, circle of death,
chaos hammer, cloak of chaos, deeper darkness, detect magic, dispel law,
Jear, finger of death, fireball, fiy, identify, invisibility, magic circle against
law, power word blind, see invisibility, shatter, and word of chaos,
1/day—implosion. These abilities are as the spells cast by a
20th-level sorcerer (save DC 14 + spell level).
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Stun (Ex): Gwullgi can use Stunning Fist as the feat,

three times per day (save DC 24).

Summon Slaad (Sp): Twice per day Gwullgi can
attempt to summon 1d3 red or blue slaadi with a
40% chance of success, or 1-2 green slaadi with
a 20% chance of success. Summoned creatures

return whence they came after 1 hour. A slaad
that has just been summoned cannot use its
own summon ability for 1 hour.

Alternate Form (Su): Gwullgi can shift
between his natural and any humanoid form

at will as a standard action. Gwullgi’s natural
form resembles a shadowy skeletal death slaad,
wrapped in wisps of fog. In humanoid form
he usually resembles a grim orc the size of an
ogre, but can take any form he wishes, He can
retain either form indefinitely. The ability is
otherwise similar to polymorph self cast by a
20th-level sorcerer.

Resistances (Ex): Gwullgi has acid, cold,
electricity, fire, and sonic resistance 5.

Telepathy (Su): Gwullgi can communicate
telepathically with any creature within 100 feet
that has a language.

Equipment: +5 Huge flaming chaotic unboly
greatsword (“Lawbreaker”), +35 shadow breastplate

of silent moves.

IMPUGUP (PATRON
pemicon)

Symbol: A stylized octopus, frequently depicted
pulling a ship into the depths

Alignment: Neutral evil

Favored Weapon: Whip

Domains: Death, Magic

Those orc tribes that settled in coastal caves soon
came into conflict with the kuo-toa, sahuagin,
and aboleths, and eventually they made

contact with the deep-water horrors
known as kraken. One of these
beasts in particular, Imdugud, was
instrumental in building a long-

term peace between the ores and

the aquatic races, but its help

came at a dear price. The coastal
tribes were forced to sacrifice an
entire generation of young to it

and swore blood-oaths to bind their
fate with Imdugud’s for the remainder
of time.

Today this ancient pact is stronger
than ever. Imdugud receives his yearly

and in return he keeps hostile sea
creatures from the orcs’ border and
occasionally passes along some tidbit

7)) —

levy from the cream of orc youth, =Sy,

of blasphemous arcane knowledge. On at least two
occasions, he has come to the defense of the orc tribes
following a great sacrifice of blood.

Imdugud is among the oldest of his ancient race,
and his immense, bloated form is corpse white from
age, crusted in barnacles and growths of coral. He
is thought to dwell in a deep continental rift, but
he surfaces in the crater lake of a high mountain
to receive offerings from the faithful, He speaks
Common, Aquan, Abyssal, Draconic, and Infernal.

IMpPUGUP

Kraken; CR 22; Colossal magical beast (aquatic);

HD 40d10-+440; hp 660; Init +4; Spd swim 20

ft.; AC 21 (touch 2, flat-footed 21); Atk +48

melee (4d6+16, 2 tentacle rakes), +43 melee
(1d8+8, 6 arms), +43 melee (4d8+8, bite);
Face/Reach 40 ft. by 80 ft. 15 ft. (100 ft. with
tentacle);SA Constrict 4d6+16 or 1d8+8,
improved grab, spell-like abilities; SQ Ink
cloud, jet; AL NE; SV Fort +33, Ref +24, Will
+20; Str 42, Dex 10, Con 33, Int 26, Wis 20,
Cha 10.

Skills and Feats: Concentration +21,

Knowledge (arcana) +18, Knowledge

(nature) +18, Listen +17, Search +18,

Spot +17; Alertness, Blind-Fight, Combat

Casting, Expertise, Improved Critical
(tentacle rake), Improved Inidative, Improved
Trip, Iron Will, Leadership, Lightning Reflexes,

Quicken Spell-Like Ability.

Constrict (Ex): Imdugud deals automatic arm
or tentacle damage with a successful grapple check
against Gargantuan or smaller creatures.

Improved Grab (Ex): To use this ability, Imdugud
must hit an opponent of up to Gargantuan size with an arm
or tentacle attack. If he gets a hold, he can constrict.

Spell-Like Abilities: At will—control nater, fop
clowd, and obscuring mist, 3/ day—-conirol weather,
control winds, dominate animal, and resist elements; 1/

day—earthquatke, ice storm, and whirfwind. These

abilities are as the spells cast by a 20th-
level druid (save DC 15 + spell level).

Ink Cloud (Ex): Imdugud can emit
a cloud of jet-black ink 100 feet high
by 100 feet wide by 150 feet long
once per minute as a free action. The
cloud provides total concealment,
which Imdugud normally uses to
escape a losing fight. Creatures
within the cloud suffer the
effects of total (nonmagical)
darkness.

-“‘
= ' BY NN
V_Jlll \\W Jet (Ex): Imdugud can jet

backward once per round as
a double move action, at a speed
of 280 feet.
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SEVEN HUNT S€VEN (PATRON PEMIGOP)

Symbol: An antlike insect head wearing a monarch’s crown
Alignment: Lawful evil

Favored Weapon: Javelin

Domains: Command*, Law

Standing stones covered in the earliest known examples of orc
writing describe the appearance of a strange creature nearly four
thousand years ago. Its name combines the orc rune for “insect”
with the rune for “slave driver.” Construction dating from the same
region and period shows an uncharacteristic precision in its planning
and crafting, and the skulls mounded up inside the buildings’ now-
ruined walls testify to how hard these orc crews were worked.

This strange insect creature was actually a formian myrmarch, a
builder from the great queen’s inner circle who was sent to the
Material Plane to establish a beachhead for eventual large-scale
mining. He crashed through the barrier near a large orc settlement
and immediately brought the clan under his control. The creature,
following his programming, put the tribe to work building
fortifications and mining metal ore. This enslavement went on for
almost a century, but orc myth hints that the experience was equally
traumatic for the outsider. The orcs’ violent, cruel nature seems to
have rubbed off on the myrmarch, turning him more and more evil
over the years, until he changed so much that his alignment shifted
to lawful evil, and he broke from his original programming,

This was a turning point both for the creature, now
referred to as Seven Hunt Seven in orc writings, as
well as for the tribe. He stopped construction on
the half-Ainished fortress—already among the
largest buildings in the known world—and
turned the orcs to doing what they do
best: killing and looting, Backed by their
mighty patron, the tribe soon became a
major power in the region, Eventually
the tribe grew into an orc nation,

and their formian master took

up power behind the throne,
commanding the great chief

and his council from hiding, and
working to undermine the civilized kingdoms
of the world.

Today Seven Hunt Seven remains a great

tyrant, controlling at least two whole orc tribes
and influencing dozens more. His agents are found
in almost every court, and his network of informers and observers
grows daily. He has learned subtlety in his old age, preferring to
work through intermediaries rather than wielding power from the
front lines. Seven Hunt Seven speaks Formian, Ore, Common, and
Draconic, and with his belw of telepathy he can also communicate
mentally.

$EUEN HUNT Seven

Corrupted formian myrmarch; CR 19; Huge outsider
(Lawful); HD 24d8+144; hp 252; Init +7; Spd 30 ftr.; AC 39
(touch 11, flat-footed 36); Atk +30 melee (2d6+8 and poison,
sting), +28 melee (2d8+4, bite), or +30 ranged (1d8+13 and
1d6 electricity, +5 Large lawfil returning shocking burit javelin);
Face/Reach 10 ft. by 20 ft./10 ft.; SA Hive mind, poison,

spell-like abilities; SQ Fast healing 2, immunities, resistances,
SR 25; AL LE; SV Fort +20, Ref +17, Will +17; Str 27, Dex
16, Con 22, Int 16, Wis 16, Cha 17.

Skills and Feats: Climb +29, Craft (calligraphy) +27, Diplomacy
+27, Hide +16, Knowledge (philosophy) +27, Listen +27,
Move Silently +24, Profession (architect) +27, Search +27,
Sense Motive +27, Spot +27; Armor Proficiency (light),
Armor Proficiency (medium), Dodge, Expertise, Improved
Initiative, Mobility, Multiattack.

Hive Mind (Ex): All formians within 50 miles of their queen
(which Seven Hunt Seven has not been for thousands of
years) are in constant communication. If one in a group is
not flat-footed, none of them are. No formian in a group is
considered flanked unless all of them are.

Poison (Ex): Sung, Fortitude save (DC 28); initial and
secondary damage 2d6 temporary Dexterity.

Immunities (Ex): Cold, petrification, and poison immunity.
Resistances (Ex): Electricity, fire, and sonic resistance 20.

Spell-Like Abilities: At will—charm monster; clairandience/
clairvoyance, detect chaos, detect thoughts, magic drcle against chaos,

and teleport without error; 1/ day—dictum and order’s wrath. These
abilities are as the spells cast by a 20th-level sorcerer (save DC
13 + spell level).

Eguipment: +5 Large lawful returning shocking burst
Javelin (“Edicf”), +5 ghost touch breastplate (barding),
helm of telepathy, ring of evasion, rod of rvdership.

SHEPIM
(PATRON Pemicop)

Symbol: A blood-red crescent moon
Alignment: Chaotic evil
Favored Weapon: Falchion
Domains: Lycanthropy*,
Savagery*

Shedim is not an exclusively ore
patron; instead he works with all creatures that
hunt under the white face of the moon, and
who have forsaken the goodly deities of the
forest, Orcs and their kin have paid homage to
this demon prince since they took their first steps
into the wilderness.

He is called Green Teeth in the deep pine woods, Hunter's Bane
by the people of the hills, and the northern tribes know him as
Windigo, where he is linked with cannibalism. In all his guises,
Shedim is the patron of evil lycanthropes, though other beasts
(notably winter wolves, worgs, and hieracosphinxes) also pay him
tribute. Ore tribes in his demesnes often maintain a priesthood of
lycanthropes and revere the were-creatures in rituals bastardized
from druidic practice.

Shedim stands three times the height of a man and appears as a
hybrid-form werewolf with bright orange flames for eyes. His pelt
is shaggy with moss and lichens, crawling with vermin and biting
flies. His teeth and claws are jagged black stumps, and he carries an
enormous blood-red falchion, which he swings with both hands.
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Shedim speaks Abyssal, Orc, Sphinx, and Worg, and can
communicate telepathically with any creature within 100 feet that has
a language.

SHEPIM

CR 24; Huge outsider (tanar’r) (Chaotic, Evil); HD 39d8+234;
hp 409; Init +4; Spd 40 ft., fly 90 fr.(good); AC 31 (touch

8, flat-footed 31); Atk +48 melee (1d8+11, 2 slams); +54/
+49/+44/+39 melee (2d8+21, 15-20/x2, +5 Gargantuan
vorpal faichion); Face/Reach 10 ft. by 10 ft./15 ft; SA Curse

of lycanthropy, fear aura, ferocity, howl, spell-like abilities,
summon tanar’ti; SQ Damage reduction 40/ +4, lycanthropic
empathy, SR 30, tanar’ri resistances and immunities, telepathy;
AL CE; 8V Fort +27, Ref +23, Will +28; Str 33, Dex 11, Con
23, Int 20, Wis 20, Cha 16.

Skills and Feats: Bluff +42, Concentration +45, Diplomacy
+50, Hide +31 (+39 in a wooded environment), Intimidate
+46, Knowledge (nature) +44, Listen +44, Move Silently +39
(+47 in a wooded environment), Scry +44, Search +44, Sense
Motive +44, Spellcraft +44, Spot +44; Blind-Fight, Cleave,
Great Cleave, Improved Cridcal (falchion), Improved Initiative,
Iron Will, Lightning Reflexes, Power Attack, Quicken Spell-
Like Ability, Weapon Focus (falchion).

Curse of Lycanthropy (Su): Any humanoid hit
by Shedim’s bite or falchion attack must succeed
at a Fortitude save (DC 35) or contract
lycanthropy.

Fear Aura (Su): As a free action, Shedim
can create an aura of fear in a 10-foot radius.
It is otherwise identical with fear cast by a
20th-level sorcerer (save DC 17). If the save
is successful, that creature cannot be affected
again by Shedim’s fear aura for one day.
Shedim’s allies are immune to this aura,

Ferocity (Ex): Shedim is so ferocious and
savage that he continues to fight without
penalty even while disabled or dying,

Howl (Su): When Shedim howls, all creatures
except evil outsiders within a 300-foot spread must
succeed at a Will save (DC 32) or become panicked
for 2d4 rounds, This is a sonic, mind-affecting fear effect.
Whether or not the save is successful, an affected creature is
immune to Shedim’s howl for one day.

Spell-Like Abilities: At will—detect animals or plants, detect snares
and pits, entangle, greater magic fang, hold animal, obscuring mist, pass
without trace, plant growth, speak with animals, speak with plants,

warp wood, and water breathing, 3/ day—animal growth, commune
with nature, control plants, cure critical wounds, freedom of movement,
tranimute rock to mud, and free stide; 1/ day—antilife shell, find the
path, greater dispelling, and stone tell, These abilities are as the
spells cast by a 20th-level druid (save DC 15 + spell level).

Lycanthropic Empathy (Ex): Shedim can communicate and
empathize with normal or dire wolves and rats. This gives him
a +4 racial bonus on checks to influence the animal’s attitude
and allows the communication of simple concepts and (if the
animal is friendly) commands, such as “friend,” “foe,” “flee,”
and “attack.”

RACES> OF. RENOWN:.
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Summon Tanar’ri (Sp): Once per day, Shedim can
automatically summon 6d10 dretches, 2d4 hezrous, 1d3
glabrezu, 1-2 nalfeshnees or mariliths, or one balor.
Summoned creatures return whence they came after 1 hour.
A tanar’ri that has just been summoned cannot use its own
summon ability for 1 hour.

Tanar’ri Immunities (Ex): Poison and electricity immunity.
Tanar’ri Resistances (Ex): Acid, cold, and fire resistance 20,

Telepathy (Su): Shedim can communicate telepathically with
any creature within 100 feet that has a language.

Equipment: +35 Gargantuan vorpal falchion (“ Bloodnioon”).

OPTION; FALY€ PANTHEON

In this option, orcs worship a pantheon of false deities (such as the
Patrons) that cannot grant spells. As a result, orc clerics and adepts
do not receive spells from their normal spell lists, Instead, they can
appeal to their patrons for direct assistance, which these powerful
(but nondivine) creatures provide by sending their minions.

Under this optional rule, divine orc spellcasters gain only one spell,
a variant of the summon monster spells called summon patron creature at
each new spell level, which they can cast as a normal spell
of that level. They do not gain domain spells. For
example, a 3rd-level orc cleric with average Wisdom
could prepare summon patron creature I twice and
summton patron creature 11 once.

Clerics of the false pantheon do not gain
domain spells or domain special abilities,
and they cannot spontaneously cast cure
or inflict spells. Neither clerics nor adepts
of the false pantheon gain (-level spells,
At the GM’s discretion, they may be able
to cast standard orisons through sheer

personal willpower.

Clerics and adepts of the false pantheon
choose two patrons to follow. They may
summon only creatures associated with their

patrons, but they do not need to choose one patron
or another when preparing their spells—they may appeal to
either during the act of casting,

PATRON HP€LLS

The summon patron creature spells follow. GMs should only allow these
spells if using the false pantheon option, The summoned creatures
are simply too powerful for these spells to be used as normal divine
spells. They are presented here and not in Chapter Six: Spells and
Magic to avoid confusion.

SUMMON PATRON

Conjuration (Summoning)

Level: Clr 9

Components: V, S, DE, XP (see texr)
Casting Time: 1 hour

Range: Close (25 ft. + 5 ft./2 levels)

WRATH & RACE -
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Effect: One summoned creature
Duration: Instantaneous
Saving Throw: None

Spell Resistance: No

This spell summons one of your two patrons to your side. Casting
this spell takes a terrible toll, though. You lose enough XP to take
you midway to the next lower level, exactly as if you had died and
been brought back to life.

Unlike a swmmon monster spell, this spell imposes no obligation on
the patron to take any action at all; it simply calls the being to the
battlefield, where it makes its own decisions on how to behave.

There is also no limit to how long the summoned patron may
remain. In this respect summon patron more closely resembles a #eleport
spell. If a patron is summoned for spurious reasons or not shown
the proper obeisance, it is likely to attack its summoner before
turning on any other creatures in the area.

SUMMON PATRON CREATURE |

Conjuration (Summoning)

Level: Adp 1, Clr 1

Components: V, §, DF

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Effect: One summoned creature
Duration: 1 round/level (D)
Saving Throw: None

Spell Resistance: No

This spell functions exactly as swmmon monster 1, but you may only
select servants of your two patrons,

Choose a 1st-level creature corresponding to your patron, as shown
in the table below:
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SUMMON PATRON CREATURE ||

Conyuration (Summoning)

Level: Adp 2,Clr 2
Effect: One or more summoned creatures, no two of which can be
more than 30 ft. apart

As summon patron ereature I, except you can summon one creature
from the 2nd-level list below or 1d3 creatures serving the same
patron from the 1st-level list.

JUMMON PATRON CRE€ATURE [Nl

Conyuration (Summoning)

Level: Adp 3, Clr 3
Effect: One or more summoned creatures, no two of which can be
more than 30 ft. apart

As summion patron creature I, except you can summon one creature
from the 3rd-level list below, 1d3 creatures serving the same patron
from the 2nd-level list, or 1d4+1 creatures serving the same patron
from the 1st-level list.

SUMMON PATRON CREATURE |V

Conyuration (Summoning)

Level: Adp 4, Clr 4
Effect: One or more summoned creatures, no two of which
can be more than 30 ft. apart

As summon patron creature I, except you can
summon one creature from the 4th-level list
below, 1d3 creatures serving the same
patron from the 3rd-level list, or
1d4+1 creatures serving the same
patron from a lower-level list.

SUMMON PATRON
CREATURE U

Conyuration (Sunimoning)

Level: Adp 5, Clr 5

Effect: One or more sum-
moned creatures, no
two of which can
be more than 30 ft.
apart

As summon patron creature I,
€xcept you can summon
one creature from the
Sth-level list below, 1d3
creatures serving the same
patron from the 4th-level
list, or 1d4+1 creatures
serving the same patron
from a lower-level list.

HE-GOP5 & THEIR SERVANTS

SUMMON PATRON (REATURE VI

Conjuration (Summoning)

Level: Clr 6
Effect: One or more summoned creatures, no two of which can be
more than 30 ft. apart

As summion patron creature I, except you can summon one creature
from the Gth-level list below, 1d3 creatures serving the same patron
from the 5th-level list, or 1d4+1 creatures serving the same patron
from a lower-level list.

SUMMON PATRON CREATURE VNI

Conuration (Summoning)

Level: Clr 7
Effect: One or more summoned creatures, no two of which can be
more than 30 ft. apart

As summon patron creature I, except you can summon one creature
from the Tth-level list below, 1d3 creatures serving the same patron
from the 6th-level list, or 1d4+1 creatures serving the same patron
from a lower-level list.

SUMMON PATRON CREATURE VIN

Conpuration (Summoning)

Level: Clr 8
Effect: One or more summoned creatures, no two of
which can be more than 30 ft. apart

As summon palron creature I, except you can
summon one creature from the 8th-level
list below, 1d3 creatures serving the
same patron from the 7th-level list,
or 1d4+1 creatures serving the same
patron from a lower-level list,

SUMMON PATRON
CREATURE IX

Conpuration (Summroning)

Level: CIr 9

Effect: One or more summoned
creatures, no two of which can
be more than 30 ft. apart

As summon patron creature I,
except you can summon one
creature from the 8th-level
list below, 1d3 creatures
serving the same patron
from the Tth-level list, or
1d4+1 creatures serving the
same patron from a lower-
level list.
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CHAPTER 5IX;

SPELLS

MAG!C

Orc magic tends to be spiteful, designed to let others share in the pain and frustradon that ores have endured for millennia. However,
shamanistic traditions also produce folk magic to ease the hardships of a primitive life.

- SPELL LTS

APEPT SPELLS

DT-LEVEL APEFT SPELLS

Ease Labor. Subject gets +30 on Escape Artist checks.

Endure Sunlight. Creatures vulnerable to sunlight can withstand it
for 1 day.

Folk Learning. Subject gets +10 on Heal, Intuit Direction, and
Knowledge (nature) checks.

JRp-LeveEL APEPT )l’(ll}
Multiply. Makes females fertile and causes children to grow quickly.
<H4>5th-Level Adept Spells</H4>

Befoul Spring. Pollutes one water source with a disease.

CLERIC SPELLS

PT-LeveL CLERIC FPeELLS

Ease Labor. Subject gets +30 on Escape Artist checks.

Endure Sunlight. Creatures vulnerable to sunlight can withstand it
for 1 day.

Folk Learning. Subject gets +10 on Heal, Intuit Direction, and
Knowledge (nature) checks.

4TH-LeVEL CLERIC HPeELLS

Kismet. One creature per 5 levels takes damage when you do.
Miscast Spells. Target must save or suffer the effects of a scroll
mishap on target’s next spell,

GTH-LEVEL CLERIC SPELLS

Bestow Greater Curse.—10 to an ability; —8 on attacks, saves, and
checks; or 75% chance of losing each action.

Mass Rage. All allies in a 30-ft, radius gain the benefits of barbarian
rage.

T
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JTH-LEVEL CLERIC SPeELLs

Pain Circuit. One creature per 5 levels takes damage instead of you.
Spear of Vengeance. Floating magic spear strikes opponents.

OTH-LeveEL CLERIC SPELLS

Bestow Malediction. One mental ability becomes a nonability; 20
on attacks, saves, and checks; 100% chance of failing saves and
skill checks; target ages to near-death; or lose all magic items.

SORCERER & WIZARD SPELLS

PT-LEVEL SORCERER ANP WIZARPD HPELLS

Trans  Jinx. Subject gets +30 bonus on Disable Device checks to

sabotage a mechanism.

ZNP-LeVEL YORCERER ANP UNZARP SPELLS

Trans Pounce. Subject gets +10 ft. speed and +30 on running
Jump checks, and can make pounce attacks.
Necro  Stinking Bolt. Ray causes nausea in one target.

JRP-LEVEL SORCERER ANP WIZARPD SPELLS

Ench Miscast Spells. Target must save or suffer the effects of a

scroll mishap on target’s next spell.

4TH-LEVEL SORCERER ANP UWIZARD SPELLS

Necro  Ray of Weariness. Ray causes exhaustion in one target.

5TH-LEVEL SORCERER AND WIZARD SPELLS

Conj Arrow Storm. Barrage of arrows rain down on the target.

Evoc Force Ram. Deals 2d6 damage/level to one inanimate
object.

OTH-LEVEL SORCERER ANP WIZARP SPELLS

Trans Skip Generation. Subjects enter pocket dimension for 25

years,
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BLIGHT

Deities: The Pale Lady, All-Eater,

Granted Power: Once per day you can make a melee touch attack
to deal 1d6 temporary Constitution damage to a target. This
effect is negated if the target makes a successful Fortitude
save (DC 10 + your Charisma modifier + your class level).

BLIGHT POMAIN SPeLLs

Sterilize. One creature (or egg) is rendered infertle.
Desecrate

Contagion

Spike stones

Befoul Spring. Pollutes one water source with a disease.
Nightmare

Creeping doons

8 Horrid wilting

9 Antipathy

PREECPING

Deities: Cave Mother, All-Eater.

L L R I
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Granted Power: Once per day you can cause one humanoid to fall
in love with another. This effect is similar to charm person, but
it wears off in 1d3 hours, The target must succeed at a Will
saving throw to resist (DC 10 + your Wisdom modifier +
your class level),

DREEPING POMAIN HPELLS

Ease Labor. Subject gets +30 on Escape Artist checks.
Multiply. Makes ferales fertile and causes children to grow quickly:
Emotion (friendship)
Charm monster
Mind fog
6 Geas/ guest
il
8 Mordenkainen’s magnificent mansion
9 Skip Generation. Subjects enter pocket dimension for 25 years,

COMMAND

Deities: Iron Fist, Seven Hunt Seven.

L

Granted Power: Add +2 to the save DC against all compulsions
you cast.

COMMAND POMAIN SFPELLS

Command

Zone of truth
Suggestion
Greater command

o L b o—

Dominate person
Mass suggestion
Power word, stun
Demand

Dominate monster

(=
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CURs€
Deities: The Pale Lady, Blackjack.

Granted Power: Add +2 to the save DC against all spells you cast
against elves and humans.

CUR>€ POMAIN SPELLS

Doom

Blindness/ deafness

Bestow curse

Contagion

Mark of justice

6 Bestow Greater Curse. —10 to an ability; -8 on attacks, saves,
and checks; or 75% chance of losing each action.

7 Mass Curse. Craft, Knowledge, and Profession checks fail;
settlement is affected by sereen; all within settlement forget
the outside world; or =8 on attacks, saves, and checks within
sertlement’s borders.

8 Trap the soul

9 Bestow Malediction. One mental ability becomes a nonability;

—20 on attacks, saves, and checks; 100% chance of failing saves

and skill checks; target ages to near-death; or lose all magic items,

LYCANTHROPY

Deities: Nightlord, Shedim.

L

Granted Power: You receive a +4 bonus on Control Shape checks
and gain Control Shape as a class skill.

LYCANTHROFPY POMAIN SPELLS

Magic fang

Rangers’ Blessing. +20 on all checks to follow the subject’s tracks.
Greater magic fang

Reincarnate

Animal growth

Find the path

Summion nature’s ally V11

Animal shapes

Shapechange

MURPER

Deities: Nightlord, Gwullgi.

L L T
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Granted Power: You may deliver a coup de grace against a helpless
opponent as a standard action that doesn't provoke an attack of
opportunity.

MURPER POMAIN SPeLLs

1 Obscuring mrist

2 True strife

3 Keen edge

El Laocate creature

5 Tenser’s transformation

6 Ethereal jaunt

i Spear of Vengeance. Floating magic spear strikes opponents.
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8 Screen

9 Soul bind

POISON
Deities: Nightlord.

Granted Power: You never risk accidentally poisoning yourself
when applying poison to a blade.

POISON DOMAIN SP€LLS

1 Curse water

2 Stinking Bolt. Ray causes nausea in one target.
3 Poison

4 Neutralize poison

] Cloudkill

6 Harm

7 Acid fog

8 Hornd wilting

9 Energy drain

SAVAGERY

Deities: Warchief, Shedim.

Granted Power: You gain the ability to rage as a barbarian once per
day. If you already have the rage ability, you can use it one
additional time per day.

SAUACGERY POMAIN SPeELLS

1 Spleen. Extends the duration of rage and other morale
bonuses to abilities, checks, and saves.

2 Bull's strength

3 Pounce. Subject gets +10 ft. speed and +30 on running Jump
checks, and can make pounce attacks.
Divine power

5 Righteous might

6 Mass Rage. All allies in a 30-ft. radius gain the benefits of
barbarian rage.

7 Control weather

8 Earthquake

9 Storni of vengeance

TREACHERY

Deities: The Mule, Blackjack.

Granted Power: You gain a +2 competence bonus on all trip and
disarm attempts.

TREACHERY POMAIN SPELLS

1 Jinx. Subject gets +30 bonus on Disable Device checks to
sabotage a mechanism.

2 Blur

3 Miscast Spells. Target must save or suffer the effects of a
scroll mishap on target’s next spell.

4 Kismet. One creature per 5 levels takes damage when you do.

5 Leomund’s secret chest

6 Contingency
7 Pain Circuit. One creature per 5 levels takes damage instead of you.
8 Clone

9 Foresight

New SreLL
PESCRIPTIONS

The mystic ways of the orcs anr many and varied. The following
spells are presented in alphabetical order.

ARROW STORM

Conjuration (Creation)

Level: Sor/Wiz 5

Components: V, 5, M

Casting Time: 1 action

Range: Long (400 ft. + 40 ft./level)
Area: 20-ft.-radius spread
Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

The arrow storm spell launches a fusillade of arrows into a designated
area. The barrage of arrows pelts down on everything within the
spell’s radius, dealing 1d8 points of piercing damage per caster level
to each target (maximum 15d8). Subjects in cover take a fraction of
the damage dealt corresponding to the degree of cover. For example,
a creature with three-quarters cover would take only one-quarter
damage, a creature with one-half cover would take only half damage,
and so on. This reduction is calculated before the target attempts its
save.

Material Component: A tiny steel arrow.

BEFOUL SPRING

Necromaney

Level: Adp 5, Blight 5

Components: V, 5, M, XP

Casting Time: 10 minutes

Range: Touch

Target: One spring, stream, or cistern
Duration: Instantaneous

Saving Throw: None (see text)

Spell Resistance: No

This spell permanently fouls any single source of fresh water no
larger than a small stream or spring, or a small cistern. It has no
effect on salt water, on larger sources of water, or on any other liquid
of any sort.

Any creature that drinks from the fouled water source must
immediately make a successful Fortitude save (DC 16) or contract
blinding sickness.

Befoul spring permanently ruins a healing spring (see the ereate bealing
spring spell in the Fregport: The City of Adventure sourcebook).

Material Component: A few ounces of bile taken from an otyugh,
which is dripped into the water source to be ruined.

XP Cost- 100 XP.
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Transmutation

Level: Cleric 6, Curse 6
Components: V, §

Casting Time: 1 action
Range: Touch

Target: Creature touched
Duration: Permanent
Saving Throw: Will negates
Spell Resistance: Yes

You place a potent curse on the
creature touched. You choose one
of the three following effects,
depending on the version selected:

. —10 effective decrease to
an ability score (minimum 1).

. —8 enhancement
penalty on attack rolls, saving
throws, ability checks, and skill
checks.

. Each turn, the
target has a 25% chance to act
normally; otherwise, he takes
no action.

You may also invent

your own greater curse,

but it should be no more
powerful than those listed
above, and the GM has final
say on the curse’s effect.

The greater curse cannot be
dispelled, but it can be removed
with a lmited wish, miracle, or wish spell.

DETOW MALEPICTION

Transmutation

Level: Curse 9, Cleric 9
Components: V, S, XP
Casting Time: 1 action
Range: Touch

Target: Creature touched
Duration: Permanent
Saving Throw: None
Spell Resistance: Yes

By spending some of your personal energy, you place an especially
powerful curse on the creature touched. You choose one of the
following effects, depending on the version selected:

. One of the rarget’s mental ability scores becomes a nonability.
(Its score becomes “—".)

. Target always fails saving throws and skill checks.

» —20 enhancement penalty on attack rolls, saving throws, ability
checks, and skill checks.

. Target’s age increases to his maximum age minus one year.
(Take the venerable age for the target’s race, then roll as
normal for maximum age and subtract 1 from the result.)

. All magic items on the target’s person become nonmagical.

You may also invent your own malediction, but it should be no more
powetful than those listed above, and the GM has final say on the
curse’s effect.

The malediction cannot be removed by any spells
short of wish or mirack, both of
which require the caster to spend
5,000 XP to reverse this effect,

XP Cost: 1,000 XP.

€A5€ |LADOR

Transmutation

Level: Adp 1, Breeding
1,CIr 1
Components: V, M, DF
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 minute/level (D)
Saving Throw: None
Spell Resistance: Yes (harmless)

You help a struggling baby—or
overweight rogue—fit through a
narrow aperture, The subject

gets a +30 enhancement
bonus on Escape Artist checks to
squeeze through a tight space, and

may squeeze through up to 5 feet of
distance per full-round action.

Material Componeni: A ripe plum, which is squeezed
until the stone pops free.

€NPURE SUNLIGHT

Abjuration

Level: Adp 1,Clr 1
Components: V, S
Casting Time: 1 action
Range: Touch

Target: Creature touched
Duration: 24 hours
Saving Throw: None
Spell Resistance: Yes

This spell grants a creature who suffers penalties from bright light
total immunity to the effects of ordinary sunlight and the day/ight
spell.

It has no effect on other blinding or damaging light effects (such as
sunbeans), on figments, or on spells with the “pattern” descriptor. It
also has no effect if cast on a creature that is not vulnerable to the

effects of bright light or sunlight.

- RACE5.OF: RENOWN:
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FOLK LEARNING

Divination

Level: Adp 1, Cir 1
Components: V, §, DF
Casting Time: 1 action
Range: Personal

Target: You

Duration: 10 minutes/level (D)

By channeling the accumulated wisdom of your ancestors, you are
better able to survive in the wild. You gain a +10 enhancement
bonus on Heal, Intuit Direction, and Wilderness Lore checks while
the spell is active.

FOoRcE RAM

Ewvocation [Force]

Level: Sor/Wiz 5

Components: V, S

Casting Time: 1 action

Range: Long (400 ft. + 40 ft./level)
Targets: One object of any size
Duration: Instantaneous

Saving Throw: Fortitude half (object)
Spell Resistance: Yes

This spell launches a devastating magic attack on a physical object.
You fire a battering ram of magical force that unerringly strikes any
solid object within range, dealing 2d6 points of damage per caster
level (maximum 20d6). Additonally, you may make a caster level
check against the target’s break DC to shatter the object with one
blow.

The force ram always hits, even if the targeted object is being used in
melee. Nothing less than total cover or total concealment protects
the target.

Creatures and animated objects (including constructs) cannot be
targeted by this spell.

JINX

Transmutation

Level: Sor/Wiz 1, Treachery 1
Components: V, 5, M
Casting Time: ] action
Range: Touch

Target: Creature touched
Duration: 1 minute/level (D)
Saving Throw: None

Spell Resistance: Yes

The subject of this spell gets a +30 enhancement bonus for
Disable Device checks made to sabotage an ordinary device. She
gains no benefit on checks made to disable or reset a trap, or to
sabotage an elaborate or clockwork device. Note that this spell
does not grant ranks in Disable Device, which cannot be used
untrained.

Material Component: A dead moth or other insect, which is thrown
into the mechanism to be disrupted.

KipmeT

Necromancy

Level: Clr 4, Treachery 4
Components: V, 5, M

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature/5 levels
Duration: 1 round/level

Saving Throw: Will negates

Spell Resistance: Yes

This spell creates a mystic connection between you and the spell’s
subjects so that they share all of your wounds. You still take damage
normally, bur while this spell is active any damage you are dealt is
dealt to the spell’s subjects also. Only damage is transferred, not any
additional effects that accompany it (such as poison or energy drain),
or that are caused by another source.

If all of the spell’s subjects are slain by transferred damage, the
spell ends. If two casters cast &éswet on each other, the spells end
immediately with no effect, and both casters take 3d6 points of
damage from magical feedback.

Material Component: A length of copper wire, which is closed into a
loop as the spell is cast.

MA55 CURS€

Transmutation

Level: Curse 7

Components: V, §, XP

Casting Time: 1 acton

Range: Sight

Target: One permanent settlement of humanoids
Duration: Permanent

Saving Throw: Will negates (special)

Spell Resistance: Yes

You place a powerful curse upon a single permanent settlement, This
spell actually targets the community’s champion, and only he or she
may attempt a save against the effect. The champion is usually (bur
not always) the community’s political or spiritual leader, ar the GM’s
discretion. You choose one of the following four effects, depending
on the version selected:

. All Craft, Knowledge, and Profession checks made within the
settlement’s borders automatically fail.

» The settlement and all inside are hidden from sight and divi-
nation, as if affected by the sereen spell. Those who leave the
settlement and then attempt to return are also subject to this
effect.

. All within the settlement suffer from a continuous wadify
mremory effect, which causes them to forget that anything exists
outside the settlement’s borders.

. —8 enhancement penalty on attack rolls, saving throws, ability
checks, and skill checks by all within the settlement’s borders.

You may also invent your own mass curse, but it should be no more
powerful than those listed above, and the GM has final say on the
curse’s effect.

N. WRATH & RAce:
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The mass curse cannot be dispelled, but it can be removed with a
lLimited wish, miracle, or wish spell.

XP Cost: 1 XP per settlement’s inhabitant.

MA55 RAGE

Enchantment (Compulsion) [Mind-Affecting]

Level: Clr 6, Savagery 6

Components: V, §

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)

Targets: Any number of allies within a 30-ft, radius
Duration: Concentration

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

This spell turns your allies (including yourself) into raging lunatics.
All affected by the spell gain a +4 morale bonus to Strength and
Constitution scores, a +2 morale bonus on Will saves, and a —2
penalty to AC. When the spell ends, all creatures who were affected
by rage suffer the effects of fatigue for the rest of the encounter.
Fatigued creatures have a -2 penalty to Strength and Dexterity, and
can'’t charge or run.

MISCAST SPELLS

Enchantment (Compalsion) [Mind-
Affecting]

Level: Clr 4, Sor/Wiz 3,
Treachery 3

Components: V, §

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)

Target: One spellcaster

Duration: 2 rounds + 1 round/level

Saving Throw: Will negates

Spell Resistance: Yes

The subject’s ability to cast spells is sabotaged,
making every act of casting a potential disaster.
Each time the subject casts a spell, he must
succeed at a caster level check (DC 15 + spell
level) or suffer the effects of a scroll mishap,
as follows:

MI3CAST SPELL

D8 Roll Mishap Effect
1-2 Surge deals 1d6 damage/spell level

to caster,

3 Spell strikes the caster or ally, or a random
unintended target.

4 Spell takes effect at a random location within spell
range,

5 Spell has opposite effect (GM’s discretion),

6 Spell fizzles, caster suffers minor cosmetic change

for 2d10 rounds.
7 Spell has innocuous and unintended effect.
Spell effect is delayed by 1d12 hours.

MULTIPLY

Transmutation

Level: Adp 3, Breeding 2
Components: V, §, DF
Casting Time: 1 day
Range: See text

Target or Area: See text
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

This spell affects animals much as plant growth does plants. The
specific effect depends on the version chosen, Multiple castings have
no effect on either version of the spell.

Sprout: The first effect causes babies and children to grow like

weeds, shooting up at a rate ten times that of normal. It also

accelerates gestation, shortening the process by 50%. Up to twenty

children of Medium-size or smaller

parents can be affected with each

casting, and proportionately
fewer numbers of larger
children,

Fecundity: The second
effect makes up to 100
Medium-size or smaller
females more fertile for one

year, raising their average
litter size by 50% and making

them twice as likely to be

impregnated over the course
of the following year.

PAIN CIRCUIT

Necromancy

Level: Clr 7, Treachery 7
Components: V, S, M
Casting Time: 1 action
Range: Close (25 ft. + 5
ft./2 levels)

Target: One creature/5 levels
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes

This bizarre spell opens a
one-way conduit between
you and the spell’s subjects so
that any damage or harmful effects caused to you affect the subjects
instead.

One of the spell’s subjects (chosen by you) is affected instead
whenever you would take damage from an attack, including energy
damage (acid, cold, electticity, fire, or sonic), or would suffer from
the effects of ability score loss, death attacks, disease, energy drain,
petrification, poison, or polymorphing: The subject is affected by
the attack normally and is entitled to a saving throw if the effect
allows one; spell resistance (if any) applies to each new spell that is
transferred to that subject.
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Pain eirenit has no effect on mind-affecting or Enchantment spells or
effects, or on effects such as possession by magic jar that do not fit
into one of the above categories,

When you are subjected to an effect that allows a saving throw, you
must attempt a saving throw against it before the effect is passed on
to a spell subject. You are not allowed to voluntarily fail your saving
throw against any harmful effects while this spell is active.

If all of the spell’s subjects are slain, the spell ends. If two casters
cast pain cirewit on each other, the spells end immediately with no
effect, and both casters take 6d6 points of damage from magical
feedback.

Material Component: A forked copper rod.

POUNCe

Transmutation

Level: Savagery 3, Sor/Wiz 2
Components: V, 5, M

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature

Duration: 1 round/level

Saving Throw: Fortitude negates (harmless)
Spell Resistance: Yes (harmless)

This spell warps and twists the legs of it's subject, giving them
prodigious leaping ability. The transformed creature gains the
musculature and leaping ability of a hunting cat.

The subject of the spell receives a +30 enhancement bonus on
running Jump checks (which does not stack with the effects of the
Jump spell), and its base speed increased by 10 feet. Additionally, if
the subject can leap onto an opponent during the first round of
combat, it can take the full attack action even if it has already taken a
move action.

Material Component: A bone gnawed by a great cat.

RANGERS’ BLESSING
Hllusion (S hadow)

Level: Lycanthropy 2

Components: V, 5, M

Casting Time: 1 action

Range: Long (400 ft. + 40 ft./level)

Target: One corporeal creature

Duration: Permanent

Saving Throw: Will disbelief (if interacted with)
Spell Resistance: No

This spell makes a creature’s tracks easy to follow. The tracks
appear normal to the subject unless it doubles back more than
100 yards; then it can see the blatant footprints left by this spell.
Any creature that attempts to follow the subject gains a +20
circumstance bonus on all Search and Wilderness Lore checks
made to track it.

Rangers' blessing can be removed with break enchantment, limited wish,
witracle, remove curse, ot wish.

Material Component: A red flag and a cowbell.

RAY OF LJEARINESS

Necromancy

Level: Sor/Wiz 4

Components: V, §

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Effect: Ray

Duration: 1 minute/level

Saving Throw: Fortitude negates (special)
Spell Resistance: Yes

You direct a2 beam of black, strength-sapping energy as a ranged
touch attack. If the attack hits, the target suffers the effects of
exhaustion, moving at half normal speed and suffering a —6 penalty
to Strength and Dexterity. Since this spell attacks vigor, the target
must use its Strength modifier instead of Constitution when making
the Fortitude save against this effect.

YKIP GENERATION

Transmutation

Level: Breeding 9, Sor/Wiz 9

Components: V, §, M, XP

Casting Time: 1 day

Range: Special (see text)

Target: You and up to 50 willing creatures /level
Duration: 25 years

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

When this potent spell is cast, you and all subjects named during
the casting of the spell (including possessions) slip into a pocket
dimension outside the flow of time and space. It has been used in
several recorded cases by powerful liches who wanted to raise whole
armies of orcs at a stroke, and by mortal casters who wished to help
a small community (even just their household) avoid the effects of a
plague, famine, or other catastrophe.

This demiplane is a paradise of whatever form you wish, but always
includes sustainable supplies of food and water, sunlight if desired,
plenty of space, and anything else the occupants require for life.
Once this spell is cast and the participants enter the demiplane, the
effect cannot be ended untl 25 years have passed, as measured by
those outside. There is no limit to the number of creatures who
can occupy this space once the spell is cast, and a doubling of the
population by reproduction is not uncommon,

Inhabitants of this demiplané experience the passing of time at a
speed relative to their age. A creature of middle age or older ages
only one year during the spell’s duration, while infants and children
age the full 25 years or to middle age, whichever comes first. The
only exception to this rule is the caster, who ages a full 25 years
regardless of starting age or age category.

When the spell effect ends, all contents of the demiplane are
returned to the area where the spell was cast, You have considerable
discretion in choosing the exact return point and can deliver your
charges to any spot within 10 miles of the original spellcasting
locaton.

Material Component: The acorns of an ancient oak tree, which must be
cultivated and the saplings carefully tended to ensure the survival and

- RACEs OF RENOLIN: LIRATH & RAGE-
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return of those within the demiplane. (These saplings remain within
the demiplane for the spell’s duration.)

XP Cost: 5,000 XP,

JPEAR OF VENGEANCE

Conjuration (Creation)

Level: Clr 7, Murder 7
Components: V, §, DF

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Effect: One spear of fire

Duration: 1 round/level (D)
Saving Throw: None

Spell Resistance: Yes

You call into being a flickering spear of

fire that attacks as you direct. It can strike
at any opponent within range, as you desire,
beginning on the round that you cast the spell.
The spear attacks its designated target once
each round, with an attack bonus equal to
your level + your Wisdom bonus, asa +/
Huge bane flaming longspear (specify
the creature type as you cast the
spell). It deals 4d6+1 piercing
damage (+3 versus the
designated creature type),
plus 1d6 fire damage, has

a threat range of 20 and a
critical multiplier of x3.

The spear always strikes
from your direction. It does
not get a flanking bonus or
help a combatant get one. Your
feats (such as Weapon Focus) or
combat actions (such as charge)
do not affect the weapon. If the
spear goes beyond the spell range, if

it goes out of your sight, or if you are
not directing it, the spear returns to you
and hovers.

Each round after the first, you can use a standard action to switch
the spear to a new target. If you do not, the spear continues to attack
the previous round’s target. The spear cannot be attacked or harmed
by physical attacks, but dispe/ magic, disintegrate, a sphere of annibilation,
or a rod of cancellation affects it. The spear’s AC against touch attacks
is 13.

If an attacked creature has SR, the resistance is checked the first time
the spear of vemgeance strikes it. If the spear is successfully resisted, the
spell is dispelled, If not, the spear has its normal full effect on that
creature for the duration of the spell.

SPLEEN

Enchantment (Compulsion) [Mind-Affecting]

Level: Savagery 1
Components: V, §, DF
Casting Time: 1 action

RACE>.OF RENOWN: WRATH & RAcE

Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature

Duration: 1 round/3 levels

Saving Throw: Yes (harmless)
Spell Resistance: Yes (harmless)

This spell increases the duration of any effect that grants a morale
bonus to the subject’s ability scores, saves, or checks. When used on
a raging character, it increases the duration of the rage effect by the
spell’s duration.

STERILIZE

Transmutation

Level: Blight 1
Components: V

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)

Target: One living creature or egg

Duration: Permanent
Saving Throw: Fortitude negates
Spell Resistance: Yes

The subject is rendered permanently
unable to reproduce. This has no
cffect on the subject’s ability
scores, saves, or checks, but
the subject is immediately
aware of its new condition.
An egg that is the target
of this spell does not
hatch. If the spell is
cast on infestations of other
reproductive agents (such as the

mold’s spores) all such agents

ay die immediately and have no
i '{j;.gl further effect.

A ol A creature that has been

sterilized with this spell cannot be

the subject of a dlone spell.

STINKING BOLT

Necromancy

Level: Poison 2, Sor/Wiz 2
Components: V, 5, M

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)
Effect: Ray

Duration: Instantaneous

Saving Throw: Fortitude negates
Spell Resistance: Yes

You direct a ray of sickly light against one living creature as a ranged touch
attack, subjecting the struck creature to wrenching nausea. Nauseated
creatures are unable to attack, cast spells, or concentrate on spells; the only
action they can take is a single move or move-equivalent action per turn.
This effect lasts for 1d4 rounds after the subject is struck.

Material Component: The musk glands of a mink, red fox, or skunk.

pellets of a red slaad or a yellow

9
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“Crude,” “vicious,” and “disgusting” are typical adjectives to describe orc items, whether mundane or magical. But orc smiths and spellcasters
are capable of creating the Lsuasmnal tool of surpassing subtlety or instinctive cunning, and ancient relics of a mysterious past sometimes

€XOTIC WEAPON>

appear in a war chief’s poss

Ores are not often credited for their ingenuity, but their humble
achievements in weaponsmithing are all the more impressive
considering the race’s innate stupidity and clumsiness. Most orc
weapons are designed to take advantage of their great physical
strength, but a small number are geared to the sneaky side of orc
nature—the strap crossbow and hook net in particular.

€XOTIC WEAPON PESCRIPTIONS

The types of weapons listed in Table 7-1: Exotic Weapons are

described below in alphabetical ordet.

ARBALEST

The arbalest is so cumbersome that two Medium-sized creatures
must team up to fire it, and Small creatures must have four crew

to operate it properly. It fires a bolt that is roughly the size of a
halfspear, and its recoil is so great that simply firing the weapon takes

a full-round action. Reloading the weapon requires two more full-
round actions.

These weapons are assigned to two-orc teams; typically the lower-
status loader also steadies the weapon on his back while the higher-
status firer takes aim. Because of their size and weight, arbalests are
found almost exclusively in large besieging forces and rarely show up
in a patrol or raiding party.

AX€E, PATTERING

Only orcs and half-orcs make use these enormous and cumbersome
weapons. A wielder must have a Strength score of 18 or better or suffer
a—2 circumstance penalty on attack rolls with the weapon, A battering
axe resembles a siege ram more than a standard weapon, with a broad,
jagged blade nearly twice the size of a greataxe head. When used to
break down a door, it grants a +4 circumstance bonus on Streng

checks, but the check cannot benefit from the help of a second person.




In combat, just swinging these immense weapons requires the full attack
action, so they cannot benefit from muldple attacks per round.

Additionally, each time the wielder misses his target with a battering
axe, he takes 1d6 subdual damage from the exhausting process of
swinging the weapon back into attack position.

CRO5SBOW, FTRAP

Conventdonal wisdom would never have the brutal and unsubtle orc
hordes using a weapon of this fragility and size, but their tiny bolts
turn up in a lot of unsuspecting throats. The strap crossbow is a
minuscule weapon that
attaches to the wielder’s
gauntlet or to a leather strap
on the back of the wrist. It is kept
loaded and cocked, set to fire on a hair
wrigger. Reloading a strap crossbow
requires a full-round action.

A strap crossbow can be fired as a
free action, and because of the speed
of its action it does not provoke an
attack of opportunity. The wielder
simply bends the wrist slightly, and
the bolt speeds to its target before
the defender can react. Its needle-
thin bolt deals little damage and has
no threat range or critical multiplier
(so it cannot deliver a critical hit).
Despite these drawbacks, itis a
popular weapon for delivering poisons
at close range.

FooTpow

This massive variant of the composite
longbow stands 8 feet tall and is

crafted from strips of tough, flexible bone layered with tortoise shell,
often strung with steel wire. A footbow is a mighty bow and adds its
bonus (+5 or +6) to damage dealt by the weapon. The bow’s pull is
incredibly strong, and its wielder must have sufficient Strength (20
for the +5 version, or 22 for the +6 version) to even string it.

Regardless of Strength, these bows cannot be
fired from a standing position. The wielder
must lie with the bow across his heels, and
draw the string back with the combined
strength of his arms and legs. Note
that standing from prone is a move-
equivalent action, so the wielder
cannot fire one of these weapons
and move in the same round.

NeT, Hookep

This orc variant of the fishing
net adds cruel barbs and hooks
to the standard design,
making escape a dangerous
proposition, It works like
an ordinary net, but Escape
Artist checks to escape the
net have DC 22, though the
DC of the Strength check
to break it is unchanged.
Any attempt to escape the
hooked net (successful or
not) deals 1d4 damage to the
netted target, and each failed
test increases the DC of the
next escape attempt by +2, as
the hooks work their way deeper
into the victim’s flesh.

- JPECIAL ANP HYUPERIOR |TEMS -

Orcs create special items to enhance their abilities in combat or for
specific purposes. The following are described in alphabetical order
and, where applicable, list the Alchemy check DC to create.

JPECIAL ANP SUPERIOR |TEM
PESCRIPTIONS

The types of weapons listed in Table 7-2: Special and Superior Items
are described below in alphabetical order.

ARROL), SMOKE

This alchemically treated arrow is lit before firing, creating thick
clouds of smoke in a 10-foot cube wherever it strikes, The arrow is
consumed after 1 round, and the smoke dissipates normally.

Smoke arrows can be used against a specific object or location, but
the standard —4 penalty for attacking prone targets applies when
aiming at a flat piece of ground. Missed shots are treated as duds and
do not create any smoke.

POLT, POORBREAKER

These blunt rods of pig iron resemble hammers more than
projectiles and are so massive that they cannot be fired from
anything smaller than a heavy crossbow. A doorbreaker bolt reduces
the weapon’s range increment to 1/10th normal, deals bludgeoning
damage instead of piercing damage, and deals normal damage
against objects. Orc warlords frequently use these bolts against doors
and walls in sieges, and they occasionally turn up in the hands of
dungeon-dwelling warbands.

COMBAT PRUGS

Every tribal spellcaster has her own version of this ancient orc
recipe, but all have the same effect: They turn the user into a
frothing maniac. The user ingests the drugs as a full-round action
(different forms are smoked, eaten, or drunk). The user is then
able to fight without penalty even while disabled or dying, but also
automatically fails any non-Strength-based skill check and suffers a
-2 circumstance penalty on Will saving throws.

- RACE5.OF: RENOWN: WIRATH & RACE
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The effects of combat
drugs last for 1d6 x

10 minutes. The user
must make a successful
Fortitude save (DC

14) when they leave
his system or take 2d6
subdual damage from
the aftereffects.

MAGEBANE

This foul-smelling, waxy
substance is rendered
from nettles, poison
sumac, and devil’s club,
and has such a powerful
irritant effect that it must be transported in sealed clay pots. Burning
a pot releases clouds of dense white smoke on the battlefield.
Anyone caught in the cloud suffers from the burning, irritating
substance, and spellcasters are at a special disadvantage.

Burning magebane creates thick clouds of smoke in a 10-foot cube
wherever the pot strikes. The smoke takes one round to spread.

All creatures within the area suffer a —4 circumstance penalty on
Concentration checks, and all spells cast within the cloud that take
one action instead take one full round to cast. The pot is consumed
after releasing the smoke, and the cloud dissipates normally.

PAINKILLERS

Orcs on the march commonly carry the bulbs of a pale white marsh
flower, known to sages as corpsefinger. The bulbs have no effect on
other humanoids, but one dose makes orcs virtually immune to the
effects of pain,

A dose of painkillers grants the user 10 temporary hit points but also
imposes a —4 circumstance penalty to AC. Each dose lasts for 1d6 x 10
minutes, and the user must make a successful Fortitude save (DC 14)
when the drugs leave his system or take 2d6 subdual damage from the
aftereffects. Each addidonal dose increases the duration of the effect

by 1d6 minutes but
increases the Fortitude
save DC by +2.

TAR POT

Ores long ago learned
to put a pall of smoke
between themselves and
the sun’s disorienting
rays when fighting in
direct daylight. Tar pots
are simple, successful
solutions to the problem,
and it is not uncommon
for a surface force to
carry scores of them.

A tar pot is 2 heavy iron device resembling a crude furnace. In battle
the pot is filled with tar and sawdust and lit. The thick iron shell lets

in just enough air to keep the mixture smoldering and belching black
smoke, shrouding the battlefield in a toxic, artificial dusk after only a
few minutes.

One tar pot creates an area of smoke identical to the cloud of an ebsaring
st spell and also blocks the effects of sunlight (including a. daydight spell)
on creatures with light sensitivity. Unless the fire is extinguished, a tar pot
produces smoke for 10 rounds before it needs more fuel. The radius of
the smoke cloud expands at a rate of 10 feet per round, to a maximum of
100 feet. The smoke then dissipates normally.

TRANCE JMOKE

Orec spellcasters dry and preserve the sweet-smelling bark of the
gallows tree, burning it in ceremonies before major battles. A dose of
trance smoke allows all Wisdom-based spellcasters (such as an adept
or a cleric, but not a wizard) within 10 feet of the burning substance to
prepare one additional 0-level, 1st-level, or 2nd-level spell for one day.

Trance smoke cannot be used multiple times to gain multiple
benefits.

- MAGIC |TEMS -

Ores have surprising skill at producing magic items, although their
purpose is generally to aid the business of war.

ARMOR ANP SHIELDS

ARMOR ANP SHIELD SPECIAL ABILITICS
PESCRIPTIONS

Most magic armor and shields only have enhancement bonuses,
They can also have the special abilities detailed here. A suit of armor
or shield with a special ability must have at least a +1 enhancement
bonus.

Spell prerequisites marked with an asterisk (*) are new spells covered
in Chapter 6: Spells and Magic.

PAYLIGHT WARP

Armor and shields with this special ability grant creatures with light
sensitivity the ability to ignore the negative effects of sunlight and
daylight spells. -

Caster Level: 2nd; Prereguisites: Craft Magic Arms and Armor, endure
sunlight*; Market Price: +1 bonus.

FLeeT

Fleet armor is built using the very lightest materials and processes
available. It also incorporates ingenious springs and rollers to move the
wearer quickly along the ground. A creature in fleet armor increases its
base speed by 10 feet. Only light armor may have this special ability.

Caster Level: 5th; Prerequisites: Craft Magic Arms and Armor, expeditions
retreat; Marfket Price: 41 bonus.

OF RENOWN: WRATH & RACE-
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GRUPCE

Grudge armor and shields excel at defending against one type of
creature, Against the designated foe, their effective enhancement
bonus is +3 better than normal (so a +7 buckleris a +4 buckler
against its foe). To randomly determine a designated foe, roll on the
following table.

d% Designated Foe

01-05 Aberrations

06-08 Animals

09-13 Beasts

14-20 Constructs

21-25 Dragons

26-30 Elementals

31-35 Fey

3640 Giants

4145 Magical Beasts

46-50 Monstrous
Humanoids

51-53 Qozes

54-58 Outsiders,
chaotic

59-65 Outsiders, evil

66-70 Outsiders, good

71-75 Qutsiders, lawful

7677 Plants

78-85 Shapechangers

86-92 Undead

93-94 Vermin

95-00 Humanoid
(choose subtype)

Caster Level: 11th; Prerequisites:
Craft Magic Arms and Armor,
stmmon pronster Iy Market Price:
+2 bonus.

HOR>€LORP

This armor is built for
mounted combat and includes
spurs and intricate systems

of rings to te its wearer to

a mount. It grants a +10
circumstance bonus on Ride
checks. Only light and medium
armor may have this special
ability.
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Caster Level: 2nd; Prerequisites: Craft Magic Arms and Armor, creator
must have at least 8 ranks in Ride; Market Price: +1 bonus.

PACK MuLe

Armor with this special ability is designed to balance as much weight
as possible on the hips, allowing its wearer to carry far more weight
than normal. A wearer of pack mule armor suffers no encumbrance
penalty for carrying a2 medium load, and incurs only the normal penalty
for a medium load while carrying a heavy load. The wearer’s maximum

load is unchanged. Only armor may have this special ability.

Caster Level: Bth; Prerequisites: Craft Magic Arms and Armor, divine
power; Market Price: +2 bonus.

AR
AN

RAM

Ram armor is specially reinforced along the joints and buttressed
with heavy struts that run along the wearer’s back and shoulders.

It also includes various handles and grips on the back. The wearer
gains a +8 competence bonus on Strength checks made to break
open doors, and the armor’s construction allows a second person to
aid the attempt, adding another +2 circumstance bonus to the check
if successful. Opponents who attempt to grapple the wearer also
gain a +2 circumstance bonus on the grapple check from the many
handholds on this armor, Only medium and heavy armor may have
this special ability.

Caster Level: Oth; Prerequisites: Craft Magic Arms and Armor, force ram*,
Market Price: +1 bonus,

SEEMING

Armor of seeming is a favorite
of assassins and burglars alike.
Once per day with a command
word, the wearer can instantly
disguise himself as with the
spell alter self cast by a 6th-level
caster (1 hour duration). Only
armor may have this special
ability.

Caster Level: 6thy Prerequisites:
Craft Magic Arms and Armor,
alter self, Market Price: +2 bonus.

TAILORED

As the name implies, tailored
armor must be built for a
particular creature. When
worn by the intended wearer,
its armor check penalty is 1
better than that of masterwork
armor (so +1 failored hide has
an armor check penalty of just
—1). A suit of tailored armor
worn by anyone other than

the intended wearer does not
confer this benefit, and actually
worsens the armor check
penalty by 1—just as if the
armor were not masterwork.
Only armor may have this special ability.

Caster Level: Sth; Prerequisites: Craft Magic Arms and Armor, creator
must have at least 8 ranks in Craft (armorsmithing); Marker Price: +1
bonus.

WELLSPRING

This armor is specially attuned to the Elemental Plane of Water, and
to either the Negative Energy Plane or Positive Energy Plane as well
(depending on the version). Both versions have the full abilities of a
decaiter of endless water and can produce varying streams according to
the command given. (The wearer must still make a Strength check
to avoid being knocked back when firing a stream.) In addition,
once per day on command, the armor can produce enough holy or

RACE> OF RENOWN: WRATH & RACE -
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unholy water (depending on
variety) to fill three flasks.
Both functions produce water
from spigots located on the
armpieces, near the wearer’s
wrists. Holy and unholy water
created in this way loses its
effectiveness when removed
from the suit for more than 1
minute. Only armor may have

this special ability.

Caster Level: 8th; Prerequisites:
Craft Magic Arms and Armor,
bless or eurse water, control water,
Markzt Price: +3 bonus.

WILP SHAPE

Armor and shields with

this ability are designed to

accommodate lycanthropic wearers. They include rapid-release
catches that allow the armor to safely pop off at need. Wild shape
armor and shields grant the wielder a +6 enhancement bonus on
Control Shape checks, and they are never damaged by an involuntary
change. Wild shape armor can also be removed very quickly,
requiring just 1 round, even if the wearer is not undergoing a

shapechange.

Caster Level: 8th; Prerequisites: Craft Magic Arms and Armor, polymorph
self, Market Price: +1 bonus.

WEAPON>

WEAPON SPECIAL ABILITICS
PESCRIPTIONS

Most magic weapons only have enhancement bonuses, They can also
have the special abilities detailed here. A weapon with a special ability
must have at least a +1 enhancement bonus.

Spell prerequisites marked with an asterisk (*) are new spells covered
in Chapter 6: Spells and Magic.

€XHAUSTING

Exhausting weapons are

heavy and crude even by orc
standards, built to be as massive
as possible. A blow from one
of these weapons saps the

life of the struck creature,
draining strength from the
limbs and making the opponent
as tired as an old campaigner.
Any creature struck by an
exhausting weapon must

make 2 successful Fortitude
save (DC 16) or suffer the
effects of exhaustion for 1d3
rounds, The target adds its
Strength modifier rather than

its Constitution modifier to
the base Fortitude save. An
exhausted creature moves at
half normal speed and suffers
a—6 penalty to Strength and
Dexterity.

Only bludgeoning melee
weapons may have this special
ability. Exhausting weapons are
200% heavier than normal,

Caster Level: 8th; Prereguisites:
Craft Magic Arms and Armor,
ray of weariness®; Market Price: +4
bonus,

FURIOUS

Furious weapons are at the core
of more than one orc warband,
and they are rightly feared by civilized authorities. A character with

the ability to rage who wields one of these weapons may rage two
additional times per day, and each rage lasts one round longer than
normal. Only melee weapons may have this special ability.

Caster Level: 8th; Prerequisites: Craft Magic Arms and Armor, enotion
(rage); Market Price: +2 bonus,

MALEPICTION

The only known examples of these weapons date to the dawn of ore
history. All are covered in foul oaths and pacts of revenge, and all
are strongly rooted in the time of the first betrayal, when He-Who-
Watches was tricked by the elves into surrendering his family’s lands
(see Chapter 5: The Gods and Their Servants).

A malediction weapon allows the wielder to cast bestow greater curse
once per day as a 13th-level cleric (see Chapter 6: Spells and
Magic) upon a creature struck by the weapon. The Will save DC

to resist the spell is 17. The wielder can decide to use the weapon’s
ability after striking the blow. Doing so is a free action, but the greater
eurse must be pronounced on the same round as the strike, If this
ability is used against a nonelf, the wiclder gains a negative level. The
DC to remove this negative level is 15,

The vicdm of the curse suffers a —6 effective decrease to Intelligence
and Charisma, gains the light sensitivity of an orc, and is subject

to a palymorph other effect that
permanently changes the
victim’s appearance to resemble
a pureblood ore. The victim
does not gain the ability scores,
saves, or darkvision ability of
an orc, and the creature’s type
and subtype are unchanged.

Bows, crosshows, and slings
with this special quality
bestow the malediction special
ability upon their ammunition.

Caster Level: 13th; Prereguisites:
Craft Magic Arms and Armor,
bestow greater curse®, Markst
Price: +4 bonus.
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MOLPERING

Only melee weapons with a significant portion of wood (such as a
longspear or greatclub, but not a longsword) may have this special
ability. The weapon is infested with the spores of various dungeon
molds that are magically preserved deep in the wood. When the
weapon strikes an opponent, the spores are released in a 5-foot-
diameter cloud centered on the vicim. All creatures within this
area must make a successful Fortitude save (DC 15) or take 1d6+2
points of temporary Constitution damage. Creatures immune to
poison or ability damage are not subject to this effect.

Caster Level: 4th; Prereguisites: Craft Magic Arms and Armor,
contagiom, Market Price: +2 bonus,

REPRISAL

These weapons are imbued with the spiteful, eye-for-an-eye
magic orcs love to practice. Once per round, if hit in melee by
an opponent within melee range of this weapon, the wielder of
a reprisal weapon may make a counterattack immediately as if
making an attack of opportunity. This counterattack is made at
the wielder’s highest attack bonus. Only one counterattack may
be made per round, regardless of how many times the wielder is
hit, This does not count against the wielder’s normal opportunity
attacks for a round. Only melee weapons may have this special
ability.

Caster Level: 8th; Prerequisites: Craft Magic Arms and Armor, &ismet*
Market Price: +3 bonus.

RUINOU>

These horrible weapons are thankfully rare, and they are sometimes
gifts to evil clerics from their unhely patrons.

A ruinous weapon allows the wielder to cast destruction as a 13th-
level cleric upon a creature struck once per day. The DC of the
Fortitude save to avoid death is 17. The wielder can decide to
use the weapon’s ability after striking the blow. Doing so is a free
action, but the destruction must be cast on the same round as the
strike,

A ruinous weapon bestows rwo negative levels on any nonevil
creature that wields it. The negative levels remain as long as the
weapon is in hand and disappear when the weapon is no longer
wielded. These negative levels never result in actual level loss, but
they cannot be overcome in any way while the weapon is wielded.

Bows, crossbows, and slings so ensorceled bestow the ruinous
ability upon their ammunition.

Caster Level: 13th; Prerequisites: Craft Magic Arms and Armor,
destruction; Market Price: +4 bonus.

RUSTING

Rusting weapons are always badly pitted and corroded, and the
weapon with this special ability confers a -1 circumstance penalty
on attacks made by its wielder due to its poor condition. Some sages
have speculated that the rusting ability is not purposely added to a
weapon, but is instead the result of an earlier ensorcelment that has
“rotred” within it. [n any case, these weapons seem to bear a special
hatred for pristine steel, and when used in combat they have the
effect of the rusting grasp spell cast by a Tth-level druid.

VEN: COUIPMENT

Only melee weapons with a significant portion of metal (such as a
longsword, but not a longspear or greatclub) may have this special
ability. Rusting weapons never shed light when drawn.

Caster Level: Tthy Prerequisites: Craft Magic Arms and Armor, rusting
grasp, Market Price: +5 bonus,

SICKENING

Sickening weapons are among the most disgusting items cver
created. These revolting weapons ooze foul-smelling slime and
give oft the fetid odor of a corpse rotting in the sun, even when
submerged in water or surrounded by the most intense perfume
and piles of flowers. Any creature struck by a sickening weapon
is instantly drenched in the smell and must make a Fortitude save
(DC 14) to avoid the effects of nausea. A nauseated creature is
unable to attack, cast spells, concentrate on spells, or do anything
else requiring attention. The only action such a creature can take
is a single move or move-equivalent action per round. Bows,
crossbows, and slings so ensorceled bestow the sickening ability
upon their ammunition.

Caster Level: 4th; Prerequisites: Craft Magic Arms and Armor, stinking
bolt*, Market Price: +3 bonus.

SPECFIC LJEAPONS

The following specific weapons have the listed qualities and costs
and are presented in alphabetical order.

FINALE

Named for its ability to end a song, this +3 /lngspear is a sinister
enemy of bards and other spellcasters who depend on sound for
their power. It grants its wielder a +4 profane bonus on saves against
magical effects that depend on sound, including bardic music as well
as all language-dependent enchantments and attacks with the sonic
descriptor. The wielder also gains a +10 enhancement bonus on
Listen checks.

Three times per day, the wielder can cast silence as a 3rd-level cleric
(Will save DC 12) by speaking a command word. Additionally, each
round Finale is in the presence of an active bard song, it gains a
“spell point.” Spell points can be redeemed to produce the following
spell-like abilities.

FINALE

Points Spell Effect

Ventriloguism
Sound burst
Shatter
Seulpt sonnd
Shont

=

Up to 4 spell points may be accumulated at a time; additional energy
is vented harmlessly in the form of a low-frequency rumble. When
Finale slays a bard or enchanter of any level, it gains 4 spell points
immediately.

Caster Level: Oth; Prerequisites: Craft Magic Arms and Armor, senipt
sound, shatter, shout, silence, sound burst, ventriloguisn; Market Price:
35,311 gp.

. RACE5. OF: RENOWN: WRATH & RAGE

G5



—  CHAPTER SEVEN; €QUIPMENT

"_"_'—‘aﬁ e,
- —.:3-4‘}.

JPELLPRAUGHT

Spellcasters who know of its existance shudder when mention is
made of this magic-thirsting blade. This unique +3 bastard sword is
made to find and consume the magic of spellcasting beings. It has
the bane special ability against spellcasters (any creature with spell-
like abilities or levels in a spellcasting class), glows in the presence
of magic (indicating proximity, direction, and strength as a desect
magie spell) and allows the wielder to detect spellcasters within 60
feet as a partial action. Spelldraught has attained a degree of self-
awareness over centuries of absorbing the products of talented
minds (Int 9, Wis 9, Cha 12, Ego 12) and has become thoroughly
neutral evil.

When the wielder strikes a spellcaster in the act of casting a spell
or concentrating to maintain a spell, Spelldraught imposes a —6
enhancement penalty on the target’s Concentration check to avoid
losing the spell. If the caster fails the check, the lost or disrupted
spell is absorbed into the sword’s blade, which begins to hum and
vibrate in response to the charge.

Spelldranghf's wielder may cast the stored spell as a free action upon
striking an opponent in melee, if it is a spell that targets a creature,
or as a full-round action in any other circumstance. The spell
responds as if the sword’s wielder were the caster for purposes

of choosing targets and so on, but the spell’s save DC and other
variable effects are as though cast by the original caster. A drained
spell may be stored indefinitely, but only one spell may be stored at
a time, The weapon cannot absorb a new spell until the stored one
has been discharged.

Caster Level: 16th; Prereguisites: Craft Magic Arms and Armor, detect
magie, locate creature, miscast spells*; Market Price: 48,335 gp.

Rings are not typical of orcs, but they do craft one sort, the totem
ring, that complements their savagery perfectly.

TOTEM RING

These magic rings are generally carved from bone or horn and grant
the wearer the ability to poelymorph self into the form of a single animal
once per day, for up to 1 hour. There are three versions of this

ring: lesser, standard, and greater. Each version can be of a limited
number of types, as listed below.

Lesser totem rings can be of the following types:

Baboon, Black Bear, Boar, Cheetah, Crocodile, Dog (any),
Eagle, Leopard, Lizard, giant , Octopus, Pony (any)Porpoise,
Shark (Medium-size), Snake (constrictor ) Snake, (viper, Small
or Medium-size), Squid, Wolf, Wolverine

Standard totem rings can be of the following types:

Ape, Badger, Bear (brown), Bear (polar ), Bison, Cat, Hawk,
Horse (any), Lion, Lizard, Monkey, Octopus (giant ), Owl,
Rat, Raven, Shark (Large), Rhinoceros, Snake, (viper, Tiny or
Large), Tiger, Weasel

Greater totem rings can be of the following types:

Crocodile (giant), Dire ape, Dire badger, Dire bat, Dire bear,
Dire boar, Dire lion, Dire rat, Dire shark, Dire tiger, Dire
weasel, Dire wolf, Dire wolverine, Elephant, Shark (Huge),
Snake (giant constrictor), Snake (viperm, Huge ), Squid
(giant), Whale (orca)




- CHAPTER SEVEN. CQUIPMENT

Unlike standard uses of the polymorph self spell, these rings allow
change into only one form, which is set at item creation. The wearer
gains the natural abilities and movement modes of the new form
(such as the ability to fly or swim), but not any extraordinary abilities.
Additionally, the wearer does not benefit from healing by changing
form, The wearer’s gear, weapons, and armor are transformed as part
of the ring’s magic and subsumed into the new form.

Caster Level: 5th (lesser), 9th (standard), 12th (greater); Prerequisites:
Forge Ring, pohymorph self; Market Price: 6,000 gp (lesser), 18,000 gp
(standard), 28,800 gp (greater).

Rovs

Orecs generally do not produce rods. The rod of the caver, described
below, may be an adaptation of existing devices,

ROP OF THE CAVER

This versatile device was probably not invented by orc artificers, as
they claim, but instead adapted from an original dwarven design.
Still, more rods are found more every year, almost always in the
hands of a powerful orc war chief or cleric.

A rod of the caveris crafted from adamantine and resembles a compact
crowbar carved with runes, with five studlike switches along its length.

The following spell-like functions of the rod are as the spells cast
by a 15th-level sorcerer. They can each be used once per day as a
standard action.

. Alarm
. Clairaudience
- Create food and water

The following weapon uses of the rod have no limits on their use:

. In its normal form, the rod can be used as a +2 ¢ub.

. When switch 1 is thrown, the rod becomes a +3 keen beavy pick. A
spike springs from one end, and the handle lengthens to 4 feet.

. When switch 2 is thrown, the rod becomes a +4 warbammer.
The weapon’s head springs from one end, and the handle
lengthens to 4 feet.

The following mundane uses of the rod also have no limits on their use:

. In its normal form, the rod grants a +2 enhancement bonus
on attempts to force open a lock, door, or chest.

. When switch 3 is thrown, the rod extends to a length of 10
feet and can be used as a standard 10-foot pole.

. When switch 4 is thrown, the rod displays the user’s exact
depth underground and the direction of magnetic north.

. When switch 5 is thrown, the rod separates into three con-

nected parts that act as a grappling hook, 100 feet of silk
rope, and a stout spike that can be anchored in stone.

Caster Level: 10th; Prerequisites: Craft Rod, Craft Magic Arms and
Armor, alarm, clairandience, create food and water, know direction, spider

climb; Marfket Price: 60,000 gp; Weight: 10 Ib.

STAFFS

Many orc staffs are dedicated to particular aspects of the Great
Warband (see Chapter 5: The Gods and Their Servants). Each is
devoted to the deity governing its aspects.

Spell prerequisites marked with an asterisk (*) are new spells covered
in Chapter 6: Spells and Magic.

STAFF OF
THE CAVE MOTHER

These horrid staffs are carved from the spines of girl children
murdered by their fathers, topped with the tusks of dead chiefs. They
allow the use of the following spells:

. Charm person (1 charge)
. Ease labor* (1 charge)
. Folk learning* (1 charge)

The wiclder of a staff’ of the Cave Mother adds +2 to the DC of saves
against all Enchantment spells she casts.

Caster Level: Sth; Prerequisites: Craft Saff, charm person, ease labor, folk
learning, Market Price: 6,000 gp.

STAFF OF
GRANPFATHER WHITE HANDS

Carved from the roots of a treant that has died of old age, these
staffs are understandably scarce. They are usually tipped with a glass
sphere filled with quicksilver, to better conduct magical energy. They
allow the use of the following spells:

. Dispel magic (1 charge)
J Spell resistance (2 charges)

Caster Level: 12th; Prereguisites: Craft Staff, dispel magic, spell resistance;
Market Price: 56,250 gp.

JTAFF OF [RON Fi5T

These staffs resemble elongated swagger sticks, complete with
electrum fittings and a rigid steel core. They are crafted with metal
smelted from captured banner-poles and crests, and they sometimes
even contain the tongue and teeth of a charismatic leader. They
allow the use of the following spells:

’ Command (1 charge)
. Suggestion (1 charge)

Additionally, the wielder of one of these staffs can use it in combat
as a +2 quartersiaff.

Caster Level: 12th; Prerequisites: Craft Staff, command, suggestion; Markst
Price: 41,200 gp.

JTAFF OF THE MuLE

A staff of the Mule is rarely found unguarded; these items are more
often the prize possession of a bandit mage or a half-orc adept.
Although crafted in the name of the Mule, that god characteristically
shows no recognition for these items or special favor for their
wielders. They allow the use of the following spells:

. Blur (1 charge)
. Miscast spells* (1 charge)

Caster Level: 12th; Prerequisites: Craft Staff, blur, miscast spells, Market
Price: 31,500 gp.

RACES OF RENOWN: WRATH & RAGE
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JSTAFF OF NIGHTLORP

These staffs are invariably carved from jet or fire-blackened ivory,
capped with obsidian or black jade of the finest quality. They are
the treasured possessions of footpads and assassins, as well as court
magicians and wealthy casters of all kinds. A staff of the Nightlord
allows the use of the following spells:

L True strike (1 charge)
. Poison (1 charge)

Caster Level: 12thy Prerequisites: Craft Staff, poison, true strike, Market
Price: 43,500 gp.

STAFF OF THE PALE LAPY

Carved from the bloodstained wood of a torturer’s rack and shod with
iron from the shackles of a wrongly-condemned prisoner, these staffs
carry the stench of death and suffering wherever they go. They are
wielded only by the desperate and the truly evil, and their capacity to
spread misery is legendary. They allow the use of the following spells:

. Desecrate (1 charge)
. Bestow Curse (1 charge)
. Sterilize* (1 charge)

Caster Level: 12th; Prerequisites: Craft Staff, bestow curse, desecrate, sterilize,
Market Price: 33,000 gp.

STAFF OF UENGEANCE

These staffs are always cut from the spears of orc leaders who fell
in battle, and as a consequence they inevitably bear the marks of
bitter, fudle struggle. Only a handful are known to exist, and each is
dedicated to the destruction of a particular racial enemy: dwarves,
humans, and especially the hated elves. If used in battle against its
dedicated enemy, a staff of vengeance adds +2 to the DC of saves
against all spells cast by the wielder, including spells cast from the
staff. Each staff also allows the use of the following spells:

. Blindness/ deafiess (1 charge)
. Emotion (rage) (1 charge)
: Epyebite (2 charges)

Additionally, the wielder of one of these staffs can use it in melee as a
+2 guarterstaff with the bane special ability against its dedicated enemy.

Caster Level: 12th; Prerequisites: Craft Staff, blindness/ deafness, emotion (rage),
eyebite, creator must be an orc or half-orc; Market Price: 151,200 gp.

STAFF OF WARCHIEF

Resembling iron-shod clubs more than staffs, these massive items
are intended for use by true fighting spellcasters. In the hands of an
ambitious cleric, one of these staffs can turn a marginal warband into
a ravening horde. They allow the use of the following spells:

* Bulls strength (1 charge)
. Pounce® (1 charge)
. Spleen* (1 charge)

Additionally, the wielder of one of these staffs can use it in melee as
a +2 greatelub.

Caster Level: 5th; Preveguisites: Craft Staff, bulls strength, pounce, spleen,
Market Price: 36,110 gp.

WONPROUS [TEM>

Orc wondrous items, like so much of their magic, are made for
warfare, vengeance, and cruelty. The following wondrous items
descriptions are listed in alphabetcal order.

CAMPAIGNER’S POT HeLm

Ores on a long march aren’t picky about what they eat, but sometimes
there’s nothing edible to be found. The campaigner’s pot helm serves in
times of plenty or famine; it doubles as cooking pot when inverted, and
at a command word it heats the contents to boiling up to three times
per day. It can also convert up to 1 cubic foot of any organic matter into
an edible (if disgusting) swill able to feed four hungry orcs for a day.
Anyone who eats this converted food for at least a week straight gains a
+4 bonus on required Constitution checks while making a forced march.

Caster Level: 3vd; Prereguisites: Craft Wondrous Item, endurance, Market
Price: 6,400 gp.

CUTTHROAT CHARMS

The mysterious character known to history as Three-Fingered Tke

is credited with crafting these items in his old age, when he retired
from active adventuring and founded the now-infamous thuggery
school that bears his name. Cutthroat charms appear to be innocuous
bracelets, decorated with charms that resemble miniature implements
of the professional killer and footpad. When the user pulls a charm
from the bracelet and speaks the command word, the object grows
to its full size and functons as listed below. At the end of 1 hour, the
item shrinks back to a charm and may be linked back to the bracelet.
Each charm can be used just once per week.

Each bracelet has 1d4 charms, chosen or rolled randomly from the
following list.

CUTTHROAT CHARM>

d% Charm Function

01-14 Diamond boots Boots of speed

15-28 Ebony thieves' tools  +10 on Open Lock checks
2942 Emerald boots Buoots of levitation

43-57 Gold crossbow +3 keen flaming beavy erossbow
58-71 Ivory thieves’ tools  +10 on Disable Device checks
72-85 Mithral crossbow +1 hand crosshow of speed
86100 Silver crossbow +3 keen frost light crossbon

Caster Level: 12th; Prereguisites: Craft Magic Arms and Armor, Craft
Wondrous Ttem, pahmonph any object, plus standard spellcasting requirements
for each item; Market Price: 9,600 gp +1,000 gp (each set of thieves’ tools),
+2,000 gp (each pair of boots), or +10,000 gp (each crossbow); Weight: —.

€FFICICS

These crude caricatures are a longtime favorite of orc mobs, and

for many orcs they represent the pinnacle of the fine arts. Effigies
are built around a wire or wood frame, covered in layers of cloth or
paper soaked in a binding agent, typically saliva. They are made in
the semblance of enemy leaders and burned before battle to rouse
the warriors” spirits. Nonmagical versions are crafted by almost every
recorded ore band, but only a few adepts have learned the secret of
imbuing these crude creations with magic,
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Constructing a magic effigy requires the creator to have a supply of
wood, cloth, paper, woodworking tools, and paint, as well as access
to a disguise kit. Additionally, the creator should have an article of
clothing, lock of hair, personal effect, or at least an ounce of blood
from the enemy leader to be targeted. Without such a fetish, the item
costs twice as much as normal to construct,

The power of the effigy is released by fire and public spectacle. By
witnessing the burning of a magic effigy before a battle against the
targeted enemy leader, 2 number of orcs gain the specific benefit of
the item for a full day. The ceremony of burning takes 1 hour, and
if itis interrupted during this time the effigy is destroyed without
granting its effect, A creature may be affected by only one efhgy at
any given time.

Note that these effects apply only when fighting against forces
personally led by the targeted enemy leader (including his
companions, followers, and cohorts). If there are more attendees
present than the item can affect, the overseer of the ceremony must
determine which orcs receive its benefits.

€FFICY OF RAGE

This spectacle of injustice is more than a simple effigy. According
to spies and scrying pools it resembles a flaming puppet show, with
multiple characters, entrances, exits, and a crashing crescendo. It
always depicts the targeted enemy leader as a devouring, rapacious
villain whose victims are typically miniature orc women, children,
and old males, each trotted out and consumed in turn.

After an hour of this treatment, the orc audience is ready for
blood. Up to twenty orcs gain a +4 morale bonus to Strength
and Constitution, a +2 morale bonus on Will saves, and a =2
circumstance penalty to AC.

Caster Level: 8th;
Prereguisites: Craft
Wondrous Item,
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emotion (rage), creator must have at least 5 ranks in Craft (sculpture);
Market Price: 9,200 gp.; Weight: 10 1b.

€FFIGY OF HPELL RESI>TANCE

These elaborate showpieces incorporate spark-throwers, figment
effects, and lenses that shine beams of light around a darkened
cavern, Ceremonies that incorporate these effigies are cautionary
tales to warn the orc warriors about enemy spellcasters, and the
burning ceremony often incorporates a litany of recitals designed to
toughen the mind and quicken the nerves against hostile spells.

Once the effigy is burned, up to fifty orcs gain a +4 morale bonus
on all saves against spells and spell-like effects, and an additional +2
resistance bonus on saves against mind-affecting enchantments.

Caster Level: Sthy Prerequisites: Craft Wondrous Item, major image,
creator must have at least 5 ranks in Craft (sculpture); Marker Price:
5,000 gp; Weight: 5 1b.

€FFICY OF SWIFT HUNTING

This is actually a group of many smaller effigies, all arranged around a
track—typically a string or wire course that carries the creations above
the heads of the orc faithful. During the ceremony, these effigies are
lit and launched along their course, and the howling masses below leap
and chase them, tearing them to shreds when they catch one.

When the ceremony closes, all the effigies have been caught and
ripped to pieces, and the orcs are literally jumping with eagerness to
get into bartle. Up to fifty orcs gain a 10-foot increase in speed and
the benefits of the Berserk Charge feat (see Chapter 2: Feats).

Caster Level: 2nd; Prerequisites: Craft Wondrous Item, expeditions retreat,
creator must have at least 5 ranks
in Craft (sculpture); Market Price:

o 2w, 4,320 gp; Weight: 10 b,
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€FFIGY OF TERROR

The sheer terror provoked by the orc pantheon (see Chapter 5: The
Gods and Their Servants) in the race’s enemies takes center stage
during this performance, with a target effigy initially boastful and
then cowed by the god’s divine presence. Orc observers are reassured
that their curse of ugliness and exile has its advantages on the
battlefield, and they march to war eager to shock their enemies into
frightened submission.

Once the target effigy is burned, up to twenty orcs gain a +8 morale
bonus on saves against fear effects. Each also gains the ability to
perform a dominance display once per day. This display requires a
move-equivalent action and has the effect of the emotion (fear) spell
centered on the performer, as if cast by a 10th-level sorcerer (DC 14
+ performer’s Charisma modifier).

Caster Level: 8th; Prerequisites: Craft Wondrous Item, emotion (fear),
Craft

creator must have at least 5 ranks in
(sculpture); Market Price: 7,200 gp;
Weight: 5 1b.

€FFICY OF VENGEANCE

Likely the first effigies crafted
by a young orc race, these
simplistic caricarures are still
highly effective at turning

a crowd of orcs into
bloodthirsty killers, They always
portray an enemy leader who is a
member of one of the orcs’ most
hated racial enemies: dwarves and
elves. The other races do not conjure
sufficient fury to make these devices truly
effective.

The effigy is burned in an orgy of hate, and
afterward up to fifty orcs in
attendance gain a +2 morale
bonus on attack and damage
rolls and the benefits of the
Power Attack feat for the
duration of the item’s effect.

Caster Ievel: 8th; Prereguisites:
Craft Wondrous Item,
emotion (hate), creator must
have at least 5 ranks in Craft
(sculpture); Market Price:
10,000 gp; Weight: 5 1b.

SCARS

Since the first orcs took to caves, they have commemorated life
events and transitions with ritual scarring of their faces, hands,
chests, and backs—and even engravings on their tusks. Over time,
spellcasters learned to lend real-world significance to these symbolic
gestures by imbuing them with magic.

To impart a magic scar, the creator must have access to a masterwork
scarring kit (equivalent to masterwork artisan’s tools) and a specially
prepared paste that encourages scar tissue to form. Creating this paste
requires a successful Wilderness Lore check (DC 15) to gather the

materials, and a successful Heal or Alchemy check (DC 15) to render
the foul-smelling woody pulp into a usable substance. The scarring itself
requires ranks in Craft (scarring), an ancient art of the orc people.

Note that magic scars are permanent but always have some negative
effect on their “wearer.”” Unlike typical tribal scarring, magic scars
must be cut deeply into tissue, often damaging nerves and muscles
in the process. The damage dealt by using these items cannot be
reversed by Heal checks, restoration, cure or heal spells, or any other
magic effect short of a wish or miracle.

SCAR OF FAITH

These deep cuts are sometimes part of a junior adept’s ascension to a
senior post, and they often accompany the Eye of He-Who-Watches
feat (see Chapter 2: Feats). Such a scar is always made on the subject’s
face, usually the area around the left eye, but sometimes forms a false
third eye in the center of the forehead.

An orc who receives this scar takes 2 points of permanent Charisma
drain from extensive wounds to facial nerves and soft tissue. In
return, he gains a special bond with his patron or deity.
Once per week, the orc may cast each of conmine
and /find the path as a 20th-level cleric, without
incurring the usual 100 XP cost for casting
commnne.

Caster Level: 11th; Prerequisites: Craft
Wondrous Item, commune, find the path,
creator must have at least 5 ranks in
Craft (scarring); Market Price: 54,880 gp.

$CAR OF THE MACE-KILLER

Although they are rare, cautious and
even thoughtful orcs are occasionally
born to a tribe. They serve a
valuable purpose in ore society,
not usually as war leaders (this
honor goes to the strongest,
not the smartest) or as adepts
(where anything more than
horse sense is wasted) but as mage-
killers, dedicated specialists who
hunt down enemy spellcasters in
battle.

O
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Those who show special
promise are chosen for this
treatment. The subject is

chained in total darkness

and his skin shaved off in layers
as magic-resistant inks are applied directly to the raw flesh. This
agonizing process literally burns away the subject’s muscles, causing
him to take 2 points of permanent Strength drain. As a consequence
of this horrifying experience, he gains SR 13 and a +4 resistance
bonus on all saves against spells and spell-like effects.

Caster Level: 9th; Prerequisites: Craft Wondrous Item, spell resistance, creator
must have at least 5 ranks in Craft (scarring); Market Price: 10,000 gp.

SCAR OF MIGHTY HEWING

Among the most severe cuts that an orc can endure, these diagonal
slashes along the subject’s chest, back, and arms expose bone and
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sinew in many places. The subject takes 2 points of permanent
Dexterity drain from severed ligaments and nerves, but in return he
gains the benefits of the Cleave, Power Attack, and Sunder feats.
(These do not count as prerequisites for other feats.)

Caster Level: 9th; Prerequisites: Craft Wondrous Item, righteons might,
creator must have at least 5 ranks in Craft (scarring); Market Price:
14,000 gp.

SCAR OF RAGE

Those orcs who show exceptional strength and fury are sometimes
chosen for this honor. After cutting a series of jagged marks into

the sides of the subject’s head, the crafter drills rough holes into the
skull. Smoking-hot brands are then inserted into the incisions, burning
out those small portions of the orc’s brain that are responsible for
something like polite behavior (for orcs), The result is a raving lunatic,
unsuited to any task but slaughter—the stuff of orc legend.

The subject gains the barbarian’s greater rage ability once per day,
gaining a +6 morale bonus to Strength and Constitution, a +3
morale bonus on Will saves, and a -2 penalty to AC while in this
state. If he already has the greater rage ability, he can use it one
additional time per day. Additionally, the character gains damage
reduction 2/—. Asa consequence of these benefits, the subject
takes 2 points of permanent Intelligence drain from the massive
trauma to his brain,

Caster Level: 8th; Prerequisites: Craft Wondrous Item, emotion (rage),
creator must have at least 5 ranks in Craft (scarring); Market Price:
27,000 gp.

SCAR OF THE LWJOODS

Traditionally awarded for acts of great cunning in battle, these scars
circle the subject’s chest and trunk and reach clear to the bone in
places. They usually take the form of a stylized wolf or dire rat, with
limbs stretched out across the subject’s breast.

An orc who endures these scars takes 2 points of permanent
Constitution drain from deep cuts to his bones and muscles. In
return, he becomes a lycanthrope (werewolf or wererat, at the
crafter’s discretion) and gains Control Shape as a class skill, with a
+10 racial bonus on all Control Shape checks, Additionally, he gains

Track as a free virtual feat.

Caster Level: 8th; Prereguisites: Craft Wondrous Item, polymorph seff,
creator must have at least 5 ranks in Craft (scarring); Market Price:
18,000 gp.

MINOR ARTIFACTS

The orc race is ancient, and it too has its objects of primordial lore,

PATRON RINGS

Each of these six rings seals an ancient pact between the orc people
and the Patrons, powerful entities that have shaped orc history since
the dawn of the race. (For more information on the Patrons, see
Chapter 5: The Gods and Their Servants.) Over the eons most
of the rings have been scattered, stolen, lost in battle, or simply
forgotten in long-butied orc strongholds. When one turns up, orc
tribes as well as civilized authorities rush to recover it. Each ring is
dedicated to one of the Patrons.

RACE>. OF RENOWN

RING OF ALL-€ATER

This ring is forged from a mysterious dull-gray metal that is totally
unaffected by extremes of heat and cold, by electricity and sonic
attacks, and by the corrosive effects of acid. The ring’s origin is
unknown, but it was first mentioned in connection with one of All-
Eater’s earliest and most zealous clerics, who met his end after many
journeys to the Outer Planes.

The ring grants immunity to acid, disease, and poison to its wearer,
and also grants cold, fire, and electricity resistance 20. Three times
per day, the wearer can cast Melfs acid arrow as a 20th-level sorcerer
(dealing 2d4 damage per round for 7 rounds).

Additionally, the wearer of this ring is never targeted for attack by
any ooze, slime, or mold (though he may still be accidentally caught
in an area effect); those creatures seem to recognize him as an
honored guest, though any companions receive no such benefit.

Caster Level: 20th; Weight: —.
RING OF BLACKJACK

This unassuming black ring is carved from the fire-blackened

bones of a long-dead orc high priest. Legends hold that Blackjack
cemented her alliance with the orcs over this priest’s murder at the
hands of an elven war party. When the elves had been hunted down
to the last and their lands purt to the torch, Blackjack herself ordered
the forging of this ring from her friend’s remains,

The wearer of this ring gains Weapon Proficiency and Weapon Focus
in all crossbows as free virtual feats, and gains a +8 insight bonus on
Hide and Move Silently checks, as long as it is worn. Additionally, the
wearer gains a +4 insight bonus on damage rolls made against elves
(including half-clves).

The ring’s wearer can also use the following spell-like abilities: 3/
day—-bestow curse; 1 /day—mark of justice and storm of vengeance. These
abilities are as the spells cast by a 20th-level sorcerer (DC 18 + spell
level).

Caster Level: 20th; Weight: —.
RING OF GWULLGI

This electrum band seems to change form before one’s eyes, and
it weeps blood and venom in equal measure as it twists around
the wearer’s finger. It was forged in the planes of pure chaos, and
divinations reveal that a powerful trumpet archon was tortured to
death to provide energy for its construction.

The wearer of this ring gains the following spell-like abilites: at
will—keen edge, obscuring mist, and true strike; 3/ day—ethereal jaunt and
locate ereature, 1 /day—Mord’s sword and seul bind. These abilities are as
the spells cast by a 20th-level sorcerer (DC 18 + spell level).

Additionally, as long as the ring is worn the weater gains Improved
Disarm, Improved Trip, Mobility, and Spring Attack as free virtual
feats, even if he lacks the prerequisites,

Caster Level: 20th; Weight: —.
RING OF IMPUGUP

This ancient bronze ring was at one time a single link in a massive
anchor chain, but it was cut free and imbued with potent magic in
the distant past. Dimly visible under the thick patina of verdigris are

WRATH & RAGE
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runes in some long-forgotten tongue, thought to be an elder form of
Aquan,

The ring grants its wearer continuous water breathing as the spell and
a +30 enhancement bonus on Swim checks as long as it is worn.
Additionally, the wearer is immune to the effects of pressure, gains
cold resistance 20, and can see underwater with no penalty.

The ring’s wearer also gains the following spell-like abilities: at
will—death knell, dispel magic, and identify; 3/ day—antimagic field and
stay living: 1/ day—destruction, Mord’s disjunction, and protection from spells.
These abilities are as the spells cast by a 20th-level sorcerer (DC

18 + spell level).

Caster Level: 20th; Weight: —,
RING OF SEVEN HUNT SeveN

Still notched by the axe that cut it open, this
simple iron loop is actually a key ring—the
same key ring that kept an orc tribe enslaved
to Seven Hunt Seven for almost a century.
When the formian myrmarch threw his
embedded programming, his first act was
to sever this ring and turn the keys over
to the orcs themselves. The ring was

kept and became a symbol of authority
within the fledgling orc nation, and over
generations it has brought them even
closer to their patron,

The ring’s wearer gains a +4 insight
bonus on Diplomacy and Intimidate
checks, and a +4 resistance bonus on
saves against mind-affecting enchantments.
However, a wearer who learns and speaks the
command word (rumored to be the patron’s
true name, spoken in Formian) suffers a -8
resistance penalty on saves against these spells
instead, and a —4 insight penalty on all Sense Motive checks. This is
Seven Hunt Seven's insurance policy against an upstart ruler who
dares to challenge his authority.

Additionally, the wearer gains the following spell-like abilities: at
will—command, suggestion, and zone of iruth; 3/ day—dominate person,
greater commiand, and wasi suggestion; 1/ day—demand, dominate monster,
and geas/ quest. These abilities are as the spells cast by a 20th-level
sorcerer (DC 18 + spell level).

Caster Level: 20th; Weight: —.

RING OF SHEPIM

When the demon prince claimed his orc tribe, he led the frenzied
warriors on a raid into a dwarf redoubt to seize the ores’ long-lost
ancestral hunting lands, In the bloodbath that followed, Shedim
personally took the dwarf king’s scalp and beard, and these bloodstained
trophies were woven together with strands of dwarven gold to make this
ring, Today the gory artifact cements the bond between Shedim and his
faithful and calls young orcs to the Great Hunt.

When a creature wearing the ring participates in a sanctified blood
sacrifice, that creature becomes a lycanthrope immediately, with no
save allowed. The wearer has an equal chance of becoming a wererat
or werewolf. This change is permanent; it cannot be cured by bea/
or remove disease, or by Heal checks. At the same time, the creature

gains Control Shape as a class skill, and a +4 circumstance bonus on
Control Shape checks as long as it wears the ring,

The wearer also gains the following spell-like abilities: at will—
excpeditions retreat, pass without trace, and speak with animals, 3/ day—
arimal growth, find the path, and righteous might; 1/ day—animal shapes,
control weather, and earthquake. These abilities are as the spells cast by a
20th-level sorcerer (DC 18 + spell level).

Caster Level: 20th; Weight: —.

THIRSTING ROP

These dread rods are carved from the
thighbones of ancient orc vampire kings,
covered in imprecations to dark entities
of the Lower Planes. Despite its great
power, few mortals own a thérsting rod
for long—the temptation to use it
carries its own terrible price.

A thirsting red allows the wielder to

cast the following spells on command,
as a 20th-level sorcerer (save DC 19 +
wielder’s Charisma): energy drain, freedom,
gate, imiplosion, imprisonment, meteor swarm,
miiracle, Mords disjunction, power word kill,
shapechange, skip generation, soul bind, time stop,
frie resurrection, and wish,

Each use of the thirsting rod’s powers deals the

wielder 2 points of permanent Constitution
drain as the rod drinks in some of his blood and
essence. This drain cannot be reversed by any
means, including restoration, miracle, or wish. If the
wielder’s Constitution is reduced to () by the device,
the wielder rises the next night as a vampire spawn.

Caster Level: 20th; Weight: —.

MAJOR ARTIFACTS

The origins of these legendaty items are lost in the mists of
antiquity,

Hiwe oF THE OLP FORM

Orc legend maintains that the race’s present form—stooped, coarse,
ugly, and light-averse—is the result of betrayal by the elves that led
their gods to take shelter underground, to avoid a storm that would
never come, (For more information, see the origin story of the Great
Warband in Chapter 5: The Gods and Their Servants.) The myth
describes their stay as “a year,” but since the low Orc tongue does
not recognize a longer unit of tme, and numbers are a mystery to
most orcs, this could mean centuries, or eons—perhaps longer—in
mythological time. In any case, when the orc deites emerged from
their exile they bore their current form, which has bred true to the
present day.

Tales of so-called “old form” orcs have cropped up throughout
history. Some elders maintain that an entire tribe of orcs escaped the
curse of their forefathers and wait to return their race to glory. No
proof for this tale has ever emerged, but several noted authorities do
mention ores that were clearly different from the norm. Lord Balthus
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of Corin wrote of a manlike orc he captured in the Firbolg Wars
during the time of the Old Empire:

- . - (This) beaste had not ye mouthe of an Orc, nor ye eyes or hide
of an Orc, nor yet did he appeare as the mongrels of that race, yet
he spat and sang most terribley in their tongue . . , (and he) did lead
ye tribe for many years. We executed him at ye first lighte, and his
screams were most human-like, as a parrot may imitate a man’s voice
through recitale.

Balthus was familiar with at least one strain of half-orcs, so we must
assume that he was right: This creature was not a hybrid.

Yet the strongest proof that these orcs existed at one time comes in
the form of this grim artifact, known as the Hide of the Old Form. It
appears to be the tanned hide of a humanoid of unknown type. If
alive, the creature would stand the height of a man, with a strong,
upright build and features more reminiscent of primitive humans
than savage orcs. It has sandy blond hair and a trace of a beard.
There is a slit cut up the back, allowing a humanoid to slip it on like a
one-piece jumpsuit.

A nonorc who puts on the Hide of the Old Form must make a
successful Fortitude save (DC 23) or die. The artifact has no other
effect on any creatures besides ores and half-orc humanoids. Any orc
or half-orc humanoid who puts on this macabre item must succeed
at a Fortitude save (DC 23) every minute it is worn or lapse into a
deep sleep, which lasts for a year. During this time, the Hide cannot
be removed without killing the weater, though it does not harm the
artifact itself. At the end of the year, the wearer awakes refreshed,
with no memory of the intervening time, and has also undergone a
profound physical and mental change. The creature that emerges is
tall and strong, resembling an early human or tall dwarf. During its
long sleep it has lost its heavy body hair, jutting tusks, and most of
its heavy bone growth, and its eyes shine with a newfound spark of
intelligence.

An orc who undergoes this transformation gains a +2 inherent bonus
to Intelligence, Wisdom, and Charisma, but suffers a —2 inherent penalty
to Strength, and his darkvision is replaced with low-light vision. He
loses his racial sensitivity to sunlight, and he gains a +8 circumstance

bonus on Bluff, Diplomacy, and Intimidate checks made against all other
ores. Finally, this “old form™ orc breeds true: His offspring and their
descendents are likewise freed from the age-old curse.

When the transformation is complete, the Fide must be soaked in
the blood of elves for a fortnight before it is ready to be used again.
The very existence and nature of this item is a topic of no little
disagreement among learned humans, though the elves—who could
end all speculation about this “old form” with a few words—have
remained strangely silent,

JPEAR OF THE BETRAYED

This artifact is only recognizable as a weapon, or indeed as an item
of value, by the oldest and wisest of orc adepts. To untutored eyes it
resembles simply the timeworn trunk of a pine tree, its limbs crudely
hacked off at their bases. On closer examination, the pointed tip
bears stains that could be blood, and marks along its length could
only have come from swords and axes, In truth, this immense piece
of wood was once wielded as a spear by He-Who-Watches, plucked
from the ground in fury over his betrayal at the hands of the elves,
(See the origin story of the Great Warband in Chapter 5: The Gods
and Their Servants.) It was in the god’s hands when his eye was
taken, and the psychic shock of this event is stored in its very grain,

Even thousands of years later, its magic is still potent. The Spear of
the Betrayed is a +5 Huge longspearwith a reach of 15 feet (base damage
2d6+5). It is anathema to elves, dealing double damage to them on a
successful strike (quadruple damage on a critical hit) and increasing
its enhancement bonus by +6 when used against an elf opponent.
Additionally, the artifact grants the wielder a +6 morale bonus to
Strength and Constitution, and a +4 resistance bonus on all saves
against spells and spell-like effects.

The Spear bestows three negative levels on any nonore who attempts
to wield it. The negative levels remain as long as the weapon is in
hand and disappear when the weapon is no longer wielded. These
negative levels never result in actual level loss, but they cannot be
overcome in any way while the weapon is wielded. An elf who so
much as touches the artifact must succeed at a Fortitude save (DC
23) or be instantly slain.

- 51€GE ENCINES -

Orcs use siege engines and other strange weapons of war. These
might not be as sophisticated as dwarven creations, but they
accomplish the desired task—generally sowing as much terror and
destruction as possible.

J1€GE €NGINES IN COMBAT

Siege engines are not for every combat. Most fire extremely slowly,
and while they carry the punch necessary to flatten buildings,

they are no threat to individual creatures. Nevertheless, including
siege engines in an occasional battle can add interesting twists to a
campaign and changes the dynamics of an encounter.

Large or immobile siege engines obviously can’t keep pace with a

fast-moving skirmish involving an adventuring party, but prepared in
advance, they launch a powerful opening salvo for either side of the
engagement. The Weapon Crew Veteran feat (see Chapter 2: Feats)

RACE5 OF: RENOWN::

allows orc characters to fire siege engines faster and more accurately,
The new siege engines presented here are best suited to the massed
fighting typical of orcs, and they provide more varied tactics.

New 51ece ENGINES

The following siege engines are in general not made for precision.
Ore tactics are rarely organized, so the advantage pained by these
weapons may not last much past the first round or two before the
screaming mob reaches the walls. (Of course, orc operators may have
no compunction against continuing to lob death and destruction into
the masses of friend and foe alike.)

Unless otherwise specified, attacking with a siege engine requires

a Profession (siege engineer) check by a crew member, Crew must
remain adjacent to the siege engine and must take a full-round action
to count as crew for a round.

WRATH & Race

5E



- CHAPTER HEVEN; €QUIPMENT

CORP5€ LOAP

A staple of siege warfare for centuries, the corpse load is simply a
barrel or burlap sack filled with rotten corpses (or parts thereof),
dung, rancid meat, and other battlefield detritus, and flung over the
enemy castle’s wall, Preparing these loads is not as haphazard as it
sounds (or smells); a successful Heal or Profession (siege engineer)
check (DC 14) is necessary to make each batch properly contagious.

If a corpse load strikes a solid object, it deals 2d6 bludgeoning
damage and showers unspeakable filth and slime on everything
within a 30-foot radius. All within this area must succeed ata
Fortitude save (DC 14) or be infected with slimy doom. The area
remains contagious for 1 week (at a reduced save DC of 12) unless it
is scrubbed with a powerful acid or base solution (vinegar and lye are
popular choices).

Note that the cost listed above assumes that bodies are free during
wartime, and that the user must purchase a new barrel for each load.
If either assumption is untrue, adjust the price accordingly.

GREAT LENS

Known only to the savage orc tribes of the deep jungle, these
towering machines are incredibly rare and valuable. Only two have
been documented, and their current status and whereabouts are
unknown.

A great lens is a massive circular slab of cut rock crystal, standing
three times the height of a man. Anchored in stone, clay, or even
wound rope, it is transported and turned only by the efforts of
dozens of straining slaves, who are chained in long lines from its
front. These items are very heavy—the smallest of them weighs at
least 50 tons, and larger specimens weigh up to 80 tons.

To use a great lens, the slaves first turn it so that the crystal stands
between the target and the sun. This process takes 1 minute per 10
degrees of adjustment. The crystal focuses the sun’s rays, producing
a beam of heat and light that can strike any target within the spotter’s
line of sight—it has no theoretical maximum range. This beam is
perfectly straight and can be blocked by smoke and concealment like
any other ranged attack.

The damage and range increment listed above assume that the great
lens is in direct sunlight. In conditions of light cloud cover, damage

and range increment drop by 25% and the critical multiplier drops
to x2. If the skies are moderately cloudy, both values drop by 50%
and the beam is not capable of delivering a critical hit. In overcast
or darker conditions, the great lens does not have enough light to
produce an effective beam at any range.

JUGGERNAUT

These heavily armored vehicles are rarely seen except in the largest and
wealthiest warbands, where they serve as hard command centers for
the besieging force or at the vanguard of an assault. With a full ream
of four oxen yoked to the axles, these three-story death machines are
nearly unstoppable. The ox teams are concealed behind a wooden skirt
that surrounds the ground level of the vehicle, and the upper stories
are girded in iron and slate shingles (hardness 8, 120 hp). Its studded
wheels can crush opponents into smears of blood and hair.

The inside of the juggernaut is divided into three levels. The ground
floor houses the oxen, axles, and machinery of steering. The second
floor houses a single driver who sits in a small armored compartment
in the “bow” (hardness 10, 60 hp), and the rest of the story is large
enough to carry up to twenty orcs into battle, discharging them
through the rear and sides of the vehicle.

The top story is an armored vantage point, with a reinforced, iron-
lined cockpit for the vessel’s captain in a raised portion of the bow
(hardness 15, 90 hp), and three ballistae behind arrow slits at the
nose and sides of the craft. An additional ballista may be added to
the roof, but this space is more often reserved for addidonal troops
with mantlets and siege ladders (see below).

The juggernaut has a speed of 20 feet and cannot turn more sharply
than 45 degrees in a given round. If it takes a double move, it cannot
turn at all, The vehicle’s dimensions are 20 feet wide by 30 feet long,
by 30 feet high. The listed price does not include oxen but does
include three ballistae.

MANTLET

This common siege implement resembles a rolling wall. The wide
wooden face measures 10 feet across and 8 feet high, and it provides
full cover for up to four Medium-size creatures walking behind it. It
has two long wooden handles that must be lifted as it is moved, and
because the device is so unwieldy, those lifting it suffer the effects of
heavy encumbrance (maximum -+1 Dex bonus to AC, —6 armor check
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penalty, movement as if wearing heavy armor, and run speed of x3).
Mantlets are often set up to provide stationary cover on the barttlefield.

Mouse

The incongruously named mouse is a sharp-tipped lever used much
like a ram, but instead of battering down a heavy door, the mouse
picks out the mortar between stones and eventually dislodges the
stones themselves until a breach is made in the wall. It deals double
damage to masonry walls (including superior and reinforced masonry
walls), but half damage to all other forms of construction.

QUICKLIME LOAP

Limestone cooked at very high
temperatures produces this white
powder, a caustic substance that
boils on contact with water.
Barrels and sacks loaded with
quicklime are lobbed into
enemy fortifications, where
they burst. Each produces

a 30-foot-radius cloud

of blinding smoke. Any
creature caught in this cloud

is subject to the effects of

a powerful contact poison:
Fortitude save DC 15, initial
damage blindness for 1d6
hours, secondary damage
permanent blindness.

Creating quicklime requires

a high-temperature kiln and
quantities of limestone, and

the creator must succeed at an
Alchemy check with a DC of 15.
(See the Craft skill description for
rules on cost and time to create.)

RUNT GLIPER

Smaller orcs not only have to face
constant bullying and abuse by their larger peers,

they are also sent aloft in these insanely dangerous
contraptions, where their light weight is an advantage.

A runt glider is a fragile frame of wood or bone covered in stretched
skin or paper, and launched from an elevation toward a target below.
The unlucky pilot usually carries vials of alchemist’s fire or a load

of corpses or quicklime (see above), attempting to drop the payload
inside the enemy’s walls.

Flying a runt glider is a straightforward matter of glide rato. Each
round of flight carries the glider 200 feet forward and drops it by 20
feet. The device is treated as a clumsy flying creature for purposes of
turning and diving speed, but each attempt to turn requires the pilot
to make a Ride (glider) check (DC 15). On a failure, the glider does
not execute the turn and drops by 20 feet instead.

When the glider finally hits the ground, the pilot must succeed at
a Ride (glider) check (DC 15) or both pilot and glider take falling
damage as if they dropped half the original launch height.

The glider itself has hardness 5 and 10 hit points, and takes double
damage from fire. It can carry a maximum of 200 pounds.

JSCALING LAPPER

These 30-foot-long ladders feature steel side-slats that provide
one-half cover to climbers, In addition, the top end of the ladder
has sharp steel spikes that drive into the material of the walls,
Defenders who wish to dislodge the ladder must destroy the ladder
itself (hardness 10, 20 hit points) or dislodge it with a successful
Strength check (DC 13). Scaling ladders weigh 90 pounds. Longer
versions are also available with extra reinforcement to support the
length; double the price and weight for each additional
20 feet,

TORTOI€

Not an item so much as an
addition to another item,

this movable roof is layered
with slate, stone, and steel
to make it nearly immune to
ranged weapons and fire. A
tortoise can be added to a battering
ram, mouse, or war drum stage for
the listed additional cost. It grants all
crew underneath full cover
against attacks from above
and half cover against
attacks from the front and
side, The roof itself has
hardness 10 and 120 hit points,
and takes only half damage from
energy attacks.

A siege engine that incorporates a
tortoise requires two additional
crewmembers to deal with the extra
weight.

WAR PRUM 5TAGE

No one would confuse orcs with clever creatures, but sometimes
their understanding of war and psychology borders on the
supernatural. These strange mobile pavilions are built like
enormous drums themselves, with huge stretched-skin floors and
hardwood walls to echo and amplify any noise made within, Twenty
or more performers seat themselves in a circle on this stage, and
each bangs on a huge wooden war drum, The resulting cacophony
is comparable to thunder, and it has such deep low notes that it can
be felt, if not heard, from miles away.

Enemies within 10 miles subjected to this treatment suffer no real
penalty, but the sheer noise means that simply speaking requires a
move-equivalent action, instead of a free action, Within 5 miles of
the war drum stage, spellcasters suffer a =2 circumstance penalty on
Concentration and Spellcraft checks, and the din makes speaking a
partial action instead of a move-equivalent action. Within 1 mile,
all defenders suffer the effects of being shaken (-2 morale penalty
on attack rolls, weapon damage, and saves); speech requires a full-
round action, and spellcasters suffer a -2 circumstance penalty on
Concentration and Spellcraft checks.

RACES> OF RENOWN: WRATH & RAGE

75



- CHAPTER SIX; TYPICAL NPC5

APPENDIX,

TYPICAL

This chapter presents tables containing statistics for five typical orc NPCs at various levels. Two, the warrior and the adept, are detailed for
10 levels while the others, members of adventuring classes, are detailed for 20 levels. These charts are meant to help GMs run encounters
with large groups of ores or in unexpected situations, or to serve as a guideline when generating an orc NPC from scratch. Making small
adjustments to the statistics below can also greatly ease the workload of creating individualized NPCs.

- WARRIOR -

These rank-and-file ores are the most commonly encountered of their kind, They fight in loose, disorganized formations, counting on their
great strength to finish a combart quickly. This sample orc warrior starts with the standard creature statistics and advances the character to
10th level.

Greataxe Javetin
Level HP Str Dex Con Int Wis Cha Spd (1d12) (1d6) AC Touch AC F-FAC

1 5 15 10 11 9 8 8 20 +5 (+3) +1 (+2) 16 10 16

2 11 15 10 11 9 8 8 20 +6 (+3) +2 (+2) 17 10 7

3 16 15 10 1 9 E] 8 20 +7(+3) 3 (+2) 17 10 17

] 2 16 10 1 9 8 4 20 +9 (+4) +4(+3) 17 10 17

5 27 o 10 1 9 8 8 20 +10 (+5) +6 (+3) 18 1 18

6 33 16 10 1 9 8 8 20 H11/4+6 (+5) +7(43) 19 " I8

7 38 16 10 1 9 8 8 20 +H12/47 (+5) +8(+3) 20 1" 19

B 44 17 10 11 3 8 B 20 +13/48 (+T) +9(+3) 2 12 19

9 44 17 10 11 9 E: 8 20 +14/+9 (+7) +10(+3) 23 13 20

10 55 19+ 10 1 9 8 8 20 +16/+11 (+8) +11 (+4) 23 13 20

Slkill Armor
Level Fort. Ref. will Feats Climb Check Equipment

1 2 ] -1 Weapon Focus (greataxe) -1 -7 Mauterwork greatice, 3 javeling, sphint mal, pation of cwre kpht sosnds 55

2 4 1 0 1] -7 Masternork greataxe, 3 pavelns, bolf-plate, cloak of resitance +1, potion of cure light wownds x5

3 5 2 1 Power Attack 2 -6 Masteraork greataxe, 3 faveling, masterserk balfplate, cloak of resistance + 1, potion of cure moderute
s

4 5 2 4 —6 Masternork greatase, 3 javelins, marterwork balf-plate, doak of restance + 1, potion of cure moderate
wownds, patton of haste

5 5 2 1 3 -6 + 1 greataxe, pusternork paveln, fwll plate, cloak of vesstance 1, potion of owre moderate wonnds, potion
of basie

[ [ 3 2 Cleave 7 -5 +F greataxe, seasterwonk javelin, mastervark full plate, amulet of nutural armor +1, clowk of resistanee
+1, potion of cure moderate wounds x:2, potion of haste

T (4 3 2 8 -5 1 preataxe, 2 masterwork javelns, +1 fall plate, amuiet of natwral armor +1, dloak of resistanee +1,
potion of cure peoderate wosndix2, potion of baste

8 Z 3 2 9 -5 +1 greataxe, 3 masterwork gavelins, +1 full plate, amuies of matural armor +2, choak of resstance +1,
potion of cure moderate mowndind

9 7 4 3 Improved Cntical (greataxe) 10 -5 +1 preataxe, 3 mastermork parekns, +2 full plate, amwiet of watural armor +2, cloak of reststance +1, rng
of proseciion +1

10 8 4 3 12 -5 +1 proatae, § masterwork javelns, +2 full plate, cloak of resrtance +1, amwles of ratwral armor +2, ning

of protection +1, gauntiets of ogre power

- APEPT -

Adepts fulfill the spiritual and medical needs of most orc communities. In wartime they are found at the rear of the battle, patching up
warriors and improving morale with their flexible spell list.

Club Crossbow
Level HP Str Dex Con Int Wis Cha Spd (1d6) (1d8) AC Touch AC E-FAC
1 3 12 10 i 7 " 10 30 +1 (1) 0 0 10 10
2 7 12 10 11 7 1 10 30 +2 (+1) 2 n 11 11
3 10 12 10 11 7 11 10 30 +2 (+1) 2 1 1 11
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9
14
20
25
k3|
36
42
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14
l'.
21
24
28
3
35

1
1o
1o
1]
10
10
10

Con Int
11 7
11 T
11 7
11 i ]
it )
1 T
11 7

Feats

Senbe Seroll

Brew Poton

Craft Wand

Wis

Craft Mape Arms and Armor

Cha

10
1
10
il
10
10
10

Spd
0
30
30
30

1]

Skill
Climb

Club Crosshow

(1d6) (1d8) AC Touch AC F-F AC
+4(+1) 3 12 12 12
+4 (+1) 3 13 12 13
+5(+1) 4 14 13 14
+5(+1) 4 14 13 14
+6 (+1) +5 (+1) 14 i3 14
46 (1) 3 (+1) 15 14 15
47+ +6(+1) 16 14 16
Armor
Check Equipment
i} b, light erosshen| seroll of cwre dight wounds s, potion of mage armor x3, potton af cure moderate
wonnds
0 Cluby, mrastermork Spht crossbaug bracers of armor +1, seroll of cure light wownds 53, potien of cure
mrederale wonnds
(1] Cleedy masieravrk kit crossbow, bricers of armor-+ 1, coak of reitance +1, terodl of e Sght wownds x5,
potton of crr mioderate svuds
0 Musteruerk clufy, masteraonk Spht orossbon; broos of armeor + 1, ring of profection + 1, doak of reastance
+1, potion of caere moderivir wourds
1] Musterwork: duty mastrrsonk bt mrossbos; racery of armor + 1, ring of protection 4+ 1, vk of reantaue
+1, ot of natoral areor + 1, potior of care modenaly sonnds 3
0 Masteruark: cliy, masterwonk Gght erassbes; bracers of wroeor +2, rng of procecion 41, dlsak of renstanee
1, et of toatrssl arveor +1, pation of awre moderte wonnds 53
(1] Masteruork cluby, masterwork §ghe orassbon; bracers of armor 42, ring of protection +1, el of resistance
+2, ammlet of matwrsd armor+1, potton of exre moderite wowmds i3
1] Masterwork vis, *+ 1 kght erossbouy, et of matural armar + 1, Imuers of armor +2, rng of protection

[P R v A

WL L

+1, choak of redistance +2, penapt of Wisdome +2, potion of owre seackrite nounds 23
Masterwork cluh, + 1 light crosshos, bracers of armor +2, nng of protection +2, cloak of renitance

+2, amulet of natural armor +1, perapt of Window +2, sund of care moderate woands
Magrerwonk cleb, +1 kipht crossbow, bracers of armor +2, nng of protection +2, clsak of remstante

+2, amwiet of matural arovor +2, perapt of Wisdom +2, wand of owre moderate wownds

Spells per Day
1 2z

S A A P I P

R e e

- CLERIC OF HE-WHO-LWATCHES -

Clerics of He-Who-Watches are notable for their single-mindedness and fury, even among other orcs. They are the only creatures brave
enough to challenge an ore silverback for leadership of his tribe, and they often put their fanaticism on display by sacrificing their left eyes in
sympathy with their divine father.

Str

17
l'|'
17
18
18
I8
18
18
18
I8
18
18
18
18
18
18
18
18
18
18

Dex

10
1
10
10

10
10
10
10
10
10
10

10
10
10
10
10
10
10

Con

2
i2
12
2
12
12
12
12
12
12
12
12
12
12
12

12
12
12

12
12

Int Wis
12 13
12 i3
12 13
12 13
12 13
12 13
12 13
12 14
12 14
2 4
12 14
12 15
i 15
12 15
12 i
2 18
12 18
12 18
12 1]
12 2

Feats

Seribe Serall

Cha Spd
(] 20
f 20
[ 20
6 20
6 20
[ 20
6 20
[ 20
[ 20
f 20
6 20
(] 20
[ 0
[ 20
6 20
6 20
[3 20
L} 20
6 20
] 20

Skdll

Concentration

Longspear Crossbow
(1d8) (1d10) AC Touch AC F-F AC
] 0 16 10 16
+6 (+4) 2 16 10 16
+7 (+4) 3 17 10 17
+9 (+6) 4 17 10 17
+9 (+6) 4 18 10 18
+10 (+8) 5 18 10 18
+11 (+6) 6 19 10 19
+12/47 (+7) 7 19 10 12
#12/47 (+7) 7 19 10 19
F13/48 (+T) 8 20 i} 20
+14/49 (+T) 9 20 10 0
+15/410 (+T +10 (+1) 20 il 20
+16/+11 (+8) +10 (+1) 21 10 21
+17/+12 (+8) +1{+1) 2 11 22
+1B/+13/48 (+8) +12(+1) 23 1 23
+20/+15/+10 (+9) +13(+1) 24 11 2
+20/+15/+10 (+9) +14 (+2) 24 i 24
+22/+17/+12 (+10) +15(+2) 24 11 24
+23/+18/+13 (+10) +16 (+2) 24 1 24
+25/+20/+15 (+11) +18 (+3) 24 11 24
Skill Armor
Heal Check Equipment
5 -6 Longspear, heavy croisbon; masteraork gplint marl, potion of came fght wounds xof
6 -6 M. k lomgipear, vk beavy crosrbow, k spbint meazi, polson of ure

bpht sonnds x4, potion of blur, seroll of protection frome elemvents
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__CHAPTER SIX: TYPICAL NPCS

Slill Skdll Armor
Level  Fort. Rel. Wil Feas Concentration Heal Check Equipment

3 4 1 4 Combat Casting 7 7 3 M. & longrpear, rik beay crossbow; MIASTERWOrk: balfplate, posion of cure
gt mosondls x4, seroll of protection from elements x3

4 - 1 § 8 8 -6 M. & longipaar, k heavy craishou; k baifplate, potion of cure
wmaclerate wounds, seroll of protection from elesvenits

5 5 I 5 9 9 & Masterwork longspear, masterwark heavy crosrbou; fioll plate, potion of cwre moderate
wownds, potion of bwe x2

6 6 2 6 Brew Potion 10 10 -5 M. ke domgspear, k becy erostbony i full plate, potion of e
mcderate wosnds, potion of binr xc2, potion of buils strength

7 6 2 6 1 n -5 Martermork bngspear, materwork beavy orosshon; +1 full plate, potson of bulls strength x2

8 7 2 8 13 15 -5 1 longypear, mastersurk bayy erossbow; +1 full plate, seroll of dispel mage x2

9 7 3 8 Craft Wand 14 16 -5 +1 loagipear, materwork beavy crossbow, +1 full plate, seroll of dispel magic x2, reroll of
cure gerious wosnds

10 ] 3 9 15 18 -5 +1 longspear, mastersork heavy crossbow, +2 full plate, seroll of dispel magie, serall of
caire gerinut wounds, serolf of righteous meight

i 9 4 10 16 19 -5 + 1 fomgipear, masterwork beavy crassbom;, +2 fulf plate, cloak of resistance +f, soroll of
Jprayer; seroll of cwre serons wounds

12 10 3 1 Eye of He-Who-Watches 17 21 =5 + 1 dongspear, +1 beayy evosshow, +2 fuil plate, cloak of resistance +1, seroll of harm,
sevodl of cwere serions wounds

13 10 3 " 18 22 =5 +2 lengipear, +1 beavy cressbon, +3 full plate, cloak of resistance +1, soroll of hare,
sevoll of sumemon mongter 1, potion of beroism

14 i} 3 12 19 23 -5 +2 lomgapear, + 1 beavy crossbow, +3 full plate, cloak of resistance +1, ring of protecnion
+1, seroll of barm, potion of beroitm x2

15 11 4 13 Eye of Destruction 2t 26 -5 +2 lomgspear, +1 beavy crosibow, +4 full plate, coak of reasiance +1, nng of protecrion
+1, periapt of Wisdore +2, seroll of barm, potion of beroitm x2

16 12 4 15 23 28 -3 +3 longspear, +1 beavy crosshon, +5 full plate, cloak of resistance 41, ring af protection
41, periapt of Wisdom +2, wand ewre moderate wosnds

17 12 4 15 24 29 -5 3 longipear, +2 beavy erosshom, +5 full plate, cloak of resistance +1, ring of protechion
+1, periaps of Wisdem +2, mand of cure moderate wounds, sund of bold person

18 15 7 18 Maximize Spell +25 30 -5 +4 lomgspear, +2 beavy crossbow; +3 full plate, cloak of recictance +3, ring of protecion
+1, periapt of Wirdow +2, wand of cure moderate wownds, sund of bold perion

19 15 7 18 26 32 -5 +4 longspear, +2 beary crosibon; +5 bt fortification full plate; cloak of resistance

+3, rng of protection +1, periapt of Wisdom +2, wand of bold person, seroll of
carthquake, elemental rwarm, implason

20 16 7 21 29 35 o +5 donggpear, +3 beary erassbom; +5 moderae fortification fil plate, coak of resistance
+3, nng of protection +1, periapt of Wisdom +4, sorolf of earthguake, elemental

Twarm, impiosion

Spells per Day
Level Wis 0 1 2 3 4 5 6 7 8 9
[ 13 3 2+1
2 13 4 F1
3 13 4 3+1 1+1
4 13 5 4+1 2+1
5 13 5 4+1 2+1 1+1
f 13 5 4+1 I+ 2+1
7 13 6 541 I+t 2+1 1+1
# 14 6 541 4+1 3+l 2+1
9 14 6 541 5+1 3+t 2+1 141
1m0 14 6 5+1 541 3+1 3+1 2+1
[} 14 13 G+l 5+1 4+1 3+1 241 141
12 15 6 6+1 G+1 4+1 4+ 3+1 2+l 1+1
13 15 6 G6+1 6+ 4+1 4+1 3+l 3+ 2+
14 15 [ 6+1 o+1 541 4+1 4+1 i+l 2+ 1+1
15 17 [ 6+l o+1 6+1 4+1 4+1 3+1 i+l 2+
16 18 6 6H+1 6+1 ot 6+1 4+1 4+1 3+ 2+ 1+1
17 18 ] G+l 6+l 6+ 6+l 4+1 4+ 3+l i+l 2+
18 18 [ G+ 6+1 G+ 6+l 5+1 4+ 4+1 3+ 3+l
19 18 4 6+1 G+1 6+ Gt 5+1 a+] 4+1 a+] 4+
20 2 [ T+1 T+1 a+1 G+ Gt 5+1 4+1 4+1 4+]

- BARBARIAN -

These ferocious orcs are the unquestioned masters of any orc warband, and the lucky few who live to be silverbacks often become chiefs of
their tribe. Far more die raging in battle, cut down when they take on hopeless odds in a blind blood-fury. (Note that this sample barbarian
does not include raging statistics.)

Greataxe Composite

Levee HP S Dex Con Int  Wis Cha Spd (1d12) Longbow (1d8) AC Touch AC F-FAC
I 14 19 13 4 B 10 6 30 +7 (+6) 2 14 n 13
2 22 19 13 14 & 1] G 30 +8 (+6) +3 (+4) 14 1 13
3 31 19 13 4 B 1] [ 0 +9 {+6) +5(+4) 14 4] 13+
4 20 13 14 8 10 6 30 +11 {(+7) G (+4) 14 1 13
5 48 20 13 14 8 10 6 30 +12 (+8) +7 (+4) 15 1 Lar
6 6 20 13 14 5§ 10 6 30 +13/+8 (+8) w8 +3 (+4) 15 " 14¢
7 65 20 13 14 8 10 6 30 +14/+9 (+8) +0/ 4 (+4) 15 1" 14¢
8 732 13 14 8 10 6 M +15/+10 (+8) +10/+5 (+4) 15 1 14%ee
9 82 2 13 14 8 [H] [ ) +16/+11 (+8) +11/+6 (+5) 16 1" 15
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WPy -

e

1n

17

20

Level

0
107
116
124
133
141
150
158
167
175

HP

1o

Str

Dex Con
13 14
13 14
i3 14
13 14
13 14
13 14
13 14
13 14
13 14
13 14
13 . 14

1...

(F

(%]

u.

[

Dex Con
15 13
15 13
15 13

Wis

10
10
10
1]
|1}
10
10
10
10
10
10

Weapon Focus (greataxe)

Improved Critical (greataxe)

Unstoppable Rage

Wis

Feats

L)

6l
i}

Dodge

Punishing Rage

LUnholy Rage

Leaderst

Cha

hip

Spd

Greataxe
(1d12)

+18/+13 (+9)
19/ +14/+9 (+9)
+21/H16/+11 {(+11)
+22/+17/+12 (+11)
+24/+19/ 414 (+12)
+26/+21/+16 (+13)
428/+23/ 418/ 413 (+14)
+30/+25/+20/+15 (+15)
+31/+26/+21/+16 (+15)
+I2/+2T/+22/+17 (+16)
+34/420/+24/+19 (+18)

Skill
Climb

19

20

23

25

Skill
Jump

6

23

£}

33

35

36

37

39

Composite
Longhow (1d8) AC Touch AC F-F AC

+12/47 (+5) 16 1" 15*

+13/48/43 (+5) 16 " 15
+14/+9/+4 (+5) 17 1] 16+

+15/+10/+5 {+3) I8 i 17
+1T/+12/47 (+6) 18 1] b
+18/+13/+8 (+6) 19 11 18*
+21/+16/+11/+6 (+6) 20 11 19+
423/ +1B/+13/+8 (+7) 21 " 200
+24/4+19/+14/49 (+7) 22 13 21+
+26/+21/416/+11 (+8) 23 13 g
AT/ H22f AT/ H12(+8) 23 13 23

LOR R

Armor
Check

- ROGUE -

Ore rogues are relatively rare but brutally efficient at what they do. The rogue listed below is only moderately stealthy, but his Dexterity
improves with age and rrns him into a classic backstabber.

Short
Sword(1d6)

+3(+3)
+4 (+2)
+5(+2)

Equipment

Mastersork greataxe, compasie longhes, mastersork bide

Masterwork greataxy, mighty composite longbow (+4), masterwork bide

Masterwork greatase, matterwork mighty compostte langbow (4, masteravrk hide, potion
of cure hight wownds x3

Masterwork greataxe, masterwork prighty composrte longbow (+4), masterwork bide, poten
af cure light wownds x3, potion of buils rivength

+1 greative, masierwork mighty composee lowgbow (+4), +1 bede, pation of oure hght
wasendds 33, posson of bulls strength, potion of iwre maderate wosnds

+1 greataxe, masterwork mighty componte borgbow (+4), + | bide, potion of cure bght
wounds x5, potion of bulfs strengeh, potion of cre moderate wounds

+1 greatacce, masterwork mighty cmponte kongbow (44}, +1 hide, potion of care dght
wonnds 3, potion of buill’s strength 33, potion of cure madenate wosnds

+1 greatasce, masterannk mighty composite longboin (+4), + 1 bide, pation of cure hght wonnds
23, patront of bwilds strength 3, potion of e moderate wownds, pofion of cire seriois
wounds

+1 greatasce, +1 srighty compasite fonghow (44}, +2 hide, potion of cure Kght womnds 33,
poton of bull} strength x3, potion of cure moderate wonnds, potion of cure serions
wosmdy, potion of batte

+2 greatay, +1 msghty compasite kmgbow (+4), +2 kide, vloak of renstance +1, pation
of cure fipht wounds x:3, potion of bulls strengeh x3, potion of care moderate wounds,
Dotion of rure serions wounds, potien of bate

+2 greataxe, +1 mighty composite bnghow (+4), +2 hide, cloak of revistance +1, potion of
cuire gkt wosntds, pation of bullF stremgtly 303, pation of cire moderare wonnds, potion
of cure reions wounds X2, potion of hate

+2 greatace, +1 mphty composite domgbow (+4), +3 bide, cloak of resistance +1, potion of
bull’s strengih, potsan of cure moderate wounds, potion of cure serious wounds x2, pation
of battr, pation of heroiim

+2 greataxy, +1 moghty compesite lomgbow (44, +3 bide, cloak of resistance +1, amulet
of matural armor + 1, potion of e moderate soundy, potien of aere serons sosnds
22, potion of haise, pation of heraism

+3 greataxe, +2 mghty compante longhow (+4), +3 bide, cloak of resistance +1, wmler
of watwral armor +1, boats of strding and sprnging, ponaw of eire serions mounds x2,
patiant of haste, pation af berotim

+3 greataxe, +2 mighty composite longhow (+4), +4 hide, cloak of resistance +1, et
of matural armar +1, boots of rtriding and springing, ganntlets of agre power, potion of
catre geriois woinds 52, pation of baste, potion of beroirer

+4 greatay, +2 mighty composite kmgbow (+4), +5 bide, cloak of resistance +1, amwiet
of natural armor +1, boots of striding and rpringing, paintiess of egre powver, bracer
of archery, potion of cure irrions wownds x2, potion of berotim

+5 greatace, +3 mophty compassie longbow: (+4), +5 bede, choak of resistance +1, wwenlet
of nawrnl armor +2, boots of stviding and springing, pantlets of ogre power, bracers
of anhery

+5 greatase, +3 mighty comporite longbow (+4), +5 light fortification bide, dloak of
resigtance +1, amulet of matwral armor +2, boots of siriding and springing, gawntieti
of ogre power, bravers of archery, ring of protection +2

+5 keen greatae, +4 mighty companite longbow (+4), +5 gt fortification bide, cloak of
resstance +1, amulet of watwral armor +2, beots sinding and ppringing, gasmtiets of
ogre powver, bracers archery, ring protection +2

+5 keen flanving greataxe, +4 mighty composste longhow (+4), +35 moderate fortification
bide, cloak ressstanie +1, amlet of natural armor +2, boots striding and springng,
gasmitiets ogre power, bracers archery, ring of profection +2

Shortbaw Sneak Touch F-F
(1d6) Attack AC AC AC

k} +1d6 16 12 14*

4 +1d6 1] 12 14*

3 +246 16 12 14+
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Short Shortbow Sneak Touch F-F

Level HP Sir Dex Con Imt Wis Cha Spd Sword(1d6) (1d6) Attack AC AC AC
4 20 14 1 13 12 10 [ 30 +6 (+2) 7 +2d6 17 13 4=
5 25 14 16 13 12 10 6 30 +6 (+2) y +3d6 17 13 14%
6 29 14 16 13 12 i 6 0 +8 (+2) 8 +3d6 17 13 14%
7 34 14 16 13 12 10 6 30 +9 (+2) +0 (+1) +dd6 17 i3 14*
B 38 14 17 13 12 1w 6 30 +10/+5 (+%) +10/+45 (+1) +dd6 17 13 14+
9 43 14 i7 13 12 10 [ 30 +11/+6 (+3) +10/45 (+1) +5d6 18 13 15
10 47 14 17 13 z 10 [ 0 +12/+7(+3) +11/+46 (+1) +5d6 18 13 1
1 52 14 17 13 12 1a [ 30 +13/+8 (+3) +12/+7 (#1} +6ddb 18 13 i5*
12 56 14 18 13 12 10 [ 30 +16/+11 (+4) +15/+10 (+2) +6d6 19 14 15*
13 61 14 18 13 12 10 [ 30 +16/+11 (+4) +15/+10 (+2) +7d6 20 15 16*
14 L] 14 18 13 12 1 [ 30 +17/+12 (+4) +16/+11 (+2) +7d6 21 16 T
15 70 14 1§.] 13 12 10 [ 30 +18/+13/+8 (+4) +1B/+13/48 (+2) +8d6 21 16 17
16 4 14 2| 13 12 10 [ 30 +21/416/411 (+5) +20/+15/410 (+3) +8d6 21 17 6=
17 79 14 21 13 12 10 [ 30 +21/+16/+11 (+5) +23/+18/+13 (+3) +9d6 2 17 17
18 B3 14 2 13 12 1] [ 30 +23/+18/+13 (+6) +24/+19/+14 (+4) +9d6 2 i7 17
19 B8 14 2 13 12 1 [ 30 +25/+20/+15(+T) +26/+21/+16 (+5) +10d6 24 I8 19+
20 2 14 22 13 12 10 [ 30 +2T/ 127417 (+7) +26/+23/+18 (+5) +10d6 24 I8 19+

*Uncanny Dodge usually prevents character from losing Dex bonus to AC

Skill  Skill Skill Skdll Skill Skill Skill  Skill Skill Armor
Level Fort. Ref. Will Feats Qlimb  Disable Hide Listen Silet Open Search Spot Tumble Check Equipment

N

1 1 4 ] Improved Initianve 4 3 4 4 4 6 5 4 4 Masterwork shart rword, masteraork shortbos; cham sherd, potion

of cure light wonnds 22, posion of hiding

2 ! 5 (1 5 ( 5 5 5 T 6 5 5 -2 Masterwenk shart word, masterwork. shortbo; cham shir, pofion
of spider climy posson of cat’ grace

3 2 5 1 Pount-Blank Shot T T 7 & 7 8 7 6 7 -1 Mastruonk short raond, mastersonk shortbon; mattersork: chan
dhirt, passon of sty priee, potion of winom

4 2 7 1 8 L] 9 7 9 10 8 7 9 -1 M short meond, k shartion, masieravek chan
abert, potion of cat’s groee, posion of viian, potion of reciar

5 2 7 9 11 10 L] 1] 13 9 B o -1 M k short nuord, k shartbou; masterwork chan
abirt, . thener” fonds, potion of cats grace, potton of v,
pation of reduce

6 3 8 2 Weapon Focus (shortsword) 10 12 1 9 1 1 10 9 1 -1 Marteraork short saord, shortboms ok chan
shurt, mm. thorves” fools, potion of otk groew, potion of alier
sel, potom of recuce

7 3 8 2 1 13 12 10 12 15 1 10 12 -1 Masternork rhart nword, +1 shortbou; masteranrk chan chirt,
. thteves” fools, podton of at T gracs, potsow of ey modenate
wowndr

B 3 . T 12 14 13 n 13 16 12 1 13 -1 41 thort muvnd, +1 shortbou; miastersionk chain thirt, m, thicves’
tnals, potion of cath grsce 322, posien of caere modine
Bownd

9 4 0 3 Weapon Finesse shomrswond) 13 15 14 12 14 17 13 12 14 -1 +1 short ouord, +1 thartbow; +1 cham thirt, m. theever” tools,
prtians of ca’s groce 22, potion of e moderute woinds 2

10 5 1 s 14 16 15 13 15 18 14 13 15 -1 1 short suwond, +1 shorthoug +1 chain thirt, o, thieves ools
ok 6f resistance +1, pasion of et} grae 32, potion of
aay maderate sowndr 22

n 5 1 4 15 17 16 14 16 19 15 14 16 -1 + 1 short mord, + 1 thorthom; + 1 chgm chert, e Heeves’ bools
cloak of renustiance + 1, potion of fiy poton of redace, posion
of enry meocderste wowndr %2

12 0 3 5 Preqise Shot 16 18 18 15 8 2 16 15 18 -1 +2 shart sword, +2 thorthow; +7 chann shirs, pr. tveres” fools
cloak of resitiance +1, pasion of gaseous form, potien of
bagy

13 6 13 5 17 19 19 16 19 2 17 16 19 -1 +2 chort tword, +2 thortboss +1 chan thert, m. tiseves” tooll,

ok of resitince +1, awukd of Ratwral areor +1, potsent
of graseond forms, posson of haste

14 6 L 18 20 30 17 20 2 18 17 20 -1 +2 thort sword, +2 thorthony, + 1 shaidme: chati hirt, mr. Hhieves'
tools, cloauk of renistance + 1, anolet of matral armor +1,
nng of feofection 1, potion of e serous wetds

15 7 48 Tron Wil 19 2] 3 18 21 24 19 18 21 -1 +2 short murd, +3 shortbon; +1 shades: charn tlyrs, v, tieres’
fooly, dhaak of resstence + 1, aneulet of natseral armor +1,
g of prodectson +1, dutt of dicappearane

16 7 16 8 21 2 M 19 24 26 20 19 24 ] +3 short mord, +3 thortban; +1 thadow stwided lecitber, .
thizves” toolt, chhak of resistance +1, amulet of matiral
armaor + 1, nng of profection +1, dust of distipearance,
pover of Dietentty +2

17 7 16 8 2 23 35 20 25 27 2 20 2 ] +3 short murd, +4 ghortixuy +2 thadow: rtudied lestber, m.
theever” moll, chak of remitane +1, anmet of matsoral
armoe +1, nng of produon +1, gover of Dectmity +2,
drscers of archery, posion of e sevious wonnds 2

18 L) LA Combat Reflexes 23 24 16 2] 26 28 22 2 26 ] +4 short mvind, -+ shortbou; +2 thadour piwdded feather, m.
thiees toolt, vinade af restivance + 1, i of matural
armor+1, rinp of froéetion <1, glover of Dectertty 42,
braiers of archery, boots of levtation, ponow of eere serons
wonmdi x2

4] 8 9 24 25 37 2 7 o) i} x 1 0 +5 short cvvrl, +5 shorbosy, +3 shadew ttudded leather, m,
Hrieves' tools, vk of resistance +1, aomdet of metseral
armtr +2, ring of protection +1, gieves of Decterity +2,
racers of urehery, bootr of lstation, potion of cere s
wincds x 2

20 B 19 L] 25 26 39 23 29 k) | 24 3 29 0 +5 chort merd, +5 frost thorthon; + 3 thadbs stiudded deather,

. theeves tooll, caak of reastanee 41, amendet of ratserind
armor +2, rg of protecsion +1, gloves of Dentoriey +2,
Dracers of archery; boots of devetation, ring charmeleon power




UNLEASH

THE AXES

OF FURY!

The biggest, meanest, dumbest race in d20 is back for another round. The orc has long been a punching bag
for fantasy gamers, but not anymore! The orcs (and half-orcs) of Wrath &> Rage are stronger, more savage, and
more cunning than anything you’ve faced before. This toolkit for GMs and players is packed with new options,

including:

*  Over 50 new feats, including Rage Channeling
feats that let you “spend” a rage to create new
types of mayhem.

*  Seven new prestige classes for GMs and
players, including the Rage Smith and the Soul
Gorger.

* 4 new creatures and 3 new templates—allies
and servants of the orc tribes.

* 2 sample orcish pantheons: the Great Warband
and the Patrons.

e 9 new domains, including Savagery and
Treachery, and over 20 new spells.

. New equipment worthy of a warlord: exotic
weapons, magic items, and siege engines.

) 80 levels worth of NPC stats for Gamemastets
on the go.

¢ Interior illustrations by featured artist Toren
“MacBin” Atkinson.

Whether you intend to use orcs against your players,
or to play one yourself, Wrath & Rage guarantees that
you’ll never look at this ancient race the same way

again.
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(LIWAT 15 OCL INTERLINKS
Green Ronin Publishing and Paradigm
Concepts have teamed up to create OGL
Interlink, a series of related sourcebooks for
the d20 System. Initially, these books will
come from Paradigm’s Races of Legend
series and Green Ronin’s Races of Renown
series. If you enjoy Wrath & Rage, you may |
want to check out Eldest Sons: The Essential
Guide to Elves from Paradigm. Stop by our
website for more information. |

Wrath & Rage:
A Guidebook to Ores and
Half-orcs

Wrath & Rage requires the
Dungeons and Dragons® Player s
Handbook, Third Edition,
published by Wizards of the
Coast® for use. Dungeons and
Dragons® and Wizards of the
Coast® are Registered Trademarks
of Wizards of the Coast, and are
used with Permission.
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