The Goblins of Tellene

Goblins

History

"Welcome to my third lecture on the evil races of Tellene. In this lecture I shall be discussing goblins, a universally despised race. I spent many months studying this race from within the Great Library and have gleaned many useful facts."

Roshnyr Karkyn, wizard-scholar of Dijishy.
Anatomy

"Goblins are weak creatures. Why, my grandmother could wrestle one to the ground with ease. Yes, they are fast, but only when running away."

Roshnyr Karkyn, wizard-scholar of Dijishy.
XXX BEGIN SIDEBAR XXX

Goblin Vocabulary

Goblins speak a dialect of Goblin that is more basic than that used by hobgoblins. Many Goblin these words appear throughout this text.  The first time a new word is encountered, a translation appears next to it. A complete glossary of all the words used can be found on page XX, with a pronunciation guide in the Language section (see page XX).

XXX END SIDEBAR XXX

Wherever one finds civilized races one can find goblins. Although they prefer hilly and mountainous terrain, which offers the best shelter, goblins are vermin and cannot survive without the civilized races from whom they steal what they need. Although goblins come in a variety of colors and sizes, there is but one primary species. A later section is devoted to one specific breed of goblins that has followed a different evolutionary path, but they are a unique case.


The goblin word for their species is xxxx, which means "earth crawler." The word goblin is actually a Merchant's Tongue word and is synonymous with "vermin."

Physiology

Goblins are the runts of the goblinoid races. Whereas hobgoblins and bugbears possess impressive physiques, a typical goblin stands 3 to 3-1/2 feet tall and weighs only 40 to 45 pounds. Males and females exist among the race, with females accounting for perhaps a third of goblin numbers. Without stripping them naked, it is very difficult to differentiate between the sexes; goblin females possess two breasts, as with most mammals, but they are not as developed as with other sentient races.


The face of a goblin is flat, with pronounced brow ridges, a broad nose with large nostrils, big ears, and a wide mouth filled with small, sharp teeth. Beneath the brow ridges are two deep-set eyes, ranging in color from red to yellow. Although often said to have a feral look, their eyes are actually dull and often glazed, as if the goblin's mind is elsewhere. While not as sharp as those of elves in low-light conditions, they are adapted to working in daylight and zero-light conditions. Under most conditions their eyesight is as sharp as that of humans.


Their big ears are pointed and often stick out over the top of the head. Despite possessing large ears, goblin hearing is no more advanced than that of most other races. Unlike bugbears, their ears cannot rotate. Why goblins developed large ears is a mystery, though many scholars suspect that goblins once had improved auditory capacity but lost it when they began to explore the surface world.


In the centre of their face is a broad, flat nose. Seen in profile, the nose is nowhere near as pronounced as that of humans and in many cases protrudes no further than the level of the brow ridges. Wags have commented that the brow ridges are used as fenders, allowing the goblin to bump into rocks without risk of breaking his nose. They have two crescent shaped nostrils, spread further apart than with humans, and a much large fulcrum (the indent linking the nose to the top lip).


The face of a goblin is shaped very similar to a number eight. The upper part houses the brain and eyes, then angles in toward the nose, before expanding again to accommodate the mouth. A goblin's mouth stretches across his face level with the outer edge of the orbital socket, making it twice as wide as that of a human, in comparison. Within the mouth are two rows of teeth, one on the upper jaw and one of the lower. The upper teeth are sharp fangs, whereas the lower teeth are broader and flatter. When eating meat off the bone, a goblin clamps his mouth around his food and moves his bottom jaw from side to side, using the top teeth as a saw while the lower teeth hold the food steady. Despite the sharpness of the upper teeth, they are too small to be any real danger to prey larger than a rabbit.


Goblins do have body hair, but not to the same extent as bugbears. Tufts grow on the forearms and thighs, sometimes the tops of the feet, and on the head, though they never grow facial hair. Head hair is nearly always black, greasy, and hangs in long, thin strands. Other bodily hair is much shorter and coarser. As with many mammals, it provides some insulation against cold weather.


Goblin skin has the same texture as with humans but is drawn much tighter across the weak muscles, giving goblins a very gaunt look. Skin tones range from yellow to orange through to deep red with no apparent pattern save that all goblins within the same tribe have the same colored skin. No special link between geographic location and color exists, though it is possible that goblins were once several subraces now combined into a single race. As the goblin ages his skin tightens still further, giving him a pinched look.


The palms of the hand and soles of the feet are rough and leathery, perfect for clambering over rocks. Long nails protrude from the digits, but are ineffective as weapons or when climbing. Rather than being actual claws that evolved for a reason, it is more likely poor hygiene is to blame for these growths. Some scholars point to the bugbears' developed claws as proof that goblin claws once served a purpose, but there is no proof to verify such claims.


As noted already, goblins are not the strongest of races. Their muscles are designed for short, rapid movements rather than prolonged activity. As such, they are agile, graceful creatures but lack the power to be good climbers or jumpers. Their long legs allow them to move at a rate more common to larger races, and they can outrun gnomes and halflings. Although they exist primarily by scavenging, they do supplement their diet by hunting, and speed and guile are a goblin's favored weapons. Of course, the increased speed is also very handy for fleeing.

Psychology

Many races consider goblins to be stupid, lacking advanced cognitive capacity, and similar in overall intelligence to orcs. Sadly this is not the case; a typical goblin is as smart as a typical member of any of the great races (save certain elf subraces). It is true their ability to apply reason and logic is more akin to orcs, but such things matter little to goblins and are often indicative of a culture which prizes and rewards social order. Their brainpower is highly developed when it comes to guile and subterfuge. Goblins are expert liars, dangerously cunning, and totally immoral beings.


Goblins are not social creatures, however. Yes, they live in large tribes, but this is for mutual protection and out of fear of one's superiors rather than as a true society. Racial interaction tends to be through violence, or at least threats of violence, rather than politeness or etiquette. Their society is disorganized and without a constant presence of a strong leader soon devolves into anarchy and infighting.


Male goblins have a potent sex drive and seek to mate as often as possible. Grabbing a female and trying your luck is not usually the best way to get sex, however. Females are aggressive and must be pacified with gifts of food if they are to accept a sexual partner. Both sexes lack parental instincts, and once the young are born they are left to fend for themselves.


Being small and disorganized, it should come as no surprise that they are consummate cowards. Often bullied by larger goblinoids and orcs, they also practice inter-racial bullying and a goblin who stands out from the crowd is either a leader or viewed as a threat to the leader's position. Given that the latter is a death sentence, most prefer to hide among the masses and do as they are told. There is no word in the goblin dialect for coward and no concept of what it means. Running away and saving your own skin, even if it means leaving colleagues in mortal danger, is an accepted goblin trait. They care little for any creature and certainly possess no honor or devotion. Fear keeps the masses in line. Only at higher levels of society does running away become a danger, for lesser goblins make look upon it as a sign of potential weakness, ripe for exploiting.


They are also inherently lazy and unimaginative. While they possess the manual coordination and mental faculties necessary to craft tools and weapons, they prefer to take what they want by force. Of course, being cowards they must use overwhelming force or trickery but are loathe to attack strong foes unless the rewards are exceptionally good.


Goblins have little concept of beauty and place no value on works of art unless it has an obvious monetary or practical value. Thus, paintings are considered worthless, but jewelry is valuable as it can be worn as a display of wealth and power. Tapestries are often used as sleeping mats or hung to block drafty doors, but are never used as decoration. Goblin culture is based upon taking what you want rather than buying it, especially among their own kind. Leaders endeavor to keep all magic items and wealth for themselves, so denying those beneath them the tools with which to attempt a coup.

Social Structure

"Goblin social structure is even more primitive than that of orcs. Every goblin is at heart a jealous, petty minded, and immoral creature out to get what he can at any cost. How can a society be judged as anything but primitive when operating on such principals?"

Roshnyr Karkyn, wizard-scholar of Dijishy.
Goblins live in a tribal society ruled by the biggest, strongest, or smartest member. Several social divides exist, but they are not defined by birthright, but by skill and ambition. Any goblin can rise to become chief if he has the ruthless ambition necessary to remove potential rivals. Most goblins, however, are content to live out their lives without making themselves a target for persecution.


Their society does not practice sexual equality. Females serve only to produce more young, but are fierce creatures able to fight off unwanted sexual advances with a bloodthirstiness not found among males. Females have no hope of rising through the social strata, but this is not to say they lack power. Many goblins, especially those with any hold on power, have favored concubines, usually those who produce healthy litters, and these females can become subtle powerbrokers, whispering ideas into the ears of their lovers.


Tribal strength varies, and indeed fluctuates, considerably, ranging from 40 to 400 members. A typical tribe, one which has managed to avoid reprisals and infighting, usually number around 200 males. Within the tribe, around 1% are chieftains and other leaders, 5% spellcasters, 80% warriors, 10% crafters, and 4% slaves. All male goblins are expected to be able to fight, for survival depends on finding your own food. Females add another 50% to the tribal strength, acting as warriors only when the lair is attacked, and the number of children usually equals that of all the adults. 

Chieftains

No goblin is born a chieftain, not will anyone give him the title. A goblin who wants to lead must be totally ruthless, completely immoral, and prepared to defend his position by any means necessary, for it is a coveted one. Although there is only ever one supreme chieftain, he has subordinates to help him maintain control of the tribe.


The highest rank is that of xxxx ("long arm"), so called because his murderous hand extends to every level of the tribe. If he wants something done, there is always someone willing to perform the task to earn his favor. Since goblins are both bullies and cowards, the xxxx is usually the biggest or strongest member of the tribe. However, a cunning mind can also win a goblin the title. Most goblins could not spot a political machination if it bit them on the hand, and a smart goblin can maneuver his way up the ladder. Staying in power through political means is far more difficult and requires constant work to fool others into thinking you are more powerful tan you really are.


Being chief is risky, because everyone else wants the position, but not without its reward. Females are usually only to happy to mate with the chief, knowing that he will gift them with plenty of food, he claims the major spoils of war (using enforcers seeking his favor to take what others will nor donate), and he can stay at home and let his warriors provide for him.


Of course, this is all a delicate balancing act. Throughout goblin history rival males have used females as assassins, only to have the assassin killed when the job is done. The spoils of war must be shared to prevent the entire tribe from rebelling yet withstand arming your rivals for a takeover bid, and failing to fight may convince others to assume you are weak and make an attempt on your life.


No matter how he gets there, no leader can hope to keep the entire tribe in order single-handedly. After purging the higher echelons of potential rivals, the xxxx appoints a number of lieutenants, though most keep the number to a handful. Known as xxxx ("long fingers"), they are the chief's enforcers, most trusted aides, and the biggest threats to his position. Their word is considered that of the chief, they impose his will on the masses, and they watch their master for any sign of weakness.


In most tribes the xxxx appoints one or two xxxx from the warriors and one from the spellcasters. Together they form a sort of council, making suggestions to their lord to further both his goals and their own. A wise chief keeps his lieutenants fighting among themselves for his favor, and thus diverted from planning his assassination. Many goblins are very happy never to seek advancement.


The position of xxxx gives one the backing of the chieftain, ample access to supplies, a harem of eager females, and all without putting one's head on the block. There is some risk of murder from jealous rivals but only the chieftain can appoint xxxx. Any goblin who murders a lieutenant to prove his worth to the chieftain has revealed his ruthless attitude to promotion and can never be trusted. Must such candidates are invited to talk to the chieftain in private, and then murdered and their remains hung up as a reminder to others who is in command.

Spellcasters

Goblins lump all spellcasters, divine or arcane, together until the title xxxx (literally "one who has magical powers"). Within the stratum there is a pecking order; clerics sit at the top, adepts rank next, and everyone else comes last. Individual character classes receive specific names based on the role they within the tribe serve rather than because they wield different magic.


Clerics hold the most power because they serve the gods. Goblins hold their faith more out of fear than open respect, and clerics, as servants of the dark deities, are therefore creatures to be feared. Since the gods speak only to them, whatever they say is treated as being of divine origin. Although all clerics must be trained warriors and serve with the army at lower levels, they wield enough power and respect to get their followers to find them food and treasure in return for protection, both temporal and spiritual. The higher one climbs up the spiritual ladder the less one has to do to be well fed.


Clerics hold important positions within society and are as devious and paranoid as the chieftain. Being senior cleric of a faith gives one great influence over numerous worshippers, enough even to challenge for leadership of the tribe. Underlings within the clergy covert the position of their superiors as much as they distrust those beneath them, and promotion can be rapid if one is prepared to make sacrifices (usually the lives of those above and below you).


The chieftain picks his spiritual advisor from their number, seeking to add divine backing to his tenuous position and limiting the high priest's own ambitions by giving him some say in how the tribe is run. Usually the senior cleric of the most powerful faith is assigned the role, but this can create jealousy among the other faiths.


Adepts are almost always found serving as warriors, using their unusual blend of spells to support the troops. More than one has gone on to hold important office. Some adepts ally themselves to a particular faith, seeking the protection of the church in return for loyal service. They can never become powerful church figures, lacking the direct contact with the deity, but there is safety in strength.


Of the other spellcasting classes, sorcerors are quite common, Basiran dancers and spellsingers uncommon, and wizards all but unknown. Most spellcasters double as alchemists and magic item crafters, and can earn rich rewards by supplying the chieftain with enough magic to ensure his position is unassailable. Of course, rivals also make promises of power and riches if they are similarly equipped.

Warriors

The term warrior is misleading when applied to goblins, for most of the soldiers rely on stealth rather than martial prowess. The name of the social class, xxxx, ("stealthy blade"), neatly sums up their attitude to fighting. The vast majority of the tribe serves as xxxx, raiding nearby settlements to gather food, treasure, weapons, and other supplies. They are not so much an army as a band of murderous cutthroats.


Goblins eat only if they hunt, and xxxx must spend much of their day hunting and pillaging. Capturing food and provisions does not give one any legal claim to it, however. Unless the warrior can hold onto his prize, someone stronger will come along and take it, either by stealth or by force. This extends all the way to the top, and unless the goblin wants a visit from one of the chief's assassins, he is advised to hand over a portion of his spoils to the boss.


Within the stratum are several character classes. As with spellcasters, individual character classes are named for their specific function. Rogues and infiltrators, not usually considered martial classes, are the most common, followed by brigands, warriors, rangers, fighters, and barbarians.


Goblin society does not place troops under the permanent command of sergeants or officers. To do so would risk creating a personality cult, and an individual with enough loyal followers could pose a threat to the chieftain. As such, warriors are assigned leaders on the whim of the chieftain. Goblin society is, in fact, very short on leaders, as detailed in the section on Warfare.

Females

Females, known as xxxx or "litter makers," hold a social status not much above that of slaves. While they are not expected, or allowed in many tribes, to follow a profession they are expected to serve the tribe. Their sole priority is to produce litters of healthy young as often as possible. They are not allowed to leave the lair except when the tribe is abandoning the position, and therefore cannot hunt. In order to survive, they must sell their bodies, accepting gifts of food in return for sexual favors. This does not mean they are harmless or submissive; more than one goblin has been killed for trying to take a female by force. In actuality only the best warriors mate regularly, for they can spare enough food to feed a female and sate their own appetite.


A pecking order exists among the females. Those mating with the chieftain are highest, then those mating with the xxxx, and finally the common females serving the warriors. Most use their higher status to demand food from lower status females, threatening them with their lord's displeasure if refused. Within any given group, the number of litters produced and the health of the runts determine one's exact status.

Slaves

Classes

"Goblins do not practice militaristic professions, being content to steal and then run away. As such, they pose no threat to the civilized races, though they are a nuisance."

Roshnyr Karkyn, wizard-scholar of Dijishy.
Adept

Aristocrat

Barbarian

Bard

Basiran Dancer

Brigand

Cleric

Commoner

Druid

Expert

Fighter

Gladiator

Infiltrator

Monk

Paladin

Psions

Ranger

Rogue

Shaman

Sorcerer

Spellsinger

Warrior

Wizard

Government

"A government run on fear of authority serves to prevent "


Roshnyr Karkyn, wizard-scholar of Dijishy.
Neutral Evil Society

Culture

"."


Mountain dwarf saying.
Cycle of Life

""


Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Childhood

Adolescence

Adulthood

Courtship

Advanced Years

Habitat

"."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Recreation

""

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Diet

""

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Clothing

""

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Beards

Medicine and Healthcare

""


Mountain dwarf saying.
XXX BEGIN SIDEBAR XXX

New Alchemical Mixtures

Item

DC to make
Market Price per Mixture

XXX END SIDEBAR XXX

Law and Order

"."


Mountain dwarf saying.
Relations with Other Races

""


Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Dwarves

Elves

Gnomes

Halflings

Humans

Hobgoblins

Half Races

Non-Civilized Races

Trade and Tribute

""

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Calendar

""

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Language

""

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Spoken

Names

Warfare

""


Mountain dwarf saying.

Weapons and Armor

"."


Mountain dwarf saying.

Ranks

""


Mountain dwarf saying.

or a lieutenant.  Commanders are usually drawn from the next lowest rank, gaining a temporary promotion.  When this 

Organization

""


Typical mountain dwarf battle speech.

Tactics and Strategy

"The true key to a good defense is teamwork and flexibility."


Mountain dwarf saying.

Ambushes

Pitched Battles

Religion

"."

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

The Pantheon

""


Mountain dwarf saying.
Religious Beliefs

""


Mountain dwarf saying.
Other Gods

Funerary Practices

Afterlife

Important Ceremonies

""


Mountain dwarf saying.
Misconceptions

""

Grarg Stoneskull, half-orc adventurer and self-proclaimed "sage of the people."

Goblin Glossary

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	


