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Requirements: Str 12, Con 12
Prime Requisite: STR and CON
Hit Dice: 1d10

Maximum Level: 12*

Half-Ogres are creatures born of a union
between a human and an ogre. These
relationships are often born of the slaughter and
carnal desire of marauding ogre tribes. When
the half-ogre is born, it is a beastly, inhuman
creature that is often cast off by its own parents.
Humans regard them as terrible monsters and
ogres consider them weak and inferior. The rare
few who survive to adulthood find that they
have no place in society. As such, they take
easily to the life of an adventurer, where they
can live on the road and earn their way in the
world by the inborn strength given to them by
their monstrous parent. Half-ogres typically
stand eight feet tall and weigh between 350 and
450 pounds. They are heavily muscled and often
have sloped foreheads and ruddy colored skin.

Half-ogres are able to wield any melee
weapon they choose, but are limited in their
selection of ranged weapons. Because of their
large size, they may only use heavy crossbows

and long bows in ranged combat. Short bows,
slings and light crossbows are too small for their
massive hands. They can, however, use any
thrown weapon they choose and often specialize
in throwing large rocks or boulders (see below).
While they are capable of wearing padded,
leather, or studded leather and utilizing a shield,
such items (along with other clothing or worn
adventuring gear like backpacks or belt
pouches) must be specially crafted for them and
cost 50% more than the standard price.

A half-ogre uses the Attack Values of a
Fighter and the saving throws of a Dwarf of
equal level. They can be of any alignment,
though the vast majority are Chaotic. They can
speak Common, Giant, and their alignment
tongue. If the half-ogre has a Strength of 16 or
higher he receives a +5% to all experience
points earned. If both Strength and Constitution
is 16 or higher they receive a +10% bonus.

Half-ogres have a naturally thick hide
and because of this they receive a one-point
bonus to their armor class. In addition, due to
their stature they can wield any two-handed
melee weapon (such as a war hammer or two-
handed sword) in one hand without penalty.
However, using very small weapons (such as
dagger or darts) is difficult for them due to their
large hands and they suffer a -2 penalty
whenever wielding such a weapon in melee.

They are also able to throw large stones
in battle. These stones have a range as a javelin
or javelin and do 2d6 points of damage, plus the
ogre's Strength modifier. Ogres begin play with
3d4 such stones, which they typically keep in a
belt pouch. When an ogre wishes to gather more
of these stones, they must travel into the
wilderness in search of them. Such a search
takes 4 hours of time and yields 1d4 suitable
stones. Legends tell of rare and powerful half-
ogre magi have actually created magical



throwing stones, though evidence to confirm Half-Ogre Character Progression Chart

this myth has never been discovered. Experience | Level Hit Dice (1d10)
Reaching 9" Level: At 9" level a half- 0 1 !
ogre becomes known as one of the Brute, 2187 2 2
through out the land. Their prowess in battle and
. ) . 4375 3 3
reputation for violence draws the attention of
2d6 fighters or half-ogres. In addition, 1d4 ogres | 8751 4 4
will actually come into their service. All of these | 17501 5 5
followers are chaotic in alignment and will
expect their new master to lead them in raids on 35001 6 6
villages and local farming communities. 70001 7 7
140001 8 8
A half-ogre who does not engage in such
activity regularly may find his followers will 280001 9 9
turn against him unless he rules with an iron 400001 10 +3 hp only*
fist.
® 540001 1 +6 hp only*
660001 12 +9 hp only*

*Hit point modifiers from constitution are ignored
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Barrel Rider Games™ is copyright 2012, James M. Spahn. The Barrel Rider Games™ logo is copyright 2012, James
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DESIGNATION OF OPEN GAME CONTENT
All text not identified as Product Identity is Open Game Content.
OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game
Content; (b)"Derivative Material" means copyrighted material including derivative works and translations (including
into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute;
(d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to
the extent such content does not embody the Product Identity and is an enhancement over the prior art and any
additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but specifically excludes Product Identity. (¢)
"Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses
and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark"
means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to
use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content.
(h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No
other terms or conditions may be applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity.
You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.



8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you
are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and distribute any Open Game Content originally distributed
under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some
or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure
such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this
License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to
the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.



