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Introduction

Of all the “usual” fantasy races found in most roleplaying
games, half-orcs have always been a bit different. Of the two
“half-“ races, half-orcs are the only one where both parents
aren’t included as racial options: in fact, for many players,
half-orcs are simply the “player accessible” version of orcs.
While various attempts have been made to give half-orcs
their own personality to separate them from their full-blood-
ed, green-skinned cousins, some have been more successful
than others. In Pathfinder Second Edition, they got down-
graded from being their own race to being a heritage of the
human ancestry, with a mere 2 ancestry feats to their name
(although, admittedly, there are several ancestry feats for orcs
that they also gain access to). This book presents a variety of
new options for half-orc characters, including several half-orc
heritages, new ancestry feats for half-orcs, and a half-orc-
exclusive archetype, the war leader, whose fearsome battle
prowess is exceeded only by his ruthlessly efficient military
tactics.

New Human Heritages

In addition to the heritages found in the Pathfinder Second
Edition Core Rulebook, half-orc characters can also select
from among the following heritages.

You were raised among humans, and though some physi-

cal characteristics couldn’t be hidden, you were very much
brought up to fit in and belong in human society, minimizing
your orcish heritage as much as possible. You gain the orc
trait and low-light vision. In addition, you can select half-orc
and human feats (but not orc feats) whenever you gain an
ancestry feat. Additionally, you become trained in one of the
following skills of your choice: Crafting, Deception, Diplo-
macy, or Society.

You were raised among orcs, who looked down on you for the
way your human blood made you physically weaker, forcing
you to work even harder to measure up. You gain the orc trait
and low-light vision. In addition, you can select orc and half-
orc feats (but not human feats) whenever you gain an ances-
try feat. Additionally, you gain Orcish as a bonus language,
and are proficient with one of the following weapons of your
choice: falchion, greataxe, or any uncommon orc weapon. If
the chosen weapon is martial, you treat it as simple, and if it’s
advanced, you treat it as martial.

You have inherited a fascination with large animals from your
orcish parentage, and the compassion to truly bond with
them from your human parentage. You gain the orc trait and
low-light vision. In addition, you can select human and orc
feats (but not half-orc feats) whenever you gain an ancestry
feat. Finally, when making Nature checks to Command an
Animal, if the animal is Huge or larger, you gain a circum-
stance bonus on the check equal to your proficiency bonus.
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Both your parents were half-orcs, and you were brought up
in a healthy and caring environment free of the stigma that
plagues so many half-orcs. You gain the orc racial trait and
low-light vision, and can speak Orcish. In addition, you can
select half-orc feats (but not human or orc feats) whenever
you gain an ancestry feat. You gain a +4 circumstance bonus
on Diplomacy checks made against other creatures with
mixed heritages (such as half-elves).

Abandoned by your parents to the wilderness, you grew up
feral, outside of society, although some time later in life you
eventually learned the basics of society, including language.
You gain the orc trait and low-light vision. You can select
half-orc and orc feats (but not human feats) whenever you
gain an ancestry feat. Finally, you become trained in one of
the following skills of your choice: Intimidation, Nature,
Stealth, or Survival.

New Ancestry Feats

In addition to the ancestry feats found in the Pathfinder Sec-
ond Edition Core Rulebook, half-orc characters can select from
among the following ancestry feats.

Flexible Impressions Feat1

Some see you as a dull brute, while others see you as a cun-
ning weakling. You gain a +4 circumstance bonus on Intimi-
dation checks made against humanoids that are smaller than
you or have a higher Intelligence score than you do. You also
gain a +4 circumstance bonus on Deception checks made
against humanoids that are larger than you or have a higher
Strength score than you do.

Intimidating Demeanor Feat1

You know how to best use others’ fears of your orcish nature
against them. You are trained in Intimidation. Additionally,
when making an Intimidate check to Coerce or Demoralize
a dwarf, elf, gnome, goblin, halfling, or human, you gain a +2
circumstance bonus on the check.

Vandal Feat1

Spurned by your society, you have become accustomed to
venting your frustrations by lashing out at the objects around
you. Whenever you deal damage to an object, you deal an ad-
ditional amount of damage equal to 1 + 1/2 your level.




Orc Rage" Feat 5

Frequency once per day
Requirements You aren't fatigued or raging.

You unleash your inner fury, entering a rage similar to, but
slightly different from, that of a barbarian. You gain a number
of temporary Hit Points equal twice your Constitution modi-
fier. This frenzy lasts for 1 minute, until there are no enemies
you can perceive, or until you fall unconscious, whichever
comes first. You can’t voluntarily stop raging. While you are
raging:

You deal 2 additional damage with melee weapons and
unarmed attacks. This additional damage is halved if your
weapon or unarmed attack is agile.

You take a -2 penalty to AC.

You can'’t use actions with the concentrate trait unless
they also have the rage trait. You can Seek while raging.

You can make one additional Reaction each round. This
additional Reaction can only be used on feats with the Half-
Orc or Orc trait.

After you stop raging, you lose any remaining temporary
Hit Points from Rage.

Smog Sight Feat s

Whether it is the thick, acrid smoke of a warband’s campfires,
or the more concentrated fumes of an entire city of humans,
you find your mixed heritage leaves you better adapted for
smoggy environments. You can see twice the normal range in
dense fog and smoke (including magic effects like obscuring
mist), and ignore concealment from smoke or fog for targets
within 5 feet.

Stoic Feat 5

Having spent most of your life combating the strong and
sudden passions of your orcish heritage, you are particularly
adept at controlling your emotions. You gain a +4 circum-
stance bonus on saving throws made to resist emotion and
fear effects, and the DC of any Intimidation checks made
against you increases by +4.

Half-Orc Tenacity 2 Feat 9
Frequency once per day

Trigger You fail a Fortitude save, Will save, or Constitution
check.

You immediately reroll the failed saving throw or check, gain-
ing a +2 circumstance bonus. You must keep the new result,
even if it is worse than the original.

Pain Tolerance Featg

Your life as an outcast, never quite fitting in with either hu-
man or orc society, along with your human resilience and
orcish endurance, has given you an incredible tolerance for
pain. You gain mental resistance 2, and if you gain the sick-
ened condition, you treat the value as though it were 1 lower
than it actually is for the purposes of determining the penal-
ties you suffer.

Tusks Featg

Your tusks are particularly pronounced, allowing you to do
serious harm with them. You gain a tusks unarmed attack
that deals 1d8 piercing damage. Your tusks are in the brawling
group and have the unarmed trait.

Incredible Tenacity Feat13

Prerequisites Half-Orc Tenacity

Given time to collect yourself after a trying assault, you can
rebuild your tenacity and withstand additional punishment.
You can use Half-Orc Tenacity with a frequency of once per
hour, rather than once per day.

Keen Scent Feat 13

Your mixed heritage gives you a stronger sense of smell than
either of your parent races possess on their own. You gain a
special sense: imprecise scent with a range of 30 feet. This
means you can use your sense of smell to determine the exact
location of a creature (as explained in the Pathfinder Second
Edition Core Rulebook). In addition, you gain a +2 circum-
stance bonus to Perception checks whenever you're trying to
locate an undetected creature that is within the range of your
scent.

Superior Darkvision Feat 13

Prerequisites darkvision

Your darkvision is more nuanced than that of most crea-
tures, and while colors and contrast are heavily muted, you
can faintly make them out, allowing you to distinguish color,
writing, and so on even when viewing the world solely with
darkvision.



New Archetype

The following archetype is thematically linked to half-orcs,
and is available to half-orc characters of any class.

Although many half-orcs are looked down on by their orcish
kin for being physically weak, many are also respected for
their ability to grasp advanced military tactics. Half-orcs who
show particular aptitude in this field are often promoted to
war leaders, and granted command over their kin. Even hu-
man military leaders often develop a grudging respect for the
tactics and strategies of half-orc war leaders, and many lead-
ers in these communities are happy to welcome experienced
half-orc generals into the fold as well. Focused on directing
their allies as a whole unit, war leaders tend to focus less on
training their own combat ability, and more on ways that they
can support the needs of their team.

War Leader Dedication Feat 2

Prerequisites human ancestry, orc trait

Your sound tactics and ferocious instincts allow you to drive
your allies to victory in war. Your proficiency in Warfare Lore
increases by one step. Additionally, as long as you are adja-
cent to at least two allies, you and each ally you are adjacent
to gain a +1 status bonus on melee damage rolls, and on sav-
ing throws made to resist fear effects.

Special You cannot select another dedication feat until
you have gained two other feats from the war leader arche-

type.

Battle Cry*® Feat 4

Prerequisites War Leader Dedication

Bellowing mightily, you give yourself and all humanoid allies
within 60 feet a +1 status bonus to attack and damage rolls
until the start of your next turn.

The Bigger Threat* Feat 4

Prerequisites War Leader Dedication, trained in Intimida-
tion

You remind an ally stricken with a fear effect that you're far
more frightening than anything they could be worrying
about, ensuring that they fight on. Choose a creature within
30 feet of you who you're aware of. Attempt an Intimidation
check against that creature’s Will DC.
Critical Success The target loses the fleeing condition,
if it had it, and its frightened condition, if any, is reduced
by 2.
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Success The target loses the fleeing condition, if it had

it, and its frightened condition, if any, is reduced by 1.
Regardless of whether or not you succeed, you suffer a cu-
mulative —4 circumstance penalty on all further uses of this
ability against that creature for the next hour.

War Leader’s Command*®® Feat 4

Prerequisites War Leader Dedication

You direct an ally to act, just when they are needed. Choose a
single creature within 30 feet. That creature may take a single
action immediately, even though it is not their turn. If the ac-
tion they take involves an attack roll or skill check, they gain
a +2 circumstance bonus on that attack roll or skill check.

Attack of Opportunity 2 Feat 6

Prerequisites War Leader Dedication

Trigger A creature within your reach uses a manipulate
action or a move action, makes a ranged attack, or leaves a
square during a move action it’s using.

You swat a foe that leaves an opening. Make a melee Strike
against the triggering creature. If your attack is a critical hit
and the trigger was a manipulate action, you disrupt that
action. This Strike doesn’t count toward your multiple attack
penalty, and your multiple attack penalty doesn’t apply to this
Strike.

Improved Tactics Feat 6

Prerequisites War Leader Dedication

Allies within 30 feet of you, including yourself, gain a +1
circumstance bonus on attack and damage rolls made against
creatures that are flat-footed against them.

Marshall the Troops$® Feat 8

Prerequisites War Leader Dedication
Trigger You roll initiative.

You are able to align your allies effectively at the beginning of
combat. Choose two allies within 30 feet of you. Each of those
allies can Step up to 10 feet. Additionally, if both those allies
are willing, they can exchange their Initiative scores. You may
choose yourself as one of the allies.




Pincer Attack? Feat 8

Feat 12

War Leader’s Order*®

Prerequisites War Leader Dedication
Trigger You successfully Strike a creature you are flanking.

Your attack creates an opening for your ally to attack the foe
as well. Choose a single ally with which you are flanking the
creature you hit. That ally may make a single melee Strike
against the creature you both flank as a Reaction. This Strike
doesn’t count toward your ally’s multiple attack penalty, and
your ally’s multiple attack penalty doesn’t apply to this Strike.

Double Time*®?® Feat 10

Prerequisite War Leader Dedication

You spur your allies to move faster. Until the beginning

of your next turn, each ally within 60 feet gains a 10-foot
circumstance bonus to their movement speed. Addition-
ally, beginning at the start of the next round, each affected
ally’s Initiative score increases by 5, potentially changing the
Initiative order on future rounds. You are not affected by this
ability.
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Prerequisites War Leader’'s Command

You command your troops with ease. Choose a single creature
within 30 feet. That creature may take a single action imme-
diately, even though it is not their turn.

Special: You cannot use this ability on the same creature
more than once per round.
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Permission to copy, modify and distribute the files collectively known as the
System Reference Document (“SRD”) is granted solely through the use of the
Open Gaming License, Version 1.0a.

This material is being released using the Open Gaming License Version 1.0a and
you should read and understand the terms of that license before using this
material.

The text of the Open Gaming License itself is not Open Game Content.
Instructions on using the License are provided within the License itself.

The following items are designated Product Identity, as defined in Section 1(e) of
the Open Game License Version 1.0a, and are subject to the conditions set forth
in Section 7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D,
Player’s Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of
the Coast, d20 (when used as a trademark), Forgotten Realms, Faer{n, proper
names (including those used in the names of spells or items), places, Red Wizard
of Thay, the City of Union, Heroic Domains of Ysgard, Ever-Changing Chaos of
Limbo, Windswept Depths of Pandemonium, Infinite Layers of the Abyss,
Tarterian Depths of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna,
Nine Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of
Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia,
Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness of the
Beastlands, Olympian Glades of Arborea, Concordant Domain of the Outlands,
Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile Darkness, beholder, gauth,
carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, mind
flayer, illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described in Section 1(d) of
the License.

More information on the Open Game License can be found at www.wizards.com/
d20.

The terms of the Open Gaming License Version 1.0a are as follows:
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. (e) “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.
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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 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
Pathfinder Roleplaying Game Reference Document. © 2011, Paizo Publishing,
LLC; Author: Paizo Publishing, LLC.

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Designers: Logan
Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.
Ancestral Options: Half-Orcs © 2019, Necromancers of the Northwest;
Designers: Alex Riggs, Joshua Zaback.

END OF LICENSE
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