The Noerglein

A new PC/NPC race
compatible with the Swords
& Wizardry rules.
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Noerglein

The Noerglein is also known as the half-hobgoblin or half-ogre, and is the unfor-
tunate result of crossbreeding between humans and some of the larger goblinoid
monsters. Early Noerglein were sterile, as most abominations are, but a few have
proven fertile and over time a distinct humanoid sub-race has been formed. The
Noerglein commonly encountered now have little resemblance to the bastard cast-
offs resulting from early “interactions” between the races.

Appearance

Noerglein appear roughly human, but are quite large (averaging about 7 foot tall)
and are covered with a large amount of dark body hair. Males have much thicker &
coarser hair than the females, and both genders tend to favor their Human ancestry
when it comes to facial hair. Unless great care is taken to groom and preen on a daily
basis, Noerglein hair tends to pick up bits of leaves & twigs, giving a bit of natural
camouflage. With appropriate clothing and shaving, most Noerglein can pass for
Human, albeit extremely large ones.

Noerglein skin coloration tend to favor the local Human population, but Noerglein
always have dark grey or black eyes. Nearly 30% of Noerglein have Heterochromia,
with one eye black and the other a lighter grey.

Society & Interaction with the Outside World

Noerglein are a clannish race that shun other humanoids, but are otherwise quite
sociable. Their secluded clan homes are often filled with the animals they tend as
livestock and pets. Noerglein are quite protective of their lands and do not tolerate
unwelcome visits from outsiders. They produce no trade goods, but do keep and
maintain “gifts” received from the outside world. Some of these items include arms
and armor taken from the bodies of trespassers to tribute given from Elves who need
to cross Noerglein land.

The common misconceptions is that Noerglein are unruly & savage beasts. While
it is true that they will relentlessly attack intruders to defend or keep secret their
homes, Noerglein actually have a highly-evolved sense of honor and a rigid hier-
archy of social etiquette. These rules allow for the limited interaction between the
Noerglein and the outside world. Those who pay tribute may use clan trails and
nobody who is in need of help is refused. Often those being helped may not know
the complete nature of the assistance given.

Noerglein are loyal to a fault and to be called “friend” by a Noerglein is akin to being
adopted.
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As a PC Race

Noerglein are most at home in nature and have
developed strong bodies as a result of their
upbringing. They get a +4 bonus to all saving
throws from all “natural” poisons and threats
(i.e. A Noerglein gets a +4 bonus against

Dragon Breath, but not against a Magic Users
Fireball).

Adept in natural surroundings, all No-
erglein can track as a 1st level Ranger,
regardless of class, but only outside in their
natural home environment.

Noerglein player characters must be Fight-
ers, Rangers, or Druids and are limited to
the 9th level of ability with the following

additional restrictions/abilities:

Fighters: May not establish a stronghold
outside of their clan (i.e. Their stronghold
must be for the clan), may not attract non-
Noerglein .

Rangers: May not establish a fortress outside of their clan and may not becomes
Scholars of Scrying or Travel Magic. Rangers may associate with other rangers, but
only with those from the same clan.

Druids: May not use metal weapons/armor, or employ the use of fire in combat

As a NPC Race
Noerglein that are not player characters might have different limitations or abilities
than Noerglein player characters, as determined by the Referee.

Swords & Wizardry White Box Noerglein Race Abilities

Character Advancement: Use the Fighter class advancement chart up to 6th level.
Thick Skin: Noerglein take -1 damage from all weapons

Movement Rate: Noerglein move at +3 compared to Humans

Saving Throws: Noerglein get a +4 on saving throws against “natural” poisons
Hereditary Foes: Noerglein get an extra +1 damage against humanoids.

Large size: Noerglein are unable to use any armor and most magic items sized for
the smaller races.
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Open Game License

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 Conteng;
(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 rou-
tines 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 super-
natural 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. Offer 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 COPY-
RIGHT 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 distribut-
ing 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.

Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch

Swords & Wizardry Complete Rules, Copyright 2010, Matthew J. Finch

Swords & Wizardry: Whitebox Rules by Matt Finch and Marv Beig, Copyright 2008, Matthew J. Finch
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