Hal f Ogre Raci al Packet

Re-edited for NERO Midwest use by Drew Muldowney

Appearance:

Half ogres (not actual Hybrids) have physiologyundike humans. The most notable exception is theiow
skin. The color is a glaring, bright yellow, fullylike the color of eastern humans. Other exceptave their large
tusks and pointed ears.

Most Half ogres will bear several tattoos. Thesgy ¥rom tribe to tribe, meaning anything from sienmarks
of allegiance to protective runes (real or symbolitie only type of tattoo that spans all the wasitribes is the aqua
tattoo of leadership. This tattoo will be detailec later section.

Role-playing notes:

Half ogres are, on the average, the best fighteiByora. Few enemies want to even think about &habod-
raged half ogre war party could do to them, musk &ctually face them in battle. The fact that toeysuperior
fighting machines is apparent to the half ogresrofeading them to be great braggarts. Both ofimre trends stem
from one fact; according to half ogre spoken tiadjthalf ogres were born to fight. To a half oguery problem can,
and probably should be solved with battle. Suthdseason for their dueling system (describest)lat

Fear is almost non existent in the half ogre laggu The only time, other than due to some forminél
control, they experience fear is when dealing witdead. For some reason, half ogres have an uahfar of all
types of undead. In the half ogre mind, thereiglifference between one undead and the next.lfAdie will often
choose the name of a particular type of undeadisadt for any undead he encounters. (Example,,@rbalf ogre
fighter comes running into town. the guard askswhg he is in such a hurry, and he comments tlegét dne 7 death
Knights chasing him. The town then prepares fomtbest, only to do battle with 6 skeletons and augh

Because half ogres see fear as a weakness, #iieyutat those that cause them to experienamitably
necromancers. To the earth loving half ogre, ngtis more foul than Chaos. Often times, unlessdgahby undead,
the half ogre will slay any known Necromancer ahsiTheir theory is; Once a defiler (their terafyyays a defiler.

Half ogres tend to treat most races with a bitegidation. This is largely due to the commorgeasaf the
term half ogre; an insult to all half ogres. Hadfes hate the term, as it is a misnomer andlbslitie race. Half ogres
will generally refer to themselves by caste oreriBnce a half ogre begins to trust a person,dteegonsidered great
allies and compatriots. Nothing is more loyal thamlf ogre friend. When placed into a new situaivhere they
know no one, a half-ogre will tend to gravitate &és those persons that appear to be better vearda such, they
tend to first make friends with orcs, barbariansabres and humans. They will often think elves,lingls and scaven
to be weak and unnecessary, unless they have pttesaselves (in battle, of course).

When it comes to thinking, half ogres are oftdiedsstupid. Such is not the case. Half ogreslalysp pattern
of linear thought. Half ogres will, on average, déalifficulty with complex, wordy topics, as well peefer to talk of
concrete ideas, rather than abstract ones. (Hjsapoint, you are unclear on the proper wayte-play Half ogre
thinking patterns, play dumb until you can speak wour race marshal). This makes some thingidiffto
comprehend, such as reading. However half ogresoceoccasion, be just as bright as your averaggop. A lack of
tense in their verbs, as well as a lack of caglesin nouns can best demonstrate the linear thqughesses. Thus a half
ogres’ speech will usually sound choppy and credg - rather than saying " | killed him severalds”, it would be
"me squish him buncha times"). Likewise, theirting will reflect a similar style, often with "um'and "uh" as part of
the text. A good idea for accurately simulatingjtiscripting style is to hold the pen in a clofistland script sloppily.
Seldom, if ever, should a person use proper ciggitin, spelling, or punctuation.

This linear thinking does have its hindrances Hagtits benefits as well. The half ogre understaniic
magic on a subconscious level. He also can reasitle signs the earth gives to her childrers B very limited
form of divination. It is detailed later.

Benefits and Drawbacks:

The half ogre leads a violent life. From infarlog,is given the least amount of pampering neceszadyas a
result, all half ogres have 2 additional body.



The half ogre also has linear thought; this catisesost of scholarly skills to be doubled.

Make up: All half ogres have yellow skin. Theylaive pointed ears and large, protrusive tusksy@taw skin is best
done by a liquid or pancake makeup. Remembeoypifuge liquid make-up, a setting powder is reconai@enit
prevents the makeup from running. The tusks aserbade from friendly plastic. In my experientayarks best if
you make the teeth fit over the 6 or so teethénftbnt of your mouth. The tusks should protrudenvard, and if done
properly, should fit comfortably. (If done propertiiey can even be eaten with)..

Biological Matters:

The half ogre's metabolism functions at twicertite of a human. What this means is that the lggé ages,
gestates young, and experiences life at twiceateeaf a human.

Female half ogres go through a natural cyclewéks. During one of these weeks they are featild, will
produce child, if they mate with a compatible malgproximately 50% of the time. If fertilization@gs, the child takes
5 months to bear. At the end of five months, thiehust be delivered by caesarian section, dukdgslenderness of
the females’ hips. This is usually done by a trimdler, a shaman, or in a pinch, an animal huglvardealing is
achieved through use of magic or alchemy.

At age 7 or so, the half ogre begins adolescenagked by the appearance of the tusks. By theharis 8, he
is half way through puberty, and is turned out fimemhome.

The half ogre may produce offspring through matitity any of the civilized races of Tyrra. If thenfiale is
not a half ogre, the gestation period is 5 monttlike female is, the gestation period is thathef father's race.

All half Ogres have an interesting metabolic def€beir body cannot break down fructose, the stmard in
fruit. This causes, when fruit is consumed, a @tiise in blood sugar levels that must be reliewith activity. The
only activity truly capable of lowering the levelCombat. As a result, anytime a half ogre consun@e than a little
bit of fruit, fruit juice, or fruit product, theydzome blood raged and battle crazy. They will sabciously look for
fights, becoming more and more irritated if one canbe found. Eventually, they will resort to lseg combat out,
even if only with a tree. Another side effecttud fruit sugar is the decrease in fear level. Wéaties presented with
insurmountable odds, or any undead at all, willagihalways consume fruit before entering battle.

(Note: It is not recommended for player to use disigin excuse to ignore the role-playing disadgeritavolving
undead. Half ogre will generally avoid consumingtfor fruit by-products unless the situationeally desperate.
Additionally, half ogres will quickly grow angry d@ther people try to continually feed them fruithe effect of fruit on
a half ogre is not particularly pleasant for théf bgre or the people around him. Suggested rialgipy tip: the effects
of fruit on a half ogre are very similar to thogelwohol on other races. As such, role-playirgrissulting physical
discomfort after imbibing is recommended.)

Origins:
The following is the story told by the shamandhi® young children in the south. It may or mayb®true,
but is a good story none the less.

Long ago, when the earth was young, the worlddeasid of all intelligent life. Mother Earth wasdsdor she
alone could feel the great loneliness... She thierskeveral eggs.... They hatched into beautifoyed serpents-- the
dragons. The dragons were proud and happy andhesfiarth company. She taught them all she kneadvsaon their
power level reached that of hers. Slowly, over tithe dragons split into 2 factions. They begaquarrel, injuring the
earth in the process. The earth wept tears focltilelren. She tried to stop them, but her powes l@asened by their
creation. So, she decided to have more offsprivege, smaller than the dragons, but very powaerfiligir own right.
Thus were born the giants. They were a great rieerg beautiful people, as large as the mighty. déley
outnumbered the Dragons, whom they called brotladss, they loved their mother. Thus, they workedld to stop the
fighting. A great battle ensued. The giants wéie o claim victory only because in the fightitige, land was torn into
several pieces. The two draconic factions werdjliyon different sides of the great river. Thustbe two landmasses
did the two factions stay.

Mother Earth filled the air with soot. The soobkhd the dragons when they tried to fly. Thusafthhousand
winters, were they forced to stay where they werer this time, each side forgot what it's origi@alarrel was about.
They even forgot that the other side existed. Wglytcared about now was destroying the giantsrnirgafrom the
Earth's example, they decided to combat the gigitlissmaller beings. From the trees they carveddles, from the



stone, the stumpy beards were formed. In the dlegr, humans were crafted. One dragon venturéuktedge of the
world. He believed that anything he found there leidne the toughest of all living things. Thereftend only a clump
of lichen. He cursed it, attempting to roast itwiis fiery breath. It survived, little phased. mhe realized he had been
right all along, this green plant was the tougbést! living things. From it he formed the greeody of the noble orc.
Some of the dragons took the flesh of the animadsfarmed the Scaven. Only one made a creatibisawn will, the
hobling, though the hobling was all together shod weak, the new creation made up for the shoitgEmvith
cleverness. Eventually all the dragons met irstheh. On the frozen island, they breathed life their creations.

Each race awoke, somewhat dazed and confused wiheytold that they were made to serve the dragons.

Each race was taught a skill, though the dragavedstheir greatest skills, in case the underlawgs thought
of rebellion. The races were told to go forth andtiply. Each did. When they had grown in suffidiemmber, the
dragons used their powers to assume the guiseiottieations. They went and influenced the pedplatay the
Giants. Only the hoblings refused, choosing instedide lives of happiness. To aid the race$@irtwar, the Dragons
taught the arts of the defilers. Armed with thevppof darkness, the children of the dragons atidke giants. Many
were lost. Finally, one went to the Great caveasiad the earth for help. Awakening from her skeimimother earth
saw what was happening. Outraged, but weak, S3tehes power to cause fear in the races. For 8a8fsythe rivers
ran of blood, and the sky was black with soot.thtend of this time, the earth rumbled greatly famich the great cave
came the first 1000 of our people. This was thedessof the earth; she then fell into the greagslin which she even
now rests. The Newborn Race called them selves&ldhey were a hardy lot, as tough as the ore@y Hlad skin the
color of gold, the blood of the earth. Their tuglese large, to rip the throats of our enemies. fémis were pointed, so
that they may hear the whisper of their sleepin¢hero That my child is how we came to be. Forar yee wandered in
the wilderness. Then a giant found us. Callingragsher he led us to his village. The giants taughb kill. Each of us
was given a sword, or a club. We were sent taa@estvillage of elves. Not one elf survived. Aftards we feasted
on their flesh and the boon of their trees. Suddetilwas different. Each of our people becanaadithirsty. We
fought amongst ourselves. Thus did we learn oflthéble-edged sword of the fruit.

After the effect wore off,, we returned to thdagle of the giants with our numbers greatly redudathen we
arrived, we found the giants to be fighting a greiaged serpent. Naturally, we ran in to fightut@umbered and
wounded by the giants’ spears, the dragon wasurdrgppy. When he saw us carrying high the healis dfeloved
elves, he became enraged. He realized that iEhe to stay, his life would end. He inhaled deepli.braced for his
deadly breath. Instead, he shouted a curse, graspeerd seizing a giant child and one of us...

Three days later, as we sat sharpening our weaigongering them in the blood of the fallen, weiceat a
large shadow pass over us. Fearing retaliation fhee dragons we rushed to gather our javelinsld&nly it began
raining. Not a rain of water, but one of blood &dly parts. Pieces of the two captured childfeheearth fell to the
ground. Yet, all the pieces were not there. Wserhthem onto burial litters and prepared for tieigg war.

We then went to slay a settlement of the stumpdsead month had past. When we began to apprb&ch
city, we heard them cry an unfamiliar word- Ogfidney then ran into the earth and hid. We destrdlyedity, sacking
it for its wealth. It had little, only a few peltmid weapons. This we felt was odd... On ourlveak to the village, we
encountered an abomination. It had skin yelloe dkirs, but was much larger. Its tusks were crhokiéh barbs upon
it. Hands the size of bucklers crushed our sc@#. set upon it. It screamed that all peoples wdiddat the hands of
the mighty Ogre. There was that word again, oyjve. gathered that this was what the people hackeistus for. We
set upon the creature, slaying it. We dragged tidly back to the village, which we found desertidt one giant
remained. There was evidence of a struggle, botoad. Odd, we thought. Our shamans went to inyaifurther.
There on a slab of stone was a message in thetangae of the giants. It said:

Brethren, A peace has been reached among the @ragd ourselves. No longer will we interfere waitie
another. We are now set to destroy the rogue dr&ganvex, who hath made the abomination know asdheand
seeks to defile our mother. My Children help u# ddth the races of this planet. Attempt to degthe pitiful Ogre
and oust the pockets of evil. Tell not the otleees of your connection to us, for now they fedh lttee dragons and the
giants. From time to time, one of us shall cajjda to listen to our advice and help our mothemfhat is wrong. We
shall watch you, our siblings, though we may noséen. Listen intently to mother, and rememberdlaay is won in
battle.

The shamanee of the Glorax decided a wait of eveeations would be wise before questing for therot
races. They settled down, and tried to raise familhe wisest of the Glorax set down a warriastdec Every thing in
the village was to be earned through battle. Tisé Tihing was to choose a leader. The best oightefs emerged
victorious. She chose the loser of her last duehighty male as her mate. A month later her stomahvisibly



swelling... Five months after the duels, she csiigponto the floor, her body in pain. The herdeghefyaks, mighty
mounts of war to the Glorax, recognized this astwheaurred when the yaks calved. He went to attemdSomething
was wrong. The child couldn't exit. This did notrmally happen in yaks, but when it would, the beliyst be spilit.
Thus did the herder and he retrieved a bloodyrtiale Glorax. However the chief was dying... a orytfelp was made,
resulting in the arrival of the shaman. He scriaedne upon her stomach, and asked of his motieeedarth, that she
heal the mighty warrior. Thus she did. The chitkdrgd the syllable Klaz. Thus it was named.

After a year it was finally discovered that no @alofemale could give normal birth to a child, hgrs were
too narrow. But as long as the shamanee couldtealomen all was well. The children grew quicklyage 8, the
mothers decided the children to be old enoughne fom them selves. Each had been taught a sldbaibat and had to
fend for themselves. Several Years passed, archildeen eventually decided to return to their heptemanding to
live there. They were met with force. Some overpedéheir mother, and were seen as worthy to ingeutheir roof.
Others lost, and were forced to wander again. Eediptevery child either returned home, or woulih jine shamanee
to learn the arts of magic. The children were s&i#tn as underlings, until they could defeat flagier in combat. Then
the parents would hold a great feast. The childldvgat tattooed as a full member of the tribe.

Thus for 20 years did the Glorax live apart fréra dragonspawn. One day a rider entered the villdgevas
different from the Glorax, and some of the newear&t were afraid he was one of them afflicted witine sort of
disease. Then the high shaman approached the nfaopgin hands. Sensing this as a gesture of gdithevman
bowed. He said he was part of an advance scoutdmearby fiefdom. He requested that several oGibeax
accompany him to meet the man's chief. When theyeentered the camp, all the inhabitants belieliethtto be ogres.
Suddenly ogres attacked the meeting. Enraged abtminations, the Glorax retaliated with impuntyfirst the
humans and their elven allies were perplexed lsyatiion, but then, ad ogre and Glorax fought owther they
realized the two were not of the same race. Afftelldst ogre fell, the humans thanked the GloraryBaid they would
return to the village in a fortnight to celebratape.

The human and elves theorized that these beingshawa hybrid of the ogre and some, other, higiwer
(notably human or elf). Thus came the name HaleOgford was sent to the various corners of the tanickat these
"half ogres " as civilized people. That, my childres from whence the accursed term came. It se¢or&itk, no
matter how hard the Glorax tried to get rid of it.

The 2 weeks passed and the treaty with the setties ratified. A week of feasting was proclaingtbries
were exchanged, and the people were happy. Oaghddy the half ogres all felt queasy. Their hatglbsly shook.
The shamans did all manners of divinations, astdicelves. This was the first recorded occurreoziopower to hear
the whispers of mother. Most of the divinationsomted that the earth was to shake, and dangeragas The "half
ogres" loaded up their yaks, Hitching to them wagorbear the settlers away. In a mass exodusleftelye valley,
just as the tremors sent toppling many rocks aebstrThe human settlement was destroyed, but rnibet settlers
survived, seeing with awe the precognitive poweheffair yellow children of the earth. Thus it wasorded in the
annals of civilization that the half ogre could seimminent doom. This would eventually end up, mike the fruit, a
double-edged sword.

The settlers returned to their valley, and stada@build. Aided by the half ogres, they condedaounded
houses. They surrounded the settlement with a [zatigade, and dug out a small spring to form @m@bol. The two
peoples learned from one another, the settlemsitepCombat skills, and the half ogres learningedéstial magics. It
was at this time that the runes lost their powbe befuddled shamans discerned that this was dutatge comet that
had become trapped in the orbit of Tyrra. The raingiknowledge of the runes was scribed onto &talsid buried in
the earth.

The settlers and the half ogres worked well wite another, becoming prosperous. Their city be@ame
bastion of trade with the northern lands. Thustkiécurse come to our people.

This is the story the northern tribes tell. Like $outhern story it may or may not be true, histét good story too.
The Great Cave

The only evidence of the true origins of Hedf Ogre people come from ancient writings knagrthe Rintah
Tablets. It is written on these eroding stone téxas thousands of years ago, the Half Ogres wene foom the
earth itself out of the one of Tyrra’s great oeficknown as the Great Cave. Many interpretatiomsrede from the
tablets for quite literally they claim that the H@lgres had crawled out of the Great Cave like rmwbfrom a
womb, and thus began the long history of their r&wmmne Half Ogre shamans today believe that tHettavere



meant to be metaphoric in their description offttet days of the Half Ogre, but the greater popataof Half
Ogres are more inclined to believe the word fordwictation of events described on the tablets.

The Rintah tablets go on to describe how Bares were blinded for days in the sunlit worfdl'grra and how
the newly born creatures lived off the bats thadiin the cave. Slowly, they learned to commueieeth each
other until they had finally semblances what seffi@at the time as their own language.

There were many Half Ogres in the Great Gaaleout 300 in number. While the cave served #wiynborn
Half Ogres for a time, eventually it became toayguad for them to live in. They decided that it wbbk best if
they split up into small groups of 20-30 Half Ogeaxh and spread themselves around geographicalhgling
north from this region.

The valleys to the north seemed promisingasntial hunting grounds, and by splitting ugphia smaller
groups or “tribes” they could hunt in small enoyggttks that would not consume too quickly the Idoadl supply.

The newly formed tribes migrated northward e®80 miles from the Great Cave. They settled @agsouth of
what thousands of years later would be known agitigelom of Evindarr. As the Half Ogres traveledheir new
lands, they discovered hat a similar breed of areatknown simply as Ogres, lived in these lante. @gres or full
Ogres, though, had features that were considehasher than the Half Ogre and their stature weaiogy bulkier,
but it was uncanny how similar in many respectswweraces truly were.

As they settled in their new homes and Haitified villages and communities, they decidedry and make
peaceful relations of their full Ogre cousins whedl in the same regions. Initially, relations werecessful, so an
attempt to merge both types of Ogres under unffibés was made. After a few decades though, tlenutarned
out to be less than harmonious. There were sephyaical differences that became roadblocks to thereloping
relationship. The Half Ogres were by far bettellattiin the use of weapons, but lacked the stretmthatch their
full Ogre cousins. They could not defeat full Ogirebattle, for they had no one to train them ghfibetter than the
abilities they already possessed. Which meanttiteafull Ogres had the upper hand in governingtibes.

This presented communication difficultits, the full Ogres were not all that bright wheradme to planning
strategic combat, and not nearly as intelligerthasHalf Ogres. Sadly, the full Ogres would naisto the
strategies of the Half Ogres, because they hadhtarh pride to believe that their weaker cousinskbetter about
the arts of war. This social schism is what finalfgve the two races apart. That, and the evedisebvery that
Ogres and Half Ogres could not bear children tageth

The tribes who attempted to live with tHeit Ogre cousins eventually branched off and meddrto their
lifestyle of living in their own separate Half Ogrébes. They did continue to keep good relatioith the full Ogres
and traded with them. Sometimes they warred anteduedongside the full Ogres, too.

During this time and for several years tibofe, the Half Ogres learned more about themsedveba unique
ability within them that began to surface more amate frequently. At sporadic times, one of thieie fsenses would
pick up an abnormal signal, sight, color, souncel§rtaste, or sensation. For a while they didkmmw what these
sensations meant, until they finally put the pietogether and realized that if was a warning ofs&ind whenever
a natural disaster was about to take place. Quualby they would get one of these sensations atidasters would
not follow, but that was rare. This ability batfleven their most intelligent Ogres. Eventuathgy would learn
more about this ability, but without the skillsread and write, any retained information about #itigity was lost in
a few generations’ time.

They also discovered something about themselvesiimast destroyed any chances of their continued
survival. They had an internal drive and instifoctfighting. The slightest insult form even bl comrade would
send them in a rampaging fury. Internal strifehimiteach tribe grew; many fought and killed for esatfood, and
power. When they had lived with the full Ogres\thvere not strong enough to challenge the brutagth of the
larger creatures for what they desired and wereetbto keep their tempers in check. Now, sepaifatred any
stronger governing force, they degenerated totareuin a constant state of internal violent staifel turmoil.
Blood feuds were common as were duels to the deeghpride and honor. The more learned of thesribelieved
that this path would eventually lead them to exiorc

Concerned for their mutual survival, members anadées of every Half Ogre tribe came together tokwor
out a system of government where they could ligeetioer harmoniously, yet continue to feed theirimal drive for
fighting and survival. They eventually developedoa-lethal dueling system that would keep anafahmy
consuming each tribe, yet fuel their warring natuféey would be able to fight for what they needed
ceremonial fashion that was never to the deatteyTould duel for leadership, dominance, familyustasettling
arguments, and the right to choose mates. Thidlveasnly solution to their dilemma and it seem@dibrk well for
the tribes. This means of self-government has taiaied to present date.



First Contact With Other Races

Around 4,000 years ago, the Half Ogres had thest diontact with the civilized races of Tyrra. hi
generation of Half Ogres had little knowledge addé other peoples or races at that time, and waneaf any
contact with them.

A large group of Humans and Elves settled into @iithe valleys where some Half Ogre tribes resided.
Some of the settlers discovered one of the tribesmitially thought they were a tribe of full Ogre However, they
noted the oddities these Ogres had in comparisothter Ogres they've encountered before. Theg wias a good
deal smaller, their features less harsh, and tegiperament, in some fashion, under control. Efitess believed
them to be some kind of half breed race and dulied their current racial name, Half Ogres, forwagy first
time. The settlers suspected that the Half Odriesid was mixed with some kind of higher race sasf{uman and
decided to attempt to make relations with thesatares.

The Half Ogres were very cautious when their neighteors approached them. Their founding ancestors
did warn them that civilized races might not take kindly to a race possibly related to the sav@gees of the area.
Any outside race was not to be told much aboutrvtieey came from. The civilized races once waneat the
Great Cave and any mention of it might spark thre@mories of hatred.

Negotiations with the settlers took many monththadHalf Ogres scrutinized their intentions before
making any peace pact. Eventually the settlersgutahat they only sought peace, and a pact was inettveen the
three races.

Trade between the Half Ogres and the settlers mifuf. The settlers also depended on the Halfe®dor
their survival, because they knew the locale béiian the settlers. In exchange for guiding theraugh the
hazards of the valleys and protecting them formallowonsters, the Humans and Elves taught the Hai¢©skills
they never had access to before. Many of theks sicombat were unknown to the Half Ogres, amy telished
the opportunity to learn them. With these newffiggnskills, even they could best a full Ogre irean one combat.
Even more important was the learning of the skil®lved in wielding magic, with no half Ogre hieérned before
that time.

The ability to cast magics was very difficult tatd to them, for the skill of reading and writintgelf was
extremely difficult for any of the Half Ogres taale. Many gave up early in their literacy edugatmd learned the
new fighting skills instead. Those few who leariedv to read, write, and read magic were able aggthe ability
to wield magic taught by the Elven settlers. Theye revered in their tribes as wise and powediut] many came
to them seeking advice. It was decided by alhefttibal chiefs that these “wiser” Half Ogres take station as
Shaman, or wiseman to the tribe. Eventually, aegtandards had to be made so that not just all/csting Half
Ogre could become a shaman, so they created vei#tth tribe a Shamanee, or shaman council to theik t
members and initiate any who wished to earn theditd responsibilities of the tribal shaman.

Several of the different tribes’ Shamans came twgeb think of a way to repay the kindness ofdéttlers.
They decided to try to arbitrate a peace treatyden their full Ogre counterparts, who occasignathuld raid the
Human and Elven settlements. After managing talgesettlers and the Ogres to come together ardagreement
to cease hostilities for the time being, the Half€% were able to convince both parties to sigeae treaty.
Coexistence, however, between the full Ogres aa&#itlers became strained not long after theytrgamt into
effect. The full Ogres wanted the settlers to éongeapons for them and to teach them magic butdagiue nothing
in return for these weapons or skills. The fullr€@gfelt that they were being merciful by not dttag the settlers,
and that was enough to merit such gifts. Theesstthere not about to arm the full Ogres, which ld@ive the
settlers a serious disadvantage if the unpredetaitl Ogres ever decided the treaty was null amid.v They also
argued constantly over land rights, for the Ogresewery territorial and claimed that much of thed the Humans
and Elves populated was really Ogre property,

Eventually, the leaders of the full Ogres told Hedf Ogres that they were going to kill all of thettlers if
they did not cooperate with them. The Half OgrarBanees decided it was best to end the treatyeatiael two
factions come to their own resolve. They did, hesvekeep up the spirit of the treaty by arbitrgtitisputes
between the settlers and full Ogres from timenwetiAnd sometimes they were successful in prevgiifimodshed
between the two parties.

For the years that followed, the Half Ogre tribesngin size, their total population spanning agdeas
5,000. Their relationship with the settlers halidifted and the Half Ogres had relationship witle tsettlers had
solidified and the Half Ogres had relationship wiith settlers had solidified and the Half Ogres fivaally come to
terms with their awkward selves. They learnedralfy come to terms with their awkward selves.eytearned to
enjoy life to its fullest, and they looked forwawhatever challenges the future would hold fenth They were



robust and had finally made a place for themsedvesyrra.

The various Shamanees finally learned how to in&rine signs from the gift of predicting the draima
shifts in nature. They kept written records toniify the different signs and senses that werergteea Half Ogre
before an event happens. Initially, they taughirttribes how to predict these signs, but occadipiialf Ogres
without reading and writing skills misinterpretdgbtsigns which caused the shamans to begin reesimgidhe
allocation of this wide misused information. Thears after the shamans began teaching all Hasxhe skills
to recognize the different signs of nature, alnamsentire tribe mistook the sign for an avalanchk that of a
flood. They all headed to higher ground only talfit collapse beneath their feet. A great majaftthe tribe died
in the rubble. Learning from this lesson, the Shiaees of all Half Ogre tribes from then on guarithedsecret
interpretations of the signs so that only shamaang know what they meant. This helped prevent aogem
misreading of the signs.

A few years later, the Half Ogres were given a pfulsign, to which the shamans predicted as a pioive
sign, to which the shamans predicted as a gretitopeke. In a great exodus, the Half Ogres ushbeedettlers
and full Ogres out of the valley before the eartiigubegan. The disaster did happen, but moseafgbaping
residents of the valley survived. The Humans and$were in awe of this ability to predict sucheament. The
Elves theorized that the Ogres have some sorigbiehibrain function that allowed them limited prguaibive
abilities. The settlers could not have possiblggped the truth that the Half Ogres could pickughe minute signs
nature gives before such an event occurs.

Regardless, the heroism and wondrous powers dfidtfeOgres were recorded by the settlers, who nitade
part of their lore. What was meant as praise, dsobn end up as condemnation for the Half Ogre. rac

Here the two stories converge. The following stemgrobably true, as both the northern and thensonttribes agree on
it.

Slaves of Elaan- Traders who came to the valleetbtheir wares to the settlers heard the talékeofniracle that
the Half Ogres performed and brought the story eckh with them. Eventually, this story reacheda north as
the Elaan Empire, which today would encompass pdttse lands known as Niman, Ashbury, and VoEamperor
Manarack Dravus of the Elaan learned of the Halfe®@nd their “precognitive skills.”

The Elaan Empire at the time was in turmoil; theeoprovinces were in a constant state of revolt.
Emperor Manarack wanted to retain the entiretyheféampire and keep it from falling apart by proidhc
dissolution. He was looking for any opportunitysewe it from such a fate. He figured that if ael lenough of
these precognitive Half Ogres under his controtdn@ld predict certain outcomes and save his enlyirgreventing
certain futures from happening.

For three years, Emperor Manarack sent slaveragtue as many Half Ogres as possible and bring the
back to his empire. The slavers begin hunting dameh capturing the Half Ogres as soon as the rdablkee
southern regions where the creatures lived. Theahuand Elven settlers interceded and tried to thteglaver
mercenaries of the Elaan. The slavers led thieseinto a trap and killed all of them. Those whsurrected left
the valley in fear. The settlers realized thaséhElaan slavers were too powerful to overcome tlaaitcthe Half
Ogres were doomed. They could have done nothsgglrit run away and save their own lives.

The Elaan slave army continued to capture Half ©giagitially, the slavers captured them in smatiups,
such as Half Ogre hunting parties. But as the Balfe populations became more and more depletéukebsiavers,
their villages became easier targets.

Soon, the slaver army captured whole tribes.

Out of sheer desperation, the remaining southeth®tae tribes went into hiding. The slavers contt
find the secret Half Ogre stronghold, and gavehajir search. They returned back to the Elaan Enwith their
last batch of Half Ogre slaves.

The captured half ogres were brought north, fartihan they had ever been before, to the cold resache
the Elaan empire. Emperor Manarack sorted throlglthtousands of new slaves to find the most peests.
Through the torture of many slaves, Manarack disoed that the shamans of each tribe possessekKilthe see the
future best. After weeding out the shamans, Makaseaat the balance of the half ogres to work asabslaves,
mostly doing hard labor. Realizing the emperor beaen given false information about their powers,shamans
played along as “psychic” advisors. One particaleaman, Caff, even took the role of the emperaitsqgnal
advisor.



In their years of service, the shamans realizetthigaempire was crumbling, and a slave revolt was
immanent. They also realized it would be benefitbadid this revolt, expediting its implementati@nformer chief
of one of the tribes, Burc, was stationed in thehdns of the emperor. Caff asked Burc to be sdiabetween the
resistance and the Shamans. Burc agreed, and jihieedsistance, bringing many of his people with. lrinally
the resistance was poised to strike at the capitagn proper chance. Burc went to Caff, tellingphihat the time
was nigh.

A week later, Manarack stormed into the shamanattgus, Demanding to know the future of his empire
after several uprisings in the north had occurHEimade an ultimatum to the half ogre wise men—/Amswithin a
week, or they all would be killed to the point af return. Taking his cue, Caff had all the shaniaks a trance,
fasting and chanting bits of the old tongue. Aftetays the “trance” ended. Caff told the emperat ke and the
shamans saw the northern territories falling tohévwg slaves. He said that in his vision the plaees not guarded
well, and that if the emperor sent most of his ésrto the north, he could probably avert this désadanarack
stormed from the room calling to his military conmdars. He had bought the lie.

The emperor sent a great portion of his army, aastwf the secret police to the north. Caff told®tinat
when the army was three days from the capitalreébels should strike. After three days of hidirgg teal revolt
occurred. The slaves laid siege to the palaceaéirda bitter four day battle, finally routed tingperial guard.

Manarack and his brother Corax escaped from trecpdly means of a secret tunnel. The last thirdjche
before leaving the castle was to poison the foorkst The dravus brothers were never seen again.

The rebels burned the slave dens, and looted theGaff and his fellows ate a wondrous feast ttigiht,
and all died of the poison. Many did not returnt, Gaff did.

Northern Migration
For several years after the fall of Elaan, the bgles living under the new provisional governnfelttout of place.
Although they had shared many of the same expargewith the slaves, the half ogres felt uneaspdivin such a
large and mixed populace.

The new government had found it difficult to roker such wild peoples as most of the slaves Wdrat,
coupled with the vastness of the empire caused moblems. Some of the ex-slaves abused their resddm,
becoming lazy, and stealing what they wanted. Thdbg new government leaders were good people haweyo
experience leading a people who had only knowrtthek of a whip and the cold steel of the shacldesl the
government was adamant about not reinstitutingesiav

The Half ogres longed for life to be as it wasr@Band Caff, now great heroes, had different icesmut the
future of their people. Caff believed that nothieghained of their southern homes, and that thedga#fs should go
north in search of suitable lands. Burc, howevisagteed, saying that he believed many of thegrdfehe south
had probably survived. He longed to be with hisifanThe trip might be hazardous, but he was wijlto take it.

Many sided with both leaders. Finally it was decido execute both plans. A duel could have dedided
matter finally, but so many people were involvéddtta simple duel was out of the question. Burc@affl wished
each other well, and parted company on good terms.

Thus ends the common stories. For more on Caffflamdorthern tribes, see the Ashbury section.ida dut about
Burc, and the southern tribes, see the Tyrangeiff®a@mtch section.

Culture:
The half ogre's culture is based upon combat.ygwesition, piece of property and right is earredagh a
duel. Over the years, an explicit system of rubeste duel has evolved.

Holidays:
Half ogres usually do not have a set holiday Hawe celebrations at certain times in natures ciaeeh
season has a specific fest to liven spirits andnoemorate its passage.

Winterfest- Celebrated the first hard frost after shortest day of the year. It is held inside afrtee larger huts, and
includes a feast of roasted game, bonfires andusintoxicating drinks. It served to help staviecabin fever in the
colder months.

Springfest- Celebrated when the local birds bemirig at night. A large banquet with many typeguit, bread and



jams are served. The ensuing battle rages leadny duels, and this is also the time most matestersen.

Summerfest- Celebrated when the shamanee diviaethth day shall be the hottest. A large pit ig,cand filled with
water. The half ogres swim and play to escaperi@ltheat. Deer and boar are served with largetdies of grain
spirits.

Autumfest- Celebrated as the leaves change caherlast of the fresh produce is eaten, usuallyitiegin a large
turkey and yam dinner. The fallen leaves and breselne piled high and set ablaze. Goblins are dnainel placed in a
pit for young half ogres to fight by the light it fire.

Dueling system: According to the dueling rules,wnas the "racoosee reyva" a duel must be fougthéofollowing
reasons:

- You are called a liar

-You, your friends, your family, your tribe, or younartial abilities are insulted

-Someone steals from or attacks you, your frieywols; family, or your tribe

- Whenever a person attempts to cheat you out oEgnor items

-If a person annoys you constantly by offering froit or fruit derivatives in order to incite yobtood rage

-If someone steals from your kill

-To establish dominance with a hitherto unknownf dgte. Such a duel can be repeated every seakerto3er must
treat the winner as his superior.

Duels are also used to:

-Decide tribal leaders. Whenever a serious chadléngsued, but no more often than once a yddralébbgres are
permitted to enter the contest. They each marloblpand place it into a pot. The high shaman istiesd a child pulls
two stones out. Those individuals duel. The wisrgdne goes into another pot. This is repeatélhonstones exist in
the original pot. Then a similar thing happens \tli second pot, until only 2 contestants remaios€ two duels and
the winner can challenge the old Chief. If he wiads declared Chief and, He will travel to a seplace and be
tattooed by the high shaman with the mark of adead

-To Choose a mate. Each sex duels for the rigttidose first. The system works as above.

-Try criminals. A criminal is considered innocefthé can defeat the chief in a duel. He ma alsoshoot to initiate
this duel and instead take the punishment given

-To resolve civil cases. Both contestants musteagréhe terms before hand, clearly defining whitkitoe gained from
the duel if each should win

The dueling rules are:

1. The duel must be announced by one of the twiepar

2 a duel may not be refused for any reason otlerghegnancy

3. An arbiter must be chosen to ensure the ddieirig fought. Both people must agree on this perso

4. ONLY melee weapons may be used. No missilesiaygases, armor, shields, enhancing spells, etethaeapons,
or blade poisons may be used. Each contestantamigstthe combat with identical spell combat pridede.g. bless,
shield, magic armor, etc)

5. A healer, a person with curative elixirs, oreagon trained at first aid must be present.

6. Before starting, each member must announcewitdte gained if he wins.

7.All styles of fighting not expressly forbiddereallowed. Combat ends when one person falls tgriend
unconscious, bleeding to death, or if a persomlgielhe healer will mend the fallen if he is blegdio death or
unconscious.

8. The use of a finishing move is forbidden undenpf death. Defeat is humiliation enough, andifemeed be shed
9. Once victory is claimed, the vanquished musi@bly the ruling

10. The ruling made is absolute. No rematch is fitzah) and each contestant should not be bittedattrs will be
banished for 6 months.

11. No fruit product may be eaten in the hour pidoa duel.

BE CAREFUL WHEN DUELING OTHER RACES.



They always tend to complain about the rules. Alitehahy have little honor and will attempt to kiie vanquished. If
you feel doubts about dueling a member of anotes, find another means to settle the disputariércan be found,
choose the highest-ranking noble in the town aarliter. It won’'t guarantee the person won'’t kdy but most nobles
can muster a life spell if necessary.

Criminal matters:

For most cases, no written law exists in the hgtesociety. Usually if a person commits what wdagcconsidered a
crime, some party is slighted. That person may gegition the chief to ask the shamanee to actiesmdividual. If the
individual is accused, he must then either ac¢deppunishment, or try to prove his innocence ag#ieschief. If the
individual is not accused, he may still be duelgdhie slighted party. On occasion, the crime aividdal may commit
slights the whole tribe. In that case, the younglatnan, the grand Shaman, and the chief heariddinee and go into
private to decide on the outcome. If 2 of the 3osfeoto accuse the individual, he must either adbeptruling, or duel
the chief. Examples of crimes that are consideveslight the whole tribe and their punishmentsofwl|

Arson: Death and permanent banishment

Extortion: banishment, time determined by shamanee

Extreme cowardice: banishment, time determinedéyshamanee

Homicide (killing another)- Death and permanentiffament.

Missing guard duty- 6 month banishment

Necromancy- Branding, Death, and permanent exile

Slavery- Death and permanent Exile

Treason (against the tribe, or tribal allies) Deattl permanent exile

Breaking Banishment- Death for all except thosenagiently banished, Obliteration for them.

Special ability:

All half ogres can sense signs of impending natlisaster. This information is perceived as a type
sensation closely akin to whatever is going to kapgor example, if a nearby volcano will erupg, ttalf ogres will
feel extremely hot, even if swimming in the lakenéver manifests itself as an exact descriptiontgft is going to
happen when. Among the shamans, an accurate refcattht had happened along with the signs the fellbés kept.
Using their special skill (Craftsman other: Diviioat Giant runes (called read nature in NERO N¥gytcan pinpoint
the exact time of the incident, and get a goodesaago what it will be. This skill is known only half ogre shamans,
and they will never teach it to a non-shaman, niess anyone not of their tribe.

Out of play, the best way to disperse this inforameis to have a member of the plot committee meepasmall index
card with a description of what a character woakl.fEach player is then expected to seek thi®penst as early as
possible, get the card, Read it and gives it batkd plot member. In order to use the craftsmdhtsldeal with the
information so gained, the player needs to havetavarshall on hand.

Language- almost all half ogres speak the commugui of Avalon. Any deviancies from this will beted in the
section containing specific chapter informationaflibeing said, Long Ago the half ogre people depedictheir own
language. Remnants of it are some times spokeecieflp as a matter of formality, or to add empaailist of
common expressions and words is below. Each sheusphoken harshly, and with a halting gruff Tone.

ANNUU- An insult, it means literally - "Filthy pig"
BES- A term of endearment, it means, "mate"
BROG- The verb "to Fight"

DURG- Thief (insulting)

EHLL- Home/hut

IZSU- food, (literal- "game")

JINGAH- Lower than dirt, an insult

NAUP- Coward, also an insult

OHSE- Mine (possessive)



PAHMM- Giant (the race)

RACOOSE- | challenge you (to a duel)
REYVA- Rule or Law (literal Will of the chief)
SCKOOQOO- Liar (said with disgust)

SINGA- Tribe or village

VAAH- Scum (insult)

So, You want to be a shaman-

A player wishing to aspire to shaman hood must s®eeral requirements. First he must learn hovash a
ninth level spell of any school. Then he must sa#kance to the shamanee in play. After a shdrtdetetermine if the
half ogre can cast a ninth level spell, the shamaote on the applicant. This is done by ball. Esigiman deposits a
ball, white, blue, or black into a pot the whitdl lma vote of definitely, the blue a neutral vaded the black is a vote
of no. If any black ball is found in the pot, thgpéicant is denied. If there are more white bédlltblue, he is accepted,
otherwise he is rejected. Once accepted, he maktlarihigh shaman for the right to join. If heceeds, he is
welcomed to the shamanee. That night, the sharkas tém to a remote location and shows him theshenol small
animal parts needed to make the tribal leadertaithe grand shaman then starts to instruct hith@neading of the
giant runes. Both of these items are consideredsearet. You will not willingly tell them to anyne, even your best
friend or mate. For the first skill this has addimplication, for the second, the implicatiorléss, as only a person with
a mind disciplined enough to learn a ninth levellispill be able to accurately and effectively is®ther wise it will
function exactly as astrology does.

So you want to be the chief-

To become the chief, you must defeat the previbief i a duel. The process of this special dudkimiled in the
dueling section. Once you have won, the high shamilalead you to a secret place, usually a grove oave. There
the newest shaman has prepared the ink for yaaotatou will be tattooed with a mark. This markks like a “tribal”
tattoo (thus patterned after the tattoos of thedvidilization on real earth) and will always bfeam aqua color. Mixing
equal parts of blue and green liquid make up legsesents this color. Some eyeshadows will alssallo Each time
you lose the position, you wont have the tattooonesd, but if you regain it, another will be appliéd the leader of the
tribe, you get to live in the largest home in thilage. It is two stories, and is usually surrouthdhy a fence of some
sort. The people of the tribe may give you a it they will NOT keep you up, even if you ordegnitoo. You are
expected to be aself sufficient as you were before. The only difere is you get to allocate the communal labor, and
lead the people into battle. (*Remember, on arobptay note, if you abuse this privilege, you nfiag that the plot
committee "conveniently" has you randomly abductediorse*)

Common Stories: These stories are told to yourfgolgaes. Interestingly enough, they vary littlerfréribe to tribe.

Suhl and the Twelve Mountains:
The shamans to teach the youngsters about ottes uae this story. From tribe to tribe, The Propenes
may change, but all in all the story remains theesa

Once, long ago there was a great warrior of ower reened Suhl. He fought in a war against a grogvibhumans that
lived in the north. He Slew many enemies and fougdnty battles. After the war he headed back ttribis. A great
snow came, separating him from his comrades. Hedfaucave and rested there for five nights asttdmgaged on.

Suhl awoke on the sixth day and realized he wststte knew that his home was south, and thattifadweled
that way he would eventually Recognize some landksrend make his way home. He discovered a twdlihg south
through several mountains.

The first mountain he came to was tall and coverigdsnow and ice. He met a traveler there; aeitivnan
named Jacob. They traveled together for compangbJaways complained of the cold and built firaskenight. Suhl
said this was not smart and that it could attraetr@es. On the third night Jacobs fire attractedymelves. Jacob was
weak and was killed by the wolves. His screamsagf pwoke Suhl, who then killed all the wolves. Flaid Suhl learn
that Elves are easy prey and should not be braaghfight.

The second mountain was covered with many cave®gk nothing lived there. Suhl met an Orcish man



named Skall and they decided to travel togethenyVaolls lived in the caves and would attack the &t night. Suhl
and Skall were both great warriors and always veataiut for each other. For three nights they stelistby the
dozens. On the forth day they reached the otherddithe mountain. Skall went west to find hisérdnd Suhl
continued south. Thus did Suhl learn that Orcsayeod people who fight well.

The third mountain was a sleeping volcano. Sutilani&iata woman named Sarilla. They traveled tagyaip
the mountain. On the fourth day, Suhl felt as ifs@es covered in burning oil. Not being a shamargdugd only guess
that the volcano would erupt soon. He made Satih down the mountain. The mountain didn’t eruqat she claimed
Suhl was mad. Later that night he awoke to finddsttide hive with her claw at his head. She clditoebe healing his
mind. Suhl struck her mightily and chased her @pnttountain, but gave up when she ran into a cav@eAvalked
down the mountain he heard a rumbling. He rusheth®bottom of the mountain. When he turned bad&dk at the
eruption, he saw Sarilla rushing down the path. [&he caught her and she exploded into flames attstreaming.
Thus did Suhl learn that the Biata are a devioos tlaat must be watched at all times.

The fourth mountain was beautiful and covered wlittuds. He met a barbarian man named Killaxe. They
decided to travel together. Two paths existed veaefull of pits and crevasses, and the other wa®#h with a gentle
slope. The two men decided to take the easier paty eventually came to a collection of burial mds! Killaxe
claimed that evil spirits would plague him andthiise if he crossed for no reason. Suhl said ttzet mot true as undead
didn’t come out during the day. Killaxe still regs Suhl gave up and decided to cross. As heldigk bandits leapt
out, intent on killing him. Killaxe gave up his feand aided his friend. Together they killed the¢dwomen. Killaxe
ran from the mounds and told Suhl he could helmoege. Suhl ventured on and eventually came totther gide. Thus
did Suhl learn that barbarians are good fightarsabe often too superstitious for their own good.

The fifth mountain had many hot springs. Suhl enstystic wood elf named Fernell on the path up the
mountain. Fernell seemed to like Suhl and theyetesl/together, sharing a bed roll at night. Evélyttiaey came to a
stream they had to swim across. Suhl easily maatediss, but Fernell did not. Half way across sfeine tired and
clung to a rock to keep from being pulled underilé/earching for his rope to save her, Suhl disoed that his sack
of gems was missing. He realized Fernell must k#len it and left her to die a cold watery dedtius did Suhl
realize that mystic wood elves are a weak racemincon thieves that will steal your heart while takyour money.

The sixth mountain was barren and windswept. Mangll animals lived there. Suhl met a male scawethgée
resembled a mink. His name was Carthidge. The wamslbitter cold and Suhl shivered badly. Carthidgeered in
thick fur, was warm. Suhl wanted to kill some of 8mall animals that lived there to make a fur.dBatthidge was
offended, claiming he would kill Suhl if Suhl trigd kill the animals of the mountain. On the foutthy, Suhl could bear
the cold no longer. He found a nest of ermineskagan to club them with his mace. Carthidge atth&hl, and Suhl
caved his skull in with the mace. Suhl skinned lgdge and had a very warm fur coat. Thus did Sedni that the
scaven are nothing but weak animals pretending twilized.

The seventh mountain was laden with crevassebauiders. Suhl met a hobling man named Greniclhen t
path. They traveled together, and Suhl often thbGganich a great burden. Grenich had difficultyigating the
terrain. On the third day, they came to a chasitnwha over twenty feet wide. Suhl looked down amdd not see a
bottom. He was about to turn around when Greniolywred a grapnel, some rope and a few spikesnitter of
minutes, he had spanned the chasm. The two safelyerl. And parted company. Thus did Suhl learrthieehoblings
were a weak people, but they made up for it wigv@tness.

The eighth mountain was covered in brambles, amuyrthorn bushes. Suhl met a stone elf female dame
Zenith. They traveled together, and Suhl noticedl she spoke little and never smiled. As they ats@the mountains,
the brambles became thicker, blocking all pathgyTgressed on. For two days the thorns tore atgkigi and clothes.
Zenith and Suhl bled much. The stone elf passedsohl bandaged her, and put his bed furs ovetoHexep her
warm. That evening a storm blew in, bringing lighy and rain with it. Suhl sat vigilant over Zérstsleeping body as
the lightning struck the mountain for most of thght The next morning zenith awoke to find Suldrethed, half mad
from the deafening thunder. Using her powers shthsed his mind. They traveled the rest of the patiout incident.
At the base of the mountain, the parted ways. @diSuhl learn that Stone Elves, while week of hedgre strong of
mind.

The ninth mountain had a flat top, with a beautéke in the center. Suhl met a gyspy named Rodfigey
traveled together and Rodrigo told Suhl many t&e#| thought many to be too fantastic to be toue they were good
stories anyway. Rodrigo brought a large bottle e&chon the trip. The two drank it and became vamgldthe first
night. Rodrigo traded Suhl a jar of dried beetheg brought good luck for a jewel encrusted da§ger had brought
home from the war. The next morning, while holdiigjaching head, Suhl realized he had been trichedlemanded
the dagger back. Rodrigo refused, claiming a daabonot be undone. Suhl took the dagger by farbe.two didn't



speak the rest of the trip, and when they reacterkan the path, Rodrigo cursed Suhl with thédéian ass, and ran
away. Thus did Suhl learn that gypsies are snttadyes not to be trusted at all.

The tenth mountain had many rock slides. Suhlanigfer Saar female named Thrush on the path. fieget
they traveled up the mountain. The path was diffieend the two slid as they climbed. It took 1@<t reach the top.
Nothing grew here, and both Suhl and Thrush wemnglmengry. Thrush decided to scout ahead, lookimgfclear path
with her catlike agility. She went a ways and gase for a while. Suhl began feel queasy. He fethaugh the earth
beneath him was rumbling. Thrush then called tosaging all was clear. Cautiously, he tossed stbatse him,
expecting a rockslide. As he had expected, orleeo$tones caused a rockslide. Then thrush leapboht realized she
had meant to kill him. He unslung his mighty mand eaved her skull in. He left her body for thericer crawlers and
vultures, making his way down to the base of themtain. Thus did Suhl learn all Saar are savageaisipretending
to be civilized.

The eleventh mountain was steep and covered evithatches. Suhl met a dwarven female named Vidiia.
two were both sturdy enough to navigate the moongaid made good travel companions. Valia spokelitte, but
she did comment on the axe Suhl was using to dewith. She said the metal had a flaw, and wowotoh oreak. Suhl
dismissed this saying that he had taken it offeddmsemy officer in the war. The next day, whileging holes in the
ice to make foot holds, the blade shattered. Stanetal wounded Suhl, making his left arm uselegsbegan to
plummet, but Valia grabbed him as he fell by, sgviis life. With hr help, Suhl was able to crdss mountain. The
two parted as friends. Thus did Suhl learn thatrdesare a capable people, and that they are exaeseaponcratt.

The twelfth mountain was black as soot, and smhelfdorimstone. Suhl met a dark elf named Kensangki
spoke little to Suhl, and when he did, it was avay if Suhl were a child. Suhl disliked Kenshésnpany. Kenshi
disliked traveling during the day, and would ombvel at night when all Suhl could see was Kengyies reflecting the
starlight. On the third night of travel, Kenshi apped before Suhl and demanded money for prote&igmn scoffed
and said that the black elf must be insane, Sulitidend for himself. Suhl traveled the rest of tight not knowing if
Kenshi was lurking to kill him at any given momegust before dawn, Kenshi reappeared, asking doesnagain.
Suhl readied his mighty mace, and told the marKeashi sighed, throwing three severed northmendbafbre Suhl.
Kenshi said that they had followed Suhl since #gitning, and that more lurked in the night. Asseldisappeared
into the shadows, he told Suhl to be certain tejica dark elven offer, for it is seldom they wibime to your aid.
Dawn came and no sign of Kenshi or of northmendbel found. Suhl made his way down the mountaicgfably.
Thus did Suhl learn that there is more to the dar&s than meets the eye, and that one should heweheir backs
upon them.

The road leading down from the last mountain mexgéua trail, which eventually led to the encampinaf Suhl’'s
party. As he feasted by the fire he told them sftfavels, and they asked if he traveled with anabhuman. He said
no, he had fought along side humans in the greqtamd knew them well enough. Besides who wouldt watravel
with a greedy, know it all, confusing human wholddearely keep up in a fight. It's not that grefibo adventure to
travel with one anyway.

Playing a Hatcha

Long ago In the Ashbury area, many young half-ogrer® kidnapped by the giants, and forced to waghting”
nature. Many were never seen again. They eventyialy to be Hatcha (literally those who do not figitcasionally a
hunting party will encounter a strange half ogrieeyl usually challenge him to a duel, and the bendld creature flees
as the weapons are drawn. This is not to meathbadatcha are cowards, they just do not understendueling
tradition, and fear they will be set upon by thérerparty.

Playing a hatcha is easy, it also allows an easfoo players who created their characters befasgpacket. It
can be assumed that sometime after being releasadHe giant’s services, some of the young haé®ganded
together forming tribes, etc, that had no knowlealigheir roots. Hatcha get all the benefits araldiracks any other
half ogre does. They merely don’t know a lot alibeir race.

They still will have odd feelings, still get thellies from undead, etc, but they are free to ré@adifferent
manners from “standard” half-ogres.

Players playing “standard” half-ogres are freestact any way they deem appropriate to the haticbagh
curiosity and pity are often prevalent.

Half ogres of the Tyrangel/ Southwatch area:



Culture: The Half-ogres of the Tyrangel area daht selves the tribe of the waning Moon. They amesvhat
different from their northern counterparts. Sevgsmalerations of slavery after their return to Amadmd a run in with a
pack of werewolves have influenced their culturgctEhalf-ogre belongs to a caste and hates witssign the
werewolves (they refer to them as "the Big wol sige history section for more info). The casterandike most real
world ones, as a person can change their castacamally chooses which caste to join. The casteseannants of the
slavers separation of the various professions.eltier 6 castes:

Babyfangs- Young Half-ogre children. They bear @amtattoo on their left cheek. The color is thathafir dominant
parent's star (see Below)

Pariah- These are outcastes. Their tattoos haverbe®ved, and their are generally attacked on Bigkcognized as a
former member of the tribe.

BloodFangs- The warrior caste. Each has Red tagkson tattoo as the Babyfangs, as well as a ho#dvgtar tattoo
over their right eye. During times of war, the lddangs (and all the other castes) they fill thioopart with a blood
based paint.

Black Hands: these are the stealth warriors oTtitee. Each has a hollow Black star over theirtrigye. They also
have the moon from their time as a Babyfang, A$ &ageh solid black tattoo covering their entire: kefnd.

Azure Eyes: The celestial/ battle Mages. Each hendlew blue star over their right eye, the Babgiamoon, and one or
more blue eyelid (see below). Once a person jhisxaste, he may never become chief.

Alabaster hand: The Healing/ protective mages. Basha hollow purple star over their right eye,Bladyfang moon,
and a solid white (palm excluded) right hand.

**Note** Membership in a caste is not limited byask. Any class may, if they meet the tests of élséecjoin any
class.**

Joining castes:
Each caste has it's own criteria for joining. They as follows:

Blood Fang:

The entrant must, anytime after defeating theitheroto return into her home, call out at the tbpis lungs
that he is worthy of being called blood fang. Hdattmoment all of the Blood fangs not occupied wwitportant matters-
Guard duty, criminal trial, occupied in a duel,.etdl begin to converge on the applicant. He isgétled to the ground,
and bore away to a nearby cave. The blood fangsatbsianner of fruit and fruit juices into the eaand wall the
young applicant in the cavern for a week. Durirag theek, the blood fangs spend their time seiziagyndangerous
animals and monsters. These are brought to the TheeBlood fangs stake the monsters out aroundrttrance to the
cave, set many large mechanical traps in the anebljght a large ring of brush afire to form arflag barrier 3 yards
from the cave mouth. the door to the cave is opaneda half starved, blood raged almost insaneddgé emerges,
bent on destruction. if he can kill all of the dreas and not get killed by the traps, he passetet. if not he may try
again when he resurrects, or he may embrace casaadd run through the fire, barring him from jogfor a full
year.

Once he has passed the test of battle, an appbkda@aled and prepared for the final test. Athef blood
fangs are given a riding crop. The applicant mustthe gauntlet, ending up at a large table wigbwrd on it. in the
gourd is a secret herbal mixture that will give tira blood red teeth of the caste. He is thendattavith his star, and is
at that moment a blood fang.

Black Hand:
Individuals of the black hand are a special lafdBe a child is turned out of his home, the blaakd decides
if he is worthy to undergo training in their arbd silent, stealthy black hand bases this dec@igorevious scouting



excursions. If the child shows promise, he is atmtlithe night before he is to be turned out by edghkvaders
(disguised Black hands) He is clubbed about thd tethe point of unconsciousness.

He will awake in a pitch black room. A gruff voigestructs him to do many tasks in utter silen@echime
the child makes a noise, he is stuck with a ridiragp. The child may try to escape, but he is cltbinghe wall. When
the child learns stealth enough to complete makstsilently, the masked overseer lights a lansaizes the child and
leads him to a dingy cell. For 3 days he is kegptetwith no sustenance. The black hand then cogviiynrescues him.
The offer to let him go back to his family, or jareir ranks. Most choose to join.

If he chooses to join the caste, 2 members s@izavhile a third covers his whole left hand witblack tattoo.
This is a very painful procedure, and the chilthid not to scream. Nothing occurs if he does sordias just
considered bad form. For six months thereaftercltfild is taught in any roguish skill he choosesth®& end of his
lessons, He is told that before sun down on thedex he must bring 30 gold worth of treasureisadrcher. If he
does so, he is accepted as a full member andds¢at with the hollow black star on his face. lfisv@nable to gather
all the money, he must repeat the training/ treakunt again until successful.

Azure Eye:

The azure eye caste will attract people with & liov battle magics. The largest portion are celestut all
schools are accepted, provided they are not deféerapplicant may join the caste at anytimeeir tiie. He must
show he can cast a spell to a member, and ashktdTjoe member takes the individual to one of tiemsans in this
caste, or the most powerful azure eye if nonelamans. That person will have the individual heldia, and his lower
right eyelid tattooed. Hence forth he may nevea lxébal chief. The applicant is then assignedtesaher. when the
teacher feels the applicant is ready, (of courss abme studying and free labor) and the applicamtcast a third level
spell, the applicant has his lower left eyelidda#id, and is tattooed with the hollow blue stae @pplicant is then
considered a full member of the caste. Later wieeledrns a ninth level spell his upper left eyithttooed, and if he
pursues formal magics and achieves 1st level,gpsnright eyelid is tattooed.

Alabaster hand:

The alabaster hand are the tribal healers. tleeglao the ones in charge of Spell protectionsir3 isethe
gentlest of all initiations. An applicant must askoe a member. If the majority of the cast agred, the person can
heal, or offer protection (be it magical, alcheraiclor any other non physical way) he is acceptieds tattooed with a
hollow purple star. He is then instructed to visé most powerful healer in the tribe. This perstimdfolds the young
applicant and leads him to an ancient cave. Herapiplicant is told a present lies for him at tb&#dm of a pool of
white water. Looking down on the ground he seegldling white pool. Reaching his hand into it, imel$ nothing.
However when he retrieves his hand, he noticessitdeen bleached solid white. That was his giftishew a full
fledged member of the caste.

History

After the fall of Elaan, the two heroes of the i&twe, Burc and Caff each took a party in a différdirection. Burc
went south. When he arrived in the area he setampa#l encampment. They first started by clearifgyest. They
fashioned the trees into a large palisade. Hute tveiit, and A well dug. The people began to limd prosper again.
Thus they did for 5 generations. One year duriedditival of the Bittercold, a strange group ofireetered the
Village. They said aloud in a booming voice "folloa brethren™ Thus did every half ogre follow thesengs, now
known to be giants. The giants loaded the Half®gr® a large barge and took them across the sea.

For many lifetimes , the half ogres did all mamwfethings in the continents of Zephyr, Amys arah@ar.
They would dig springs in the desert, Harvest flair the jungle, etc. finally The foreign landst&d the eccentric
giants. all of the half ogres were offered passegk to Avalon, but many decided to stay in the leewls. Those that
chose to return boarded a ship and departed abegseat salty river. As they were crossing, atggstorm welled up.
Several of the half ogres were swept overboard.ofstrength, they tried to keep up, but were sopglied behind. The
last thing the half ogres saw was their brotheisgbgwept beneath the waves.

After the storm cleared, the journey was very elisgemed that a pod of dolphins were helpinguide the
ship , allowing for a peaceful journey. On occasmme of the half ogres would see, or so he thoaghlint of yellow
beneath the waves, perhaps the fallen had survivexiGiants moved the ship into a bay on the sauttmast of
Avalon. The half ogres gleefully jumped into thet@vaswimming ashore, sea sick from their long gaya

The half ogre's first order of business was totaaeity. Cutting a forest, they began constrggctireir rounded



huts, as well as building the city wall. Within 2nths, the city was fully finished. The half ogtlesn began their
peaceful existence.

One day, a large caravan of humans approachquhlisade. They entered the village bearing giftsesfr and
bread. The half ogres, as of yet unable to hatlkiestnewly planted grain, feasted on the food heate until full,
drifting easily off into a peaceful sleep, almast easily. the Tribe awoke to find itself shacktethe bottom of
wagons. Slavers had captured them. The slavenrsatgdlthe skills of each person and tattooed a colted star mark
upon their face to identify their vocation. The \¢himt became property of some cruel master imtréh. For 7
generations, the half ogres were forced to taih@various enterprises of this man. Finally wherad finished all of
his work in the north, he moved the entire popafatd the south. As the caravan entered whatisSwmithwatch, The
main wagon's axle broke. The guards went to s@elssible replacement. After they had entered thedsicseveral
screams were heard. The guards were not seen again.

For many days, the half ogres starved in the@l steackles. Then they saw a small, heavily arnaed lof
humans approach the wagons. These humans look&eiopon the half ogres, never having seen "ogremall."
They proceeded to raid the food stores and prephaoge feast. While they were eating, one of the Inael an idea
about entertainment. He went to one of the emptgows and unhitched it. Moving the wheeled cageratdo the feast
area, the others realized his plan. 2 men cho$¢h2 bialf ogres from the cages. One had a bluest his left eye,
the other had a red star in a similar locationuBs; and a large piece of roast were tossedlietedage. The half ogres
quickly followed them.

The original plan was to watch the brutes smashamother over the food. However this was not &se.c
Freed of their shackles, both ran for a club. Theeaeye tossed his club to the Bloodfang. Theathee eye
destroyed the door with his magic. Unleashed waéulhfury of the Bloodfang warrior. The 5 bandiobably could
have taken the warrior by force, were it not f@ theverness of the azure eye. He destroyed theodom cage full of
Blood fangs, Releasing as many as he could. Sdemigg rocks, the warriors crushed the men intp.ptih azure eye
then went and released all of the others. One héetided to have some fun. Healing the two bdedders, he cut
their tongues out. Then he tossed hem into a edgey with 2 rocks and a turkey. The blood fangsetda large stone
to seal the door and left the two men there.

In the south watch area, as well as most of treslanuth of Therendry, no half ogres lived. After battle with the
Jhivante, all the remnants of the southern tritegimted with their northern brethren. The nevdpsplanted half ogres
found the land to be good, and full of virtue. Sigwenuously at first they reached out to the othees in the area. The
first they met were the elves. At first, as was m@n through out the history of the half ogre rdloe,elves were
frightened. None in the initial contact group hadreseen ogres this small. Several noted the pbedes, and
wondered of their origins. The leader of the ttibeught to bring the group to the nearest city.

In the city, an old elder had remembered the ldgefithe chaos hating half ogre. He claimed, rathe
erroneously, that they were of part elven deseamt,would make good allies. Thus was trade estadlisThe elves
provided soft blankets, and finely tanned hide® malf-ogres skill with weapons allowed them tovie the elves
with many types of animals to eat. Word spreadldyithat the half ogre traders were fair, and @did the best of
meat to their trade partners. Eventually, manyedkffit people would come to the village of the bgles, not only to
trade goods but also to gain training. Thus a @asgs time began.

One warm autumn day a group of the colorful hunzgmsoached the village. The half ogres approatifed
wagons in peace. The gypsies had many wares apedipdes traded well. In fact the half ogres extealitheir
resources, and were forced to hunt that nighteir own food. When the Half-ogres returned, tloeyd their village
in flames, their remaining people huddled in thenfiry, wounded and in need of help. They immediatet the
alabaster hands to fixing the wounded. In the lgjithe full moon they began to search for othevisars. They found
many dead, but only one wounded. The small chilsl wapped under a beam that had fallen from otfeedfaming
huts. As the Blood fangs tried to lift the beammirthe child's body, she coughed. As she died #tevards she uttered
was "the colorful humans...."

Suddenly the half ogres thought about their tggadtners. Several rushed out to help the gypsigsthBir
wagons were empty. Not alight mind you, but justedted. And it was not deserted like a peopleifiddar, but as if
they had just left of their own volition. This wesnsidered odd. but it was assumed that perhapseter attacked the
village feared the gypsies curses. The searctepagturned to the now ruined village.

Total, 17 were dead, 5 wounded and the entiragélidestroyed. All of the people claimed that gelgrack of
upright wolves attacked and looted the village. iwhele tribe decided to hunt down these "big walvesr a month
they wandered searching for signs of the evil walg@ne day, exactly one month after the destructidhe village,
none of the 5 wounded half ogres could be foune. dfief searched high and low for the missing bgiés, finding



them clenched in pain, about a mile from the catgpwatched with horror as they began to look leskless like him,
and more and more like wolves. They were changgfigrb his eyes. he seized his hunting horn, anddsalit with all
his might. The entire tribe converged on the samdiquickly slew the lycanthropes.

Suddenly from out of the bushes another werewoérged. Howling, he lunged at the chief. Beforeriaele
any contact with the stalwart leader, the azuess é&urned him into cinders with their mighty magis the now limp
body fell to the ground, the half-ogres saw it @@rt was one of the gypsies who had so recersiitgs them. On that
day, Graz Heartrender, mighty chief of the southeibe, declared that from henceforth the tribeusthde the tribe
bent on destroying the "big wolves" . Realizing tih@on was the source of the lycanthropes powelritreedecided,
after some deliberation, to call themselves "tletof the waning moon" to represent that they leeedoom of the
harvest-time gypsies and all other werewolvesesihat time they have rebuilt their village in areneecure location,
and now great honor is given to any person, oradypeople who successfully slay one of the ward.k

Members of note in the Tribe of the waning moon:

Grok Backwhacker- Current chief. age 16. MembehefBlackhand. defeated Grom Toestabber in théddieduel
by distracting the chief, shouting a warning of @aghing undead, then inserting a knife betweemi3radbs.

Dreg Runeeye- head shaman. Age 32. Member of tire aye. Most gifted seer of recent years. Hasrmaigsed a
divination since becoming a shaman.

Grom Toestabber- Most recent chief. Grom is nowh&epithet comes from his innovative fightingestjne would
use a short sword to block his opponents blowdewhortally stabbing them in the toe with a speablood fang to
the end he hopes to win back his title from Grathimithe year.

Skrob Heartpatcher- Highest level healer. Now 30s&eks the items necessary to create a healahg fair the tribe.
epithet comes from an incident with an insane thait was killing off tribal hunting parties. It widl rip the people’s
heart out and consume it. Skrob hid in the brushlihg them after the creature left. She eventuadlyt on to lead
those warriors in a battle against the creaturiejrgagreat fame.

Half ogres of theHadran empire
( Most all contributed by: Christopher Reum)

l. Overview/Philosophies:

There are many different half-ogre clans and trwegtered across the lands of Hadran. Each wébies in its history
and its view points since there is not one maifidgde group. Most half-ogres can be found indities and towns of
other cultures especially humans, but many aredf@srione travelers. In contrast to other tribaligs, such as the
barbarians though, half-ogres are not male dondreate rely on both men and women to be the huatetdhe family
care-givers. The main half-ogre theme is sunideslause most tribes live in harsh regions whigbhisthey believe
that strength is everything and civilization is @akness that detracts from survival. They do oohally prey on
civilized folk but will defend their territory agast any threat, and because their tribes are ysmall, they often must
unite with other races to defend themselves agathsts.

Il. History/Legends:

Each tribe of half-ogres has a different opinioowhheir origins; however, it is consistent thetyt do not relate
themselves to true ogres. In what was once thedrdeimpire, the few tribes that have been discoMeawe remained
aloof in the Dragonspine Mountains, but occasigredkk or offer aid to their neighbors. It is gaig thought that the
half ogre tribes here are formed from the warribas fled the horrific battle with the Jhivante.ddéng west, they
eventually met a group of dwarves. Living with thearves eventually led to a slightly modified crdtédrom that of the
east.

M. Society:
As stated previously, half-ogres are a warrior fee@o see one's strength as all important. Becausst half-ogre
tribes live in harsh lands, the most important featiny individual is survival. Most tribes dotrgyow things, they



hunt and gather or take anything that they needdar to survive.

Half-ogre tribes in the Hadran area are generadlierdominated, but on occasion, a female has belsader of her
tribe after defeating the previous leader in conitwatt culturally the women are just as importarthasmen often
hunting next to their mates. Most tribes’ lea@dgnzoint themselves tribal chieftain after they defke current chieftain
in combat (usually not to the death). However, yrtabes also have a council of elders, who hedplélader make wise
decisions, but the chieftain final word is law. eBvtribe also has a tribal shaman, who, unlikestfeanans of the east,
is exclusively an Earth caster. In many tribes,dhaman is so powerful and influential that thetyally lead the tribe.

V. Culture:

As with any society, family is seen as an importamcept; however, half-ogres have two ideas ofljar®ne could be
termed as the immediate family, which consistheffather, mother, and children. The other coelddlled the
extended family, which consists of everyone elghiwihe tribe. Many half-ogres believe that thevgh of children
and the knowledge that they obtain is the respoitygibf the entire tribe, not just their fatherdamother. Most scholars
believe that this developed because both men anmtewaan be the hunters/warriors and because iffalibeing
difficult, either could die and the children mustyrupon the rest of the tribe for their knowledge survival.

Daughters and widowed females are married off byfdther to the most powerful or richest male. dllguhis is done
to secure allegiances or to repay debts, and rgardaes not have to be only inter-tribal. Daughtan be married to
other tribes or other clans to secure relatiorseat agreements.

V. Relations with other Races:

Hadran Half-ogres have an affinity to strong rasigsh as humans, half-orcs, and barbarians. THieyesterally see
humans as a weak people because they live ifigdrtities but will seek their aid whenever neeegs Half-orcs and
barbarians tend to survive in similar terrain astiblf-ogre people, so they are seen as more pdwaces, but neither
is dealt with frequently because of their aggreseiature.

Hadran half-ogres see hoblings as weak little areat which can not defend themselves againstaestt They also
see elves as frail beings, but believe that theseban be stout fighters when they combine thejgicaavith their skill in
shiny weapons.

Half-ogres are closest to dwarves because theyligetim mountainous regions. Dwarves are seapedt fighters, but
half-ogres size just doesn't allow it much freedomerground, so many half-ogres tend to fear eedlepaces.

VI. Use of Magic:

As with all half ogres, Hadran's population hadféicdlt time understanding scholarly things incingd celestial magic
and as a people, they tend towards the use ofmadit. They have no concept of good and bad ezatfic (earth vs.
necromancy) and will use necromantic spells tordbfaemselves. Of course the fear of undead stiit® and no half
ogre will create, control, or aid these abominatiddf course when it comes to battle, they woulderashow their
power in armed combat, but the use of magic toadefie enemy can be appropriate.

VII. Language:

Half-ogres have both a complicated oral languaglesavery simplistic written language normally késythe tribal
shaman or chieftain if their is no shaman. Omaiies, rituals, and dances are the basis of tegquctiiver half-ogres
including the young. Itis a great person whoregell his deeds through dance or oration.



