Introduction

History of the High Orcs, as written by Telkar Ernin, Priest of Taurus.  This manuscript was discovered in the ruins of a Temple of Taurus after it had been demolished by Dusk’s Death Squads.

A Study On the High Orcs of Geleia

Telkar Ernin

Priest of Taurus

10009 S.F.


Nearly 500 years ago, a great Water Mage whose name has been lost to the annals of time performed an experiment.  He had a position of some power in Kieron’s Watch, and was interested in creating a race of bodyguards to protect him and his estate.  After ‘acquiring’ a group of orcs that he deemed worthy of becoming his soldiers, he began his testing.  After one or two years and a lot of expended life force, he had created a new race of orcs that he dubbed ‘High Orcs’.


The new breed served their master and creator faithfully for nearly 3 years, until the city of Kieron’s Watch was rocked by a war.  In the midst of one of the more heated battles, the mage was destroyed.  No longer under the influence of the mage’s will, most of the orcs rampaged through the streets slaying anyone that got in their path until they reached the city limits.  From there, the band of 30 or so that had survived escaped into the mountains.  This was during the dead of winter, so the few guards that saw the orcs escape thought nothing of it and figured they would perish in the harsh weather.  


Seeking shelter and food, the orcs happened upon a small wagon train stranded in the snow and slayed it’s entire complement. In their typical heartless brutality, they took horses and supplies and left  the rest for the wolves.


After this act of savagery, nothing is known of what happened to this band of High Orcs.  Common sense dictates that they probably escaped from the weather into the vast network of caves beneath the mountains, but that is only speculation.  Nothing was heard from them ever again.



In the year 9989, a group of pilgrims was traveling from Southam to Kieron’s Watch.  All of them were humans, and they were all worshipers of the deity T’or.  After spending nearly two and a half weeks in the Great Forest, they broke out onto the open plain and headed for a small town off in the distance.  Stopping here to obtain more supplies and equipment for survival in the mountains,  they told the townsfolk of their pilgrimage and even managed to convince one or two of them to come along.  The townsfolk, however, warned them of the disappearances that had been occurring among their population in the past few months.  The trappers and hunters that ventured further out onto the plains after their quarry had been mysteriously vanishing and not leaving any clues as to where they went.


The leader of this group was one Thomas MacArthur, a priest of T’or who had been bidden by his superiors to guide this group of pilgrims and protect them on their journey.  The warnings of the townsfolk worried him, but feeling duty bound by T’or and his superiors he pressed on in his mission.  He led them out of the town with their new charges, who raised the number of their party to approximately twenty.  Their voyage across the plains was uneventful, and they made good time entering the foothills of the Warg’s Teeth mountains on their eighth day out of the town.  


Making camp a day into the foothills, the pilgrims prepared to bed down for the evening.  Watches had been set, and MacArthur was a capable enough T’orite to be able to remain awake throughout the night to watch his charges.  It was a partly cloudy evening, with a full moon that cast odd shadows across the ground.  As Thomas was taking watch with two of his fellow pilgrims, a host of dark figures broke from a ridgeline north of the camp and began sprinting towards the sleeping figures.  Attempting to identify who was attacking the party, Thomas squinted in vain at the charging monsters.  Now and then, one would enter a patch of moonlight and from what he could glean, they looked like orcs...but not normal orcs.  Huge orcs, taller and with bigger builds than any he had ever seen before.  Some even appeared to be riding huge wolves.  Wielding stone weapons and wooden shields, they crashed down among their sleeping victims, killing most where they slept.  Thomas managed to slay a few of them, but their overall numbers were too great.  Seeing all of his charges slain before him and being completely outnumbered, Thomas fled back towards the plains.  The orcs followed at his heels as he ran all through the night and into the next day.  As he neared the plains, the huge beasts redoubled their efforts to catch the fleeing priest.  Just as it seemed they were about to catch him, he broke out onto the plains…and the pursuit dissappeared.  


Only stopping to eat, drink and rest for an hour or so at a time, he arrived back in the town almost six days later.   Exhausted, he fell at the gate guard’s feet and blacked out.  The guards, recognizing the priest, put him to bed under the care of the local lay priest of Isis.  He remained there for the better part of a week, rehabilitating.  Afterwards, he reported his failure to his temple and vowed to revenge the deaths of his followers.  He has be…

-Past this point, the manuscript was burned beyond recognition.

The following is what we, the followers of Taurus could glean from the 

Rest of the book.

Government and Society


From what we can determine, the High Orcs have a very basic system of government, and most of their societal motivations stem from their system of politics.  They highly respect power and strength, as well as combat prowess.  Therefore, all positions of power are held by those who are highly skilled in melee combat.  Magic is a foreign concept to most orcs, due to their lack of intelligence and superstitious nature.  The only orcs allowed to use magic are typically shamans…some exceptions may be made, however.


They governmental system consists of a King of the Tribes and 5 different tribes that exist underneath him.  Currently, not much is known about the king or the tribal chiefs, due to the difficulty of infiltrating the tribal system.  The names of the tribes are known, however.  They are:  Bloody Hammer, Mauler, Brokenstub, Gutripper, and Black Axe.  The individual tribes are governed by a tribal chief and a tribal shaman.  The position of chief is won by combat, but how a shaman becomes appointed is still a mystery.  There is typically some tension between the tribes, as they all vie for the King’s favor.  The loyalty orcs have for their tribe and their king is fanatical.  They will do anything in order to protect or aid their king and their tribe, even if it ends in their death.


Most of the tribes are very warlike in nature, and prefer a straight face to face fight instead of sneaking around or using cowardly spells.  Tribe Black Axe, however, is the exception.  The bulk of the King’s scouts come from this tribe, and they have learned the ways of the mountains well.  They put more stock in being able to sneak up on an enemy and take them by surprise than roaring down on them in main force.  Most of the High Orcs found outside the mountains are Black Axe, because they are the ones sent out to scout for probable targets for raids.


High orcs don’t have much of an economical system, due to the fact that their main precept that possession is 9/10 of ownership.  They do use money, but most of their purchasing is done with the barter system.  They make typically everything they need, and what they can’t make, they steal or pillage from caravans or small communities. 

Orcan Physiology


High Orcs are the same as normal orcs in that they have exceptional willpower and mental stubbornness.  The resemblance stops there.  Due to the time they spent under the mountains and in the cold, their sense of smell has become muted.  They have, however, become much more capable of seeing in the dark (night vision).  Also, they are exceptionally strong.  This was a gift from their creator.  When a High Orc is very young, his parents begin teaching him the basics of orcan weapons.  Because the training begins at such a young age, all High Orcs are at +4 to hit when using their tribal weapons.  Another gift from their creator is their tremendous size.  The new build chart is as follows:

Also, instead of adding only 2 for each grandparent, 5 is added to the total score for height and weight determination.

Wargs


During their time in the mountains, orcs found and tamed a new breed of wolf-like creatures to use as mounts.  They dubbed the new beasts Wargs.  Wargs are similar to wolves in that they are quadripeds and look approximately like their smaller cousins.  The resemblance stops there.  Wargs are about the size of a large pony, which is around 4 feet at the shoulder.  Not as fast as horses, they only move at a speed of about 80’ a round with a rider.  The are not capable of carrying much extra weight other than a rider and his basic equipment.  

They are, however, much more agile and a lot less paranoid than horses.

They are a little quirky in that they will not accept anyone but a High Orc rider, and that rider must posses a fair amount of skill.

Their statistic sheet follows.

STR 14             Mod/DV         Rating

INT 5i     Combat   8 / 19        

PER 14     Missile  0 / 14

CSE 10     Grapple  4 / 16

HEA 16

AGI 16*    Skills        

PWR 8      Fur       5

COM 4      Damage/attack

WIL 16*    1d10   claw (2)

           1d12   bite (1)

Race Warg  Jumping   5

Hgt  4’-5’

Wgt  300-400

Move 80’

DP   35

