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The Orc 
 
The Orc finds a natural fit with a group willing to kick down doors, kill everyone, and grab everything. 
 
Inherent—Brutal 
• You get +1 bonus on Brawn. Once per arena, you can add 1 wound of damage without spending an 

Awesome Point. 
 
Limitation—Rude 
• Your maximum Charm is 10. You are ugly, you don’t smell very good, and you come without the 

necessary patience to care about other people’s stupid feelings and ideas. (If you don’t have ANY 
attribute rolls low enough, then lower one, and add those points to Brawn.) 

 
Levels Starting Equipment Attribute +/- Experience 

1st   Clansman 
2nd  Thug 
3rd   Boss 
4th   Chief 

Ragged clothes. Assortment of 
small dead things in various states 
of being chewed. Necklace with a 
rune on a stone medallion. 
 
Starting Coin: 1d12 silver. 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Animalistic Senses. Constant ability. Gain +2 to Awareness tests involving seeing, hearing, and 

smelling. Gain an additional +2 to see in dim light. Choose an animal totem to venerate. 
 
• Carnivore. Rested. Once per day, you can eat at least two fist-fulls of fresh raw meat and get 1 

wound back, no matter how badly you are hurt.  
 
• Rage. Rested. As a free action at the beginning of the round, channel the ancestral fury and fly into a 

rage. You become immune to mind control through charm or magic for about a minute (12 rounds). 
You do +1 wound on all attacks, and are +2 to hit. You ignore the first wound inflicted by any attack. 
When the rage is over, you lose 2 wounds to exhaustion and strain. 

 
• Tireless. Rested. Once between periods of sleep you can dig into your body’s reserves of vitality and 

count as though you just ate a meal and slept 6 hours after a few minutes of dozing. 
 
• Thug Culture. Constant ability. Substitute Brawn bonus for Charm tests to command underlings or 

to support a stronger leader. Bullying feels natural and comfortable, both giving and receiving it. 
Those who understand the strongest should rule will be attracted to you. 
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Alternative Adventuring Goals 
1. Life was good when your tribe raided farmers to get food and fun. Then the army came. Get revenge. 
2. When you tested your toughness to be an adult, in the desert, you had a vision. Find what you saw. 
3. Your granddad had sex with 82 humans. You can beat that record, no problem. Yay half-orcs! 
4. Your clan settled in a district in [the city], tried to get along. Now it is a ghetto. Lead them out. 
5. Every matriarch in your clan eventually headed off to fight a dragon. Now it’s your turn. 
6. Everybody goes on and on about how tasty elf babies are. Find out for yourself. 
7. You will be the lord and master of a clan of goblins that will see to your every need or get mashed. 
8. There is supposed to be this axe only orcs can lift that can chop walls in half. You want it. 
9. You were supposed to kill all trespassers, and you didn’t, so now you’re an exile. Regain your honor. 
10. A hero in his nasty little burrow, [dwarf champion] murdered your clan’s leaders. Eat him. 


