BattleOgre




Ogre



CLIMATE/TERRAIN:

Any land


FREQUENCY:


Common



ORGANIZATION:

Tribal



ACTIVITY CYCLE:

Any



DIET:



Carnivore


INTELLIGENCE:

Average (8-12)


TREASURE:


M(Q, B, S)


ALIGNMENT:


Neutral evil


NO. APPEARING:

1-10 



ARMOR CLASS:

0



MOVEMENT:


12



HIT DICE:


15+30



THAC0:



2



NO. OF ATTACKS:

2



DAMAGE/ATTACK:

3d6+8 or d10+8


SPECIAL ATTACKS:

Psionics



SPECIAL DEFENSES:

Nil



MAGIC RESISTANCE:

Nil



SIZE:



Large (12'+)


MORALE:


Fanatic (17-18)


XP VALUE:


4000





Leader

6500
 



             Chieftain

10900



PSIONICS SUMMARY:
Level
Dis/Sci/Dev
Attack/Defense
    Mthaco
PSPs
    MAC
   10
  4/5/15

All

      11

150
        10
Psychokinesis - Sciences: Kinetic control (mac 7, 8/3); Devotions: cryokinesis (mac 10, 7/3), momentum theft (mac 7, 5+/3+)
Psychometabolic - Sciences: Energy containment (mac 6, 9/3); Devotions: body equilibrium (mac 6, 2/1), cell adjustment (mac 6, 5+/3+), chameleon power (mac 7, 4/1), graft weapon (mac 5, 5/2), immovability (mac 5, 7/2)

BattleOgres are bigger, meaner, and tougher versions of traditional ogres.  Crafted by an insane dwarven alchemist, their temperament is foul beyond measure.  The typical battleogre stands several heads taller than a typical ogre, has larger arms and a broader chest, and has an evil glint of intelligence in it's eyes.  Often, battleogres are found bullying other smaller races (including their smaller cousins), and fear little repercussion.  They only respect force, strength of arms, and combat ability.  Battleogres tend to have a more militaristic mindset, and are fully aware how to use their PSI abilities to enhance their tactical abilities.  Magic does impress battleogres, but they do not fear it.  Any mage coming in and flashing a few spells to try and "cow" the brutes will find himself adorning a spike upon an ogre's helmet.

Battleogres always wear suits of Spiked Black Platemail when on duty, and often when not ("Adventurers turn up at the most inconvenient times...").  This armor, coupled with their naturally tough hide, grants them their low AC.  As an added bonus, only fools would even consider attacking a BattleOgre with natural weapons or wrestling maneouvers (Dragon's don't like biting 'em either), as this would undoubtedly hurt like hell (1-20 spikes at 1d6 damage each....you do the math).

Adult ogres stand 12 to 13 feet tall and weigh 600 to 750 pounds. Their skin colors range from human fleshtones to a dull black-brown, and (rarely) a sickly yellow. Their warty bumps are often of a different color -- or at least darker than their hides. Their eyes are brown with red pupils. Teeth and talons are green or black. Ogres have long, greasy hair of blackish-blue to dull dark green. Their odor is repellent, reminiscent of curdled milk. Battleogres spend several hours each day training and cleaning / sharpening their armor and weapons.  They are fully aware that their armor and weapons give them advantages in combat, which they would be poorly prepared to lose.  Most sages consider this a side effect of their enhanced intellect, as well as something that they learned from their creator.  It is common for ogres to speak orc, troll, stone giant, and gnoll, as well as their own guttural language. A battleogre's natural life span is 140 years, tho very few live to see such, as they're constantly spoiling for a fight.
Combat: In small numbers, battleogres fight as elite combat squadrons, or pairs of assassins.  Ogres wielding weapons get a Strength bonus of +3 to hit and +8 to damage; leaders have +4, +9, chieftains have +4, +10. Females fight equally as males, but can score an additional dice of damage if they're defending their young.  Young battleogres fight as verbeeg.
Habitat/Society: Ogre tribes are found anywhere, from deep caverns to mountaintops. Tribes have 16-20 males, 2-12 females, and 2-8 young. Shamans, if present, will be of 8th - 12th level.  Ogres live by raiding and scavenging and they will eat anything. Their fondness for elf, dwarf, and halfling flesh means that there is only a 10% chance that these will be found as slaves or prisoners. There is a 30% chance that an ogre lair will include 2-8 slaves. Captured prisoners are always kept as slaves (25%) or food (75%). Extremely avaricious, ogres squabble over treasure and cannot be trusted, even by their own kind.  However, no battleogre will turn on his own kind whilst in combat against other tribes or races, lest he face the wrath of his clan and god.  They have a spiritual belief that combat is sacred, and inter-tribe combat should reflect that.  No battleogre uses backstab or poison techniques, as they are viewed as "BAD" or dishonorable.  Battleogres have a simplistic view of life.  Everything is broken down to "GOOD" and "BAD", pretty much a black and white outlook on things.  BAD things get smashed and killed, GOOD things are treated with care.
Ogre Leader
When more than 11 ogres are encountered, a leader will be present. He is a 19 Hit Dice monster with approximately 180 hit points and Armor Class -2. He inflicts 12-27 (3d6+9) points of damage per attack.
Ogre Chieftain
If 16 or more ogres are encountered, they will be led by two patrol leaders and a chieftain. The chieftain is a 24 Hit Dice monster with approximately 225 hit points and Armor Class -4. He inflicts 13-28 (3d6+10) points of damage per attack. Chieftains are usually the biggest and smartest ogres in their tribes.
Ecology: Ogres consistently plague mankind, lusting for gold, gems, and jewelry as well as human flesh. They are evil-natured creatures that bully other monsters to weed out the weak, and favor overwhelming odds to a fair fight. 
