BattleOgre 3e
Large Giant
Hit Dice: 15d10+60 (150 hp (210 hp in my world))
Initiative: +5 (Dex + feats)
Speed: 40 ft.
AC: 26 (-1 size, +1 Dex, +7 natural, +10 armor)
Attacks: Bite +19 melee plus 2 spiked gauntlets (fists) +19 melee or Huge Waraxe +19 or Huge Mace +19 or Huge Mighty Composite Longbow +13 (one weapon gets a +2 additional bonus from weapon spec/mastery)
Damage: Bite 1d8+7, fists 2d6+7, axe 3d8+10 (2h), mace 3d6+10, bow 2d6+7 (one weapon gets a +2 additional bonus from weapon spec/mastery)
Face/Reach: 5 ft. by 5 ft./10 ft
Special Attacks: Psionics
Special Qualities: quasi-telepathy
Saves: Fort +12, Ref +6, Will +5
Abilities: Str 24, Dex 13, Con 19, Int 10, Wis 10, Cha 8
Skills: Climb +12, Hide +6, Intimidate +5, Jump +7, Listen +5, Search +5, Sense Motive +5, Spot +5, Swim +7
Feats: Cleave, Improved Critical, Improved Initiative, Power Attack, Weapon Specialization, Weapon Mastery
Climate/Terrain: Any land, aquatic and underground
Organization: Solitary, pair, gang (2-4) or band (5-8)
Challenge Rating: see table below
Treasure: Standard
Alignment: Always chaotic, neutral (50%) or evil (50%)
Advancement: by character class
BattleOgres are bigger, meaner and tougher versions of traditional Ogres. Crafted by an insane dwarven alchemist, their temperment is foul beyond measure.  The typical battleogre stands several heads taller than its typical brethren, has larger arms and a broader chest, and has an evil glint of intelligence in its 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 psionic traits 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 on one of their helmets.
BattleOgres always wear suits of Spiked Black Full Plate 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 high AC.  As an added bonus, only fools would even consider attacking a battleogre with natural weapons or wrestling maneouvers (Dragons don't like biting 'em either), as this would undoubtedly hurt like hell (1d20 spikes at 1d6 damage each..... you do the math).
Adult battleogres stand 12 to 13 feet tall and weigh 600 to 750 pounds.  Their skin colors range from human fleshtones to a dull black or brown, and (rarely) a sickly yellow.  Warty bumps on their hide 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 typically have long greasy hair of blackish blue to dull dark green.  Their odor is repellant, remniscent of curdled milk.
BattleOgres spend several hours each day training and cleaning/sharpening their armor and weapons.  They are quite 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 learned from their creator.  It is common for battleogres to speak Orc and Gnoll, as well as their own gutteral version of Giant.  Most (75%) can speak Common as well.  A battleogre's natural life span is 140 years, though very few live to see such, as they're constantly spoiling for a fight.
Combat
Psionics (Sp): At will, once per round - Advanced Energy Barrier, Body Adjustment, Body Equilibrium, Chameleon, Duo-Dimensional Weapon, Graft Weapon, Immovability, Kinetic Barrier, Matter Deceleration, Momentum Theft.  These abilities are as the powers manifested by a 12th-level psion.
Attack/Defense Modes (Sp): At will - all/all.
Quasi-Telepathy (Su): BattleOgres have a innate sense of other battleogres, allowing them to simply direct or coordinate their actions - the mental equivalent of a single word grunt.  This coupled with simple body language, seems to outsiders to be a competant telepathic link, while in reality it's more primitive.  It functions in a 120' radius.
Just like standard ogres, BattleOgres have 60' Darkvision.  All battleogres are proficient with every type of armor and both simple and martial weapons.  Strangely enough, they are also proficient with every dwarven weapon, which appears to be some odd genetic trait as even young battleogres seem to have a knack for using them.
Advanced Energy Barrier
Psychometabolism (Str)
Level: Psion 6/Psychic Warrior 6
Display: Vi (see text)
Manifestation Time: 1 action
Range: Personal
Target: You
Duration: 2 rounds/level
Power Points: 11
The manifester’s body assimilates and converts all energy attacks to harmless light.  Energy attacks include powers and spells that deal acid, cold, electricity, fire, and sonic damage. When the character absorbs damage, he or she radiates visible light for a number of rounds equal to the points of damage successfully ignored. The light is strong enough to illuminate a 60-foot-radius area.  Ralph has a small dick.
Duo-Dimensional Weapon
Psychoportation
Level : Psion 4 / PsyWar 4
Display : Vi
Manifestation Time : 1 action
Range : Personal
Target : One of your held weapons
Duration : 2 rounds/level
Power points : 7
Your weapon's edge becomes two-dimensional, making it infinitely razor-sharp.  Almost any hand-held weapon can be altered with this power, even bludgeoning weapons such as hammers or maces.  Only jointed, chain, or rope weapons (such as whips, flails, or nunchuks) cannot be made into dimensional blades.  However, bludgeoning weapons will do slashing or piercing damage (damage dice as normal).  In addition, the critical threat range is increased to 17-20; however the damage multiplier remains that of the weapon.  
This power's effect can be used to breach stoneskin spells and Kinetic Barriers.  While this power is in effect, the psionicist's weapon ignores any armor worn by the victim - only Dexterity and magical protection applies.  In the case of monsters, the DM must decide if the creature's Armor Class is due to thick, armor-like hide or natural quickness.  
The dimension blade can also be used to cleanly sever inanimate objects, such as an opponent's weapon, a stone pillar, or the axle of a wagon. Any object struck by a dimension blade must make a fortitude saving throw or be sliced in half.
Kinetic Barrier
Psychometabolism
Level : Psion 6 / PsyWar 6
Display : Vi
Manifestation Time : 1 action
Range : Personal
Target : You
Duration : 2 rounds/level
Power points : 11
This is the power of absorbing, storing and redirecting kinetic energy.  Kinetic energy is the energy of motion - the energy contained in the swing of a sword, the fall of a rock, moving water or air, an animal running, or any number of other forms.  The psionicist can remove kinetic energy from any object by touch, stopping it instantly, and bestow it on another object immediately or at some point in the future.
While a psionicist has this power active, he is immune to all physical impacts.  A sword slash stops instantly when it touches his skin, arrows drop harmlessly at his feet, and monster' talons and fangs can't harm him.  The psionicist absorbs the damage of the blow and saves it for later use.  Note that the psionicist can still be harmed by attacks that inflict their damage by contact, such as the energy-draining touch of a vampire or the slow crushing attack of a giant python.
Using the stored energy requires the psionicist to make a physical attack.  He can deliver any damage he has absorbed previously by touch, punches, or even through a hand-held weapon such as a sword.  If he hits his opponent, the absorbed damage is added to any other damage the psion causes.
If the psion fails to discharge this energy before the barrier collapses naturally (or if you lose consciousness or mental control of the barrier) you take twice the damage stored in the kinetic barrier as your body internalizes the energy.
This power cannot be used to absorb damage from a fall.
Matter Deceleration
Psychokinesis
Level : Psion 1
Display : Au, Ma
Manifestation Time : 1 action
Range : Close (25 ft + 5 ft / 2 lvls)
Area : 2 sq. ft of surface area of an object or creature
Duration : Concentration, up to 2 rnds / lvl
Saving throw : none
Power Resistance : Yes
Power points : 1
Matter Deceleration is the opposite of Matter Agitation.  Instead of increasing the energy of the target's molecules to raise its internal heat, molecular motion is suppressed to lower the object's heat.  Objects may freeze, become brittle, crumble, shatter, or explode from extreme drops in temperature.  The list below shows some of the possibilities, depending on how long the power is maintained :
One Round: Embers and coals are extinguished. Metal becomes cold to the touch. Skin becomes clammy. Water condenses on object.
Two Rounds: Small fires are reduced to cold embers.  Bone and chitin become brittle. Skin becomes frostbitten (1d3 points of damage). Liquids freeze.
Three Rounds: Large fires reduced to embers. Metal and wood become brittle. Flesh freezes (1d8 points of damage). Damage does not increase after this round, but does continue at the rate of 1d8 per round.
Four Rounds: Stone and obsidian become brittle
Most items are not automatically destroyed by being frozen and then thawing out, but they may become more susceptible to breakage. Armor and weapons that become brittle due to cryokinesis must make saving throws versus crushing blows each time they deliver or receive blows in combat. (Thri-kreen who are struck while their chitin is brittle suffer double damage from any physical blow.)
Momentum Theft
Psychokinesis
Level : Psion 3 / PsyWar 3
Display : Vi
Manifestation Time : 1 action
Range : Close (60 ft + 10 ft / lvl)
Area : one creature or object
Duration : Instantaneous
Saving throw : none
Power Resistance : Yes
Power points : 5+
This power allows a psionicist to drain a target of its momentum, causing it to stop moving. The stolen momentum is dissipated harmlessly in the ground at the psionicist's feet.  Arrows, catapult missiles, and even flying creatures can be halted in mid-air and begin to fall. (Winged creatures can usually break their fall after a drop of 10 to 20 feet, however.)  Creatures walking or fighting are temporarily thrown of-balance and must make a Dexterity check to avoid stumbling and losing their action for the round.  A running or charging creature must make a Dexterity check with a -4 penalty or take a running tumble for 1d4 points of damage and be stunned for 1-2 rounds.
If this power is used on a falling character, it stops him instantly and he begins to fall again.  However, since his speed was reduced to 0, falling damage is only counted for the distance he fell after his momentum was neutralized.
It is hard to remove the momentum of heavy and fast-moving objects.  The larger and faster an item, the more power points it costs to arrest its movement.  It requires 5 power points to stop a man-sized creature (200 pounds) with a movement rate of 30.  Each doubling of speed or weight costs an additional 5 power points, so it costs 25 power points to stop a charging half-giant in his tracks.
