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HALF-ORC CX1: CHARACTER CLASS CODEX 

These orc–human crossbreeds can be found in either orc or 
human society (where their status varies according to local 
sentiments), or in communities of their own. Half-orcs usual-
ly inherit a good blend of the physical characteristics of their 
parents. They are as tall as humans and a little heavier, from 
greater muscle mass. They have greenish pigmentation, sloping 
foreheads, jutting jaws, prominent teeth, and coarse body hair. 
Half-orcs who have lived among or near orcs have scars, in 
keeping with orcish tradition.

From the half-orc’s point of view, the art of killing has a certain 
appeal. While the skills of the asssassin come naturally to the 
half-orc, the limits of their physical coordination means they 
have some difficulty in applying and improving their abilities.

The prime requisites of a half-orc are Strength and Dexterity. A 
half-orc with scores of 13 or greater in Strength AND Dexterity 
receives a +5% bonus on earned experience points. A half-orc 
with a Strength of 13 or greater AND a Dexterity of 16 or 
greater gains a +10% bonus on earned experience points. Half-
orcs fight and save as thieves.

RESTRICTIONS: Half-orcs use six-sided dice (d6) to determine 
their hit points, but receive an additional hit point through 9th 
level (in addition to any adjustments from Constitution). Half-orcs 
are limited to the 12th level of experience. Half-orcs may wear 
only leather armor, or magical or elven chain mail. A half-orc 
may use a shield and is permitted any type of weapon. Half-orcs 
are permitted the same magic items permitted fighters, and are 
not able to read magic or use scrolls as a magic user. A half-orc 
must have a minimum score of 9 in Constitution. A half-orc is not 
allowed a Charisma score higher than 15.

SPECIAL ABILITIES: The half-orc benefits from the following 
special abilities:

Limited Thieves’s Abilities. A half-orc possesses the 
following theives’s abilities: Climb Sheer Surfaces, Move 
Silently, Hide in Shadows, Hear Noise, Open Locks, and 
Find/Remove Traps.

Infravision. Half-orcs possess this ability to 60'.

Languages. In addition to common and their alignment, 
tongue, half-orcs are able to speak orcish.

Intimidation. Half-orcs may weaken an opponent’s resolve 
in combat through intimidation. This may only be used 
used against a melee opponent with whom the half-orc is 
engaged, and who can see the half-orc. The half-orc must 
roll under his or her level on 1d12. A roll of 1 is always a 
success, and roll of 12 is always a failure. If successful, the 
opponent becomes shaken for 1d4 rounds, suffering a –2 
penalty on attack rolls and saving throws. A half-orc can 
only intimidate an opponent once per encounter. 

Sneak Attack/Assassination. When a half-orc attacks 
unnoticed from behind, or leaps from hiding in shadows 
(successfully) to attack (from any direction), the half-orc 
attacks with a +4 “to hit” bonus. On a successful sneak 
attack, there is a base 50% chance +5%/–5% per level of 
the victim below/above the half-orc that the victim will die 
immediately (e.g., a 7th level half-orc making a success- 
ful sneak attack on a 8 HD target has a 45% chance of 
killing the victim immediately). Otherwise, the attack does 
double damage.   

Poison Use. The half-orc is trained in the use of poison 
and never risks accidentally poisoning himself when ap-
plying poison to a blade (if GM permits poison use).

Poison Resistance. Half-orcs make all saves vs. poison 
with a +1 bonus on the roll.

Pass Without Trace. Beginning at 7th level, a half-orc 
gains the magical ability to pass through any type of ter-
rain and leave neither footprints nor scent. Tracking the 
subjects is impossible by nonmagical means. The half-orc 
may use this ability up to 3 turns each day.

Upon reaching 9th level, a half-orc may construct a hideout that 
will act as guild, attracting 2d4 half-orcs who will have come to 
learn under a master.

Half-orc

Half-Orc Class Table
     Climb     Find/ 
   Exp.  Sheer Move Hide in Hear Open Remove 
Level Title           Points Hit Dice Surfaces Silently Shadows Noise Locks Traps
 1 Half-orc Bravo 0 1d6+1 80% 10% 5% 1-2 10% 5%
 2 Half-orc Rutterkin  1,400 2d6+2 84% 20% 10% 1-2 15% 10%
 3 Half-orc Waghalter  2,800 3d6+3 86% 30% 15% 1-3 20% 15%
 4 Half-orc Murderer 4,500 4d6+4 87% 40% 20% 1-3 25% 20%
 5 Half-orc Thug 9,000 5d6+5 88% 50% 25% 1-3 30% 25%
 6 Half-orc Killer 18,000 6d6+6 89% 60% 30% 1-3 35% 30%
 7 Half-orc Cutthroat 36,000 7d6+7 90% 70% 35% 1-4 40% 40%
 8 Half-orc Executioner 75,000 8d6+8 91% 75% 45% 1-4 50% 50%
 9 Half-orc Assassin 150,000 9d6+9 92% 80% 50% 1-4 60% 60%
 10 Half-orc Master Assassin 300,000 9d6+11* 93% 85% 60% 1-4 70% 70%
 11 Half-orc Master Assassin 450,000 9d6+12* 94% 87% 70% 1-4 80% 80%
 12 Half-orc Master Assassin 600,000 9d6+13* 95% 90% 80% 1-5 90% 90%

* Constitution adjustments no longer apply.


