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Oghriz (Hom sapiens Monstrosis)

Ohgriz

Climate/Terrain
Frequency

Human
Adri-Varma Plateau
common
tribe or village
any
Omnivore (mostly carnivore)
LN (town) CN (Nomad)
1d4-3d20
M; 6'to 7'8" tall

Spellcaster Limits;

12+1d6
3-16
3-16
3-16
8-18
3-16

1d2+1/IN. Adj.
nil

AC
AV
HD (9 max) or Level

9
by armor

4 5 6

4d8 | 5d8 | 6d8

13065

by class

1 weapon
by weapon

Special Defenses;
Immune to;
Extra Vulnerable to;

Wrestling (WR
0
0
0

0
Fighter or druid by class
9
L
350-400 LBS

Body Weight

The Oghriz are tall bulky humanoids. They have broad faces
especially foreheads and noses. They were originally a cross
between ogres and humans with some orcish blood as well. The
race is now well defined. The Oghriz are not half-ogres, which
seem not to exist on Mystara.

The heavy influence of the ogres is seen in the Oghriz appearance. The new bloodline produced a larger human or short ogre of 6'
to 7'8", of a coppery skin tone, dark hair, dark eyes, and very large bone structure. Obesity is very common, and the more obese
one is, the more respect he/she demands. Their average weight is between 350 to 400 pounds, a typical baby can be born at 15 to
20 pounds, and their children can weigh heavier than most full-grown humans. They have no real humanoid features, except larger
canines, a deep brow, and a strong jaw line. Although a few of this new race have green or blue eyes, but are extremely rare. They
don't care for adorning their body with piercing or jewelry, or tattoos; but rather cover their skin and hair with a mixture of lye and
ash. After many years of using this makeup, the older members have no color to their skin and are an ashen grey in color.

They can only be Druid or Fighter class and are further detailed there. Druids have 1d8 hp/HD as fighters but are limited to 16"
level of experience. Their experience is 110% of normal experience needed.

Combat:

In combat the Oghriz make good use of their great size and bulk. Oghriz attack with a +1 bonus to hit and to damage on all attacks
because of their great strength. Oghriz use a variety of weapons, most common is their great axe (1d10). When engaging in close
combat, Oghriz use a style of fighting similar to sumo wrestling.

Oghriz Weapons

Oghriz War Axe Damage: 1d10 Cost: 18 gp Enc (cn): 100 Notes: L

The Oghriz war axe is a stout 5' long wooden shaft with a double bladed metal head. The end of the shaft is often mounted with a 6"
metal spike which can deliver 1d3 points of damage. This version of the weapon is commonly found in the hands of town dwellers
and some nomads. Nomads sometime carry a version made with bone which has a -1 to damage penalty and does not feature the
metal spike. The Oghriz can use this weapon one handed (with a -1 penalty to hit) or two-handed. Humans most use it two-handed
and find it unwieldy (-1 to hit penalty). Dwarves and Halfling cannot use the weapon.

Oghriz Scourge Damage: 1d6 Cost: 4 gp Enc (cn): 25 Notes: M

This resemble a normal human-sized scourge (a cat of nine tails with barbs running along each whip instead of only at the tip)
except it is much larger and bigger. The barbs alongside the whips are made of sharpened bones and teeth. This is a vile weapon
known to inflict grievous wounds.

Oghriz Great Sword Damage: 1d12 Cost: 25 gp Enc (cn): 125 Notes: L, 2H

This is the Oghriz version of the two-handed sword. It is not useable by humans or most creature of medium size. The sword must
be used as a two handed weapon by the Oghriz. The blade is often crude and dented, resulting in less cutting power. This is
balanced by the blade weight and length and by the strength of the Oghriz. Oghriz do not know weapon mastery.
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Pre-History \Q\\ -~

The Oghriz Clans of the Adri Varma plateau were not always so barbaric or dark in philosophy as they are today. They were
descendants of a Neathar tribe that was assimilated into the conquering Oltec culture. After the Great Rain of Fire, they had
completely lost all knowledge of their legendary conquerors and reverted back to a Neolithic hunter/gatherer lifestyle. Several
migrating humans and humanoids influenced their existence, most notably the Carnuilh. The Carnuilh were a paler Antalian people,
predecessors of the Robrenn and Eusdrian in the west and the Dunnlanders in the east. They introduced spirit worship and a
respect for nature. This was a peaceful time for the proto-Oghriz, and these people learned a great deal about life on the plateau.

Humanoid Invasions

The first invasion of humanoids came from the Great Horde. If the Great Rain of Fire did not revert these people back, then the
enslavement and rape by the orcish tribes did. Not much is known about this time period, but the evidence of inter-racial breeding is
clearly seen today. Other waves of conquering humanoids kept the proto-Oghriz busy practicing their survival and warrior skills. The
most notable wave of humanoid domination came when several tribes of ogres came up from Sind and Hule. These ogres pushed
many tribes east towards the Mengul Mountains (those tribes later became known as the tribes of Den, and later still, Denagoth).

The Oghriz society
Their spiritual guides require many sacrifices

(animal and human or Oghriz). They also
provide their leaders training. They will select a
member to be a leader (usually the heaviest s i M ;
member of the clan); then take this person for GE "Tountains g
several years for proper instruction in the art of I ) o\
diplomacy and leadership. At times, a clan Ji ; - ~
cannot have a ready available leader to ¥ ~ = ¢ ,WB‘;;’;;?}'\ ;
replace the sudden death of the current leader. | : 5 N
This clan will be hunted down, its children
slain, its women married off as slaves, and the
men sacrificed. These people call themselves
the Oghriz and speak an ancient form of Sindhi
that is not comprehensible to the Sindhi
spoken of today. Many Hulean words are also
in their speech, but only for more recent things
introduced to their society, like words for town
or cart (a surprising amount of Thyatian is
being found more recently, replacing the
Hulean words.

Spirituality

The shamans of the Oghriz are actually Druids.
They worship nature as a whole, and as
thousands of spirits. The more dangerous or
monstrous the animal or beast, the more
beneficial that animal is in their belief. This may
seem odd, as they have no patron immortal,
but Ordana may be disguising herself as
several animal spirits. When the Oghriz are
born, they are checked for blue or green eyes. e :
If they have these colored eyes, they are ,.-Y1°.,“r§!}e
immediately taken into apprenticeship under : o ™ ¢ R )
another shaman for many years (about 30). If | : ; :
the child is born without green or blue eyes,
and without any displeasing features, the baby
is thrown into the river, if it survives without
drowning; it is given a name and kept for now. Any child born with displeasing features is simply fed to the dogs (note: displeasing
features is also a ‘cure-all' for fathers who question the child's real father, or as a 'birth-control' in times of famine). Their spiritual
leaders also have usage of words that sound more Antalian than any thing else; these words are used to describe many of their
spiritual elements. Of their spirituality, they believe in appeasing their spirits by ritual sacrifice (mostly captured peoples of other
tribes). These victims are demanded to find the spirit they wish to appease and ask for its forgiveness or favor (in the afterlife).
When no outside member can be found, it is considered a great honor to volunteer for such a sacrifice.

Oghriz Customs

The Oghriz may seem a dark and evil lot, but are actually very social. They tend to greet each other by slapping their knees and
running into each other in a great embrace (usually lifting one off the ground to show dominance over the other). They enjoy social
eating events that last all night with dancing and wrestling events. They hold an oral tradition of family history, usually in song. The
Oghriz don't use musical instruments for their entertainment, but they do allot of slapping, clapping, and stomping. Some Oghriz can
even communicate in this manner, and will perform a duel with each other in this manner by either showing their family history, or
browbeating insults at each other. The winner is the one who gets the loudest claps from the audience. Children are not allowed in
these social events, and if any dare to spy on the adults and get caught, usually get tossed into the fire. When dealing with barter or
trade, it is against their beliefs to discuss such matters in public. In fact it is illegal to discuss such matters at all. Bartering is
performed by hiding ones hands under a blanket or cloak, and communication is done by a complicated series of finger rubbing and
pinches.
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This can get real complicated when dealing with several buyers at once, but is considered an art when one can accomphsh such a
task. When talking to an individual in normal conversation, it is a custom to embrace arms with each other, if someone wants to cut
in; they rub the arm of one individual to cut in. These social customs can be very unnerving to outsiders, especially if one is
accustomed to no physical contact with strangers. Some foreigners get the feeling they were being poked and prodded for food
quality, and not being dealt with in a normal civilized manner.

Children

Children in their society are

worthless; they must prove .
themselves to the entire clan ¢
before being accepted as a c g,

member. Sometimes this
means they will entertain the
older members by jumping
into a pit full of feral dogs and
fighting their way out.

The Oghriz children are
literally not seen or heard
from in any occasion. Often
the very old and skinny (or
skinnier) members are forced
to watch over the welfare of
the children. This usually
means they will train them in
the art of sneaking about to
get things that they need
(food, clothing, shelter).
Children are allowed to walk
about during the day in the
open, but only in the form of
gangs and if they do not
make any sounds, or there
are no outsiders present. As
stated before, if caught they
are dealt with harshly; but
that is the way things are, so
do not get caught. Often the
children will only learn things
by spying on the adults, and
not getting caught. Usually if
one adult sees a child
spying, he/she will not say
anything and let the child run
to try again; but if the child
was blatant about the
infraction or more than one
adult sees the child,
punishment is dealt with very
harshly. If the child is fast
enough or lucky enough to
get away before being
caught, then he/she best stay
hidden for a long time.
Children often practice what
they learned from their
spying forays; but in secret,
because if any adult sees
their imitation, they will be . .
beaten. Even though children gl C e né
have little to no rights among -
the tribe, there are certain taboos that are respected or followed when deallng W|th chlldren You cannot kill a child other than your
own (except in the case when a clan has no leader). A child cannot be sold, or bought, or enslaved. Children can never be sacrificed
(except when a child has a child). Oghriz children are not considered a child by age, but by performing some act that earns them
respect among the tribe. So there are some 35-year-old children, and some 14-year-old adults. It is a brutal life, but it earns them
the respect and admiration of the tribe when they finally become an adult. Sometimes a child will be considered an adult if the child
is bold enough to stand up to the punishment or fight back and not get beaten. Another way is to prove their worth in a wrestling
match.
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Nomads vs. Towns

The town dwelling Oghriz are more lenient on the children, and therefore are having higher populations than the nomadic Oghriz.
They also tend to be less warlike, brutal to others, and even less sociable with each other. They still believe in their spirit worship,
but only listen to the advice of the shamans, and they do not take part in any actual worship or sacrifices. The nomadic Oghriz sees
this as defiance to taboo, and also as a corruption from outsiders. This has given the nomadic Oghriz the right to wantonly attack
and pillage any town or settlement, but since the settlements are dealing with the outsiders, and having higher populations, the
nomads are dwindling down and moving further west and north. A few of the stronger tribes have succeeded in capturing a whole
town or two, and have gained their superior weapons and increased their child population from rape; but this is the exception (but if
a couple of these nomadic tribes continue this trend in the future, it is sure to raise a horde that the rest of the Known World will
have to deal with). Town dwelling Oghriz are learning more of the outside world, but still practice their beliefs in barter or trade,
slapping duels, wrestling, and occasionally will beat children on the streets at night.

Adri Varma Plateau timeline

BC 4000-3000 The Blackmoor Era
Sandfolk brought to a Blackmoor colony in what is now Glantri.

BC 3000 The Great Rain of Fire. The ‘Glantri’ Blackmoor colony Sandfolk survivors of the Cataclysm seek refuge on the Great
Plateau. All their knowledge of technology is lost and they revert to a Stone Age culture.

BC 2600 Carnuilh, fair skinned Neolithic humans settle on the Plateau. The humans keep to the northern parts of the Plateau
while the Sandfolk dominate the south.

BC 1721  Akkila Khans forces sweep through the eastern parts of the Plateau on their way to Glantri. Humanoids mix blood with
the Carnuilh forming the Oghriz.

BC 1700 Blackmoor devices explode in Glantri turning that region into a wasteland.

BC 890 Genalleth elves from Wendar fleeing internal conflict with the humans of those lands settle in the woodlands of the
Plateau.

AC 0 Year of the Crowning This is the year of the crowning of the first Emperor of Thyatis.

AC 700 A Sindhi wizard creates the Stolari, a race of magical sentient Saguaro cactus and set them loose on the Plateau. The
process sets of a climatic change in the region which will eventually transform the Abaddon Woods into a wasteland
where little other than cacti can grow.

AC 802 — The Glantri Gold Rush
Dwarves, Halflings and humans from the Known World mass migrate to Glantri in search of gold. Some of these
adventurers move as far as onto the Adri Varma Plateau, constructing mines in the Moorfowl Mountains. Dead Mule,
Thorhold, Gulluvia, Mere and Velders are founded in this period. Oghriz and Sandfolk natives are pushed into the
wilderness.

AC 828 Dwarves are expelled from Glantri. Some seek refuge among clansmen in the Moorfowl Mountains. The lord of Gulluvia
depends on the mining skills of his dwarven minions and does not enforce Glantri's ban on dwarves. This marks the
beginning of an era of separation between Glantri and the Plateau.

AC 858 The Principalities of Glantri are founded. A Glantrian noble, Princess Aurielle claims rulership of Adri Varma. With riches
from the mines of the Moorfowl Mountains, she constructs her Golden Palace. Adri Varma is a founding principality of
Glantri.

AC 865 Dwarves discover a perfect red gemstone in the mines and give it to their Princess as a sign of gratitude for being
spared the fate of dwarves in other parts of Glantri. A few months later, dragons attack the Plateau, leaving the Golden
Palace in ruins. Adri Varma is considered a backwater province and is no longer seen as a part of Glantri.

ca. AC 930 A descendant of Princess Aurielle wanders into the Abaddon Woods and is taken in by a “wise woman” who lives there.
She becomes the Second Witch of Abaddon. She has two daughters, one of whom is apparently stillborn in 972 AC and
the other of whom survives and gives birth to D'hmis in 991 AC.

AC 934 Klarshmal, an Oghriz wizard creates the first of the Rods of Oil Divining.

AC 1000 The Time of the Gazetteers. A priest named llker Kadoglu, secretly a worshipper of Arik discovers the ruins of the
Golden Palace.

AC1005-1010 Wrath of the Immortals
There are brief skirmishes between Glantrian and Hulean forces in the vicinity of Gullavia. The Baron of Gullavia
provides early warning to the Glantrians of the approaching Hulean hordes and then cooperates with the Huleans when
they arrive.

AC1010  After the war the Princes of Glantri recognize that he aided Glantri as much as he could and let the Baron retain power.
In the near future the Baron dies and is succeeded by his young son. The new baron is smitten with D'hmis, falls in love
with her, and marries her. Unfortunately for him, D'hmis turns out to be an evil necromancer who uses her arts to murder
him and take over as baroness. Over the next several centuries she gradually draws her realm into closer relations with
Glantri and is eventually awarded the title "Baroness of Gullavia" with the associated rights to vote in Parliament.
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