Updated september 2025

« Qrgav ! »
Orogs aml Urogesses

Orcqs (or Orcs, Orks, Orgs...) and Orcgesses live in remote places, in caves or villages hidden in deep valleys or on bushy hills, or near the
fortress or tower of some powerful lord or magician.

They often are badly considered by human neighbours. They like fighting and hunting,
they may also have mining and blacksmith abilities when necessary. Orcqish tribes may
have had an original language and still use peculiar words but can easily accept the
languages spoken by humans, humanoids, or powerful wizards or the area.

Every small clan or tribe is led by a chief, often a strong and lucky warrior. Tribal
shamans may play an important role as long as their power is effective and useful, Orcqs
are superstitious but believe in strength above all.

Balance of power between males and females is not well understood and probably
depends on the personal influence of individuals within the clan and their ability to
command respect from others.

Their skin colour is a matter of discussion and may vary depending on available info, it can look as Painting and picture: Matthieu
human skin of various origins or be greyish, light or dark khaki, sometimes green...

The ruleset is no linked to any peculiar fantasy universe, this context and these descriptions and suggestions may be adapted as wished.

%T'em, olasz, movement...

The strength of many Orcqs and Orcgesses is similar to human strength, this is written =H or “medium strength”. Others are stronger, +H.
These two kinds of Orcqs and Orcgesses may live in a same clan or in separate tribes. The stronger ones dominate and bully others, choose the
best weapons, take first share in raids and feasts. Most Orcqs and Orcqesses of any strength, even in light clothing, are class 4 because they love
fighting.

Movement on open terrain is the same as many humanoids (20 cm in light clothing, 16 cm in chainmail or breastplate or encumbered). In a
natural, outdoors or underground difficult terrain these creatures instinctively find the best passages. In such difficult terrain on foot, roll 2D6
cm (the slowing dice) ignore the worst die result and deduce the other die result from movement ability. In very difficult terrain on foot,
movement is halved, roll 2D6, ignore the worst die and deduce the other die result from this half movement ability.

2 cm wide round or square bases may be used for characters of =H strength, and 2.5 cm wide round or square bases for those of +H strength, but that’s not compulsory.




Orcq or Orcqess =H on foot

In light clothing
Movement: 20 cm
Shoots 1D4 (hand thrown weapons 1D6), strikes 1D6

strength =H, class 4, light clothing

In chainmail or breastplate strength =H, class 4, armour 4

Movement: 16 cm
Shoots 1D4 (hand thrown weapons 1D6), strikes 1D6

In complete armour or complete chainmail (rare)

Movement: 12 cm strength =H, class 5, armour 5
Shoots 1D4 (hand thrown weapons 1D6), strikes 1D6

Big Orcq or Big Orcqess +H on foot

In light clothing
Movement: 20 cm
Shoots 1D4 (hand thrown weapons 1D6), strikes 1D8

strength =H, class 4, skin = armure 4

In chainmail or breastplate

Movement: 16 cm strength =H, class 4, skin+armour =5
Shoots 1D4 (hand thrown weapons 1D6), strikes 1D8

Weapons of Orcqs, Orcqesses, Big Orcqs & Orcqesses

The weapons may have been made by Orcqish tribal smiths, or taken as
booty, or given by a powerful lord or mage. Their advantages and
limitations are often the same as the weapons of humans of the same area.

Ranged weapons

They don’t shoot well, 1D4, except weapons thrown by hand, 1D6. Tribes
living in remote ares may use bows of feeble range, ancient crossbows,
throwing spears, slings... Orcqs of medium strength (=H) who have
access to medieval technology may use simple bows or short composite
bows but are not strong enough to use late medieval longbows. Orcgs or
Big Orcgs better equipped may have medieval war crossbows, only
some Big Orcqs (+H) can shoot heavy throwing spears or longbows.

Melee weapons
Orcgs and Orcgesses of medium strength =H strike with 1D6. Big Orcqs
and Big Orcqgesses +H strike with 1D8. Spears and different kinds of bills
and halberds are common, and two-handed weapons for the strongest.
Unless otherwise stated, use historical humans reference sheets for the usual
characteristics of these weapons. Two-handed axes are half-long weapons that
give +1 to strike; bills or halberds are long weapons giving +1 to strike a
mounted enemy (except if not waiting immobile a mounted foe charging). These
advantadges (length and +1) disappear inside a building or if holding something
in the other hand (or in close order for two-handed axes or swords).

Stone weapons

It is said that some Orcqish tribes only have stone weapons. When two fighters
successfully hit each other in melee, if both have same class and same armour
iron wins over bronze and stone, and bronze wins over stone.

In complete armour or complete chainmail (rare)

Movement: 12 cm strength +H, class 5, skin+armour = 6
Shoots 1D4 (hand thrown weapons 1D6), strikes 1D6

Updated in September 2025 to be used with the generic Argad rules.

Rules reminder: natural maximum of dice roll

The “rules of many 6es” (intended for historical or fantasy humans, page 8 of the
generic rules) adapts to the natural maximum of different-sized dice used by other
species. When shooting at, or striking, a same target:

— with D4s, two natural 4s equal 4 and 5, three natural 4s equal 4, 5, 6, etc. A
natural 4 rolled alone can be re-rolled and a new roll of 4 equals 5, etc. So, Orgs
shooting with D4s still have a chance to hit, especially at short range.

— with DS8s, two natural 8s equal 8 and 9, three natural 8s equal 8, 9, 10, etc. A
natural 8 rolled alone can be re-rolled and on a new roll of 8 becomes a 9, etc.




Javelin or throwing spear, heavy throwing spear, sling
Orcqs of medium strength may throw javelins, +H Orcqs can throw
heavy javelins (pilum or angon). These weapons can be thrown from the
rear ranks of a group, above the first ranks.

javelin on foot or mounted 1D6

Orcq or Orcqess =H 0-10cm |10-20 cm

can be thrown in movement without penality

—1 at armour 5 6 or +
—2 at armure 6 / —3 at armour 7 ext.

mounted in movement

(if riding at least 2D6 cm in straight line before throwing)
—1 at armour 5 Sor+ 6 or +
—2 at armour 6 / —3 at armour 7 ext. ext.

A javelin thrower of any humanoid species can carry three javelins, or two if
also carrying a thrusting spear. To avoid off-table counting, when a group
throws javelins all its members lose one, even those who could not throw their.

heavy javelin (angon, pilum) on foot 1D6 0-10 em
Big Orcq or Big Orcqess +H
can be thrown in movement without penality
no negative modifier at shield wall or pavises 6 or +
—1 atarmour 5 / -2 at armour 6 / -3 at armour 7 ext.

No more than one heavy javelin per person. The same table may be used for
other heavy throwing weapons (heavy throwing axe, spiculum...)

hand sling on foot 1D4

—10-10 10-20 20-40
Orcq or Orcqess H cm cm em

shoots immobile
—1 at armour 4 / —2 at armour 5
—3 at armour 6 / —4 at armour 7

S5ou+ 6 ou + 7 ou +
ext. ext. ext.

Hand slingers have to do large gestures when shooting: they cannot benefit of
protection of terrain, shield wall, pavise, etc. during the same game turn.

“ext” means cannot shoot from an opening (arrow-slit, window, etc.)

Bows =H Orcq or Orcqess =H

ancient or native feeble bow

0-10 cm |10 -20 cm| 20 - 40
on foot or mounted  1D4 cm cm cm

can shoot in movement, -1 modifier
—1 at armour 4 / —2 at armour 5 Sor+ 6 or + 7 or +
—3 at armour 6 / —4 at armour 7 ext.

other bow (simple or composite)

0-20 cm |20 - 40 em | 40 - 60
on foot or mounted  1D4 cm cm cm

can shoot in movement, -1 modifier| 5 or + 6 or +
—1 at armour 4 / —2 at armour 5 7 or +
—3 at armour 6 / —4 at armour 7 ext.

The kind of bow used by Orcqgs often depends on the technological level of their
tribe and/or on what a powerful mage, if any, may have given to them.

Longbow +H

Large Orcqgs and Orcgesses may use the same bows as =H Orcqs (see
above) or shoot a stronger longbow (on foot only).

Big Orcq or Big Orcqess +H

longbo
gbow 0-20 cm |20 - 40 cm | 40 - 60 cm
on foot 1D4
on foot, immobile
—1 at armour 5 Sor+ 6 or + 7 or +
—2 at armour 6 / —3 at armour 7 ext.

Orcqs of =H strength cannot wield this longbow (although humans can, if well
trained to from childhood).

Later and modern firearms

=H and +H Orcqgs and Orcqgesses can use the same firearms as humans in
contexts where they can get them. They still shoot with 1D4; except
pistols and revolvers which, in contact with the enemy, shoot with 1D6.




Orcq or Orcqess mounted on wolf or boar

Orcgs and Orcqesses =H strength can ride very large wolves (vargr) or
boars. Big Orcgs and Big Orcqgesses +H do not usually ride these animals
but may sometimes mount very large beasts.

Orcq or Orcqess =H on large wolf (vargr)
Class 4, light clothing, or class 4, armour 4
Class 5, armour 5

Orcq or Orcqes =H on boar

Class 4, light clothing, or class 4, armour 4
Class 5, armour 5

Movement : 28 cm
Movement : 24 cm

Movement : 24 cm
Movement : 20 cm

Movement in difficult natural terrain: roll 3D6 cm (slowness dice) and deduce
two of them of maximum mouvement; if all dice roll 6, blocked till end of game
turn. Very difficult natural terrain: divide movement ability by two and deduce
two of the three D6; if a 6 remains, blocked till end of turn.

The Orcq and mount strike as a single character with the length of the Orcq’s
weapon; both are eliminated if hit by shooting or in melee.

Mounted Orcgs have +1 in melee vs infantry and mounted infantry, except in
difficult ou very difficult terrain; infantry and mounted infantry have -1 in melee
vs them, except in very difficult terrain for the mounted Orcgs.

Mounted Orcs fighting with a two-handed axe or sword benefit of the length of
this weapon in melee (humans don’t) but not of its +1 for weight. A bill, halberd
or naginata used mounted counts as a spear.

Once per player per game turn, a wolf (mounted or not) can decide to jump
to attack an enemy. If the die rolls a “recoil” result this enemy does not
recoil but is bitten (and falls down if riding an animal, the mount runs
away). The bitten enemy cannot move in the following game turns, is hit
with +1, and is in disorder, till one of the opponents dies or the Orcq
decides to release them (but a very strong creature may walk dragging the
wolf and rider, 1D6 cm if ++H, 2D6 cm if H2).

Wolves do not charge (they don’t have the +1 charge modifier). Boars have +1
modifier in melee if charging 2D6 cm minimum in straight line on easy terrain
before contact (same generic rules as human cavalry charge).

Once per player per game turn, a wolf (or any canid mounted or riderless)

fighting a skeleton and rolling a “recoil” result destroys it ...by snatching bones
(if it’s a monstrous skeleton it inflicts one wound).

Crossbows Orcq or Orcqess =H or +H

ancient or light crossbow

0-10 cm |10 - 20 cm| 20-30
on foot or mounted  1D4 cm cm cm

can shoot in movement, -1 modifier
reloaded in one game turn immobile
—1 at armour 5
—2 at armour 6 / —3 at armour 7

5or+ 6 or + 7 or +

medieval war crossbow

0-20 20 - 40 40 - 60
on foot 1D4 cm om om

on foot immobile
reloaded in one game turn immobile Sor+ 6or+ 7 or +

—1 at armour 6 / =2 at armour 7

Abilities
A few Orcgs and Orcqesses of any strength may have rare special
abilities, or improve their capacities for some reason.

— stronger than others: +1 to strike in melee: 1D6+1 if =H, 1D8+1 if +H,
but cannot be a “fast fighter” also.

— upgrade from =H to +H (after having been “stronger” before).
— fast fighter (only for Orcgs or Orcgesses =H). Allows to strike with two
short and/or very short weapons in a same game turn.

— boxer: strikes with bare hands as fast as very short weapons (=H Orcqs)
or without the penalty for bare hands (+H Orcqgs).

— upgrade to class 5 (even without armour).
— gets 1D2 hit points (test for every first wound in a game).

Olfaction (sense of smell)
Orcgs may have +1 in perception if testing to detect an hidden enemy or
ambush (see rules for ambush) but many creatures have +1 to smell them.




More suggestions of optional rules
Discipline

Discipline of most Orcqs et Orcqesses is only 2 (chiefs included). A test
of discipline may be asked if they see inferior or almost equal enemies not
farther than two moves away. It the test fails the group or unit runs to
contact this enemy, they cannot change their mind or choose another foe
or stop before contact (unless voluntarily contacted by others enemies).
Other Orcgs seeing their move make the same test in the following turn.
They resume normal conduct (for Orcgs...) after two game turns.

Savage charge

Once in a day, an Orcqish group or unit seeing enemies of any strength
not farther than two full moves away can decide to shout and dance during
a full game turn, without moving nor shooting, to test volontarily as
above. If the test fails ...their intention to charge succeeds: they get +1 to
strike in melee in the first game turn of contact if this enemy is reached in
one or two moves; +1D6 cm may be added to the move if necessary. Other
Orcgs seeing this must make the same test in the following turn.

Shield wall, close order
Some Orcqgs serving a lord or mage can be trained to close ranks to form a
shield wall or pavise wall and/or 3 ranks of spears, following the usual
rule (page 44 of generic rules). Their discipline increases +1.

If they try to move in close order (possible only in open terrain) they test
their discipline at the beginning of their movement; if failed its breaks
their formation (leaving them in loose order).

These tests are done as usual, roll 1D6 for each group or unit:
- resultat smaller than their discipline: they continue to obey,
- result exceeds their discipline: failed,
- result equals their discipline: continue to obey if one of their (Orcqish) chiefs
within earshot (0-20 cm) succeeds, otherwise failed.
Orcqish musician heard 0-60 cm, add +1 to discipline. If they serve a great mage,
add =1 to discipline if this mage can be heard at 0-20 cm or by magic. If testing
to attack Elves or Dwarves, -1 to discipline.

+] means “add or soustract 1" depending on the result they hope to get.

Olfaction (sense of smell)
Orcgs may have +1 in perception if testing to detect an hidden enemy or
ambush (see rules for ambush) but many creatures have +1 to smell them.

Lesser combativity

Some Orcgs or Orcgesses, ill or less agressive, may sometimes follow the
troop of guard a camp.

In light clothing strength =H, class 2 or 3, light clothing
Movement: 16 cm or 20 cm

Shoots 1D4 (except hand thrown 1D6), strikes 1D6

Very young Orcqgs and Orcqesses have no more strength than Goblins and
don’t shoot as well.

In light clothing strength -H, class 2 or 3, light clothing

Movement: 12 cm or 16 cm
Shoots 1D4 (except hand thrown 1D6), strikes 1D4

stone throwing, on foot 1D6 0-10 cm 10-20 cm
on rocky ground or from prepared defense (adults)
. . n
can be thrown in movement without p. / +1 at a group 7 or + 8or+
—1 at armour 4 / -2 at armour 5 . .
—3 at armour 7 / —4 at armour 8 ext. ext.

Orcqish magic

Orcgs and Orcgesses of all sizes don’t have impressive magical abilities.
Some can be tribal Shamans, or Herborists, level 2 maximum.

An Orcqish tribe living in the wild, or having retained some of its
traditional culture, may have a Shaman and/or a Herborist. This does not
apply to Orcgs raised far from nature in the fortress of an evil mage.

Orcqish Shamans do not usually use spells of protection or hiding. They
may have spells improving agressivity (but not discipline).

Magic resistance (MR)

As most creatures, their Magic resistance to receive friendly and
accepted spells is low: 1. It equals their class (or their skin without armour,
or health, if higher) against hostile spells.




