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Summary
A full cultural and historical reference for the half-orcs of Kyrell -- a people shaped by two worlds that
have rarely made space for them, and what they have built from that circumstance. Covers origins,
Thundarak's temple system, society and the Eastern Tribes, relations with other races, religion, naming
conventions, and racial traits.

Half-Orcs of Kyrell

Half-orcs exist at the intersection of two peoples who have reason to be wary of each other and not
much institutional infrastructure for anything else. The tensions between orc clans and human
settled lands run deep enough that the children of those crossings -- willing or otherwise --
frequently find themselves claimed by neither side with any consistency. In the Settled Lands, a
half-orc is regarded with the suspicion reserved for anything that resembles an orc without being
an orc. Among orc clans, a half-orc is an outsider in the direction of the people whose cities were
built on orc territory. The Eastern Tribes are the notable exception to both tendencies, and half-
orcs have noticed.
This is not a people defined by their suffering. Half-orcs are defined, more accurately, by what they
have built from the circumstances they were handed -- a practical resilience, a clarity about which
communities are actually worth their loyalty, and a physical capability that most other peoples find
difficult to ignore once they have encountered it directly.

Origins and History

The half-orc population in Kyrell predates the current age but is not ancient in the way that dwarf-
gnome or human-elf crossings are. Orcs and humans have been in proximity since the Spirit Dragon
Wars -- the same displacement that scattered orc clans across the eastern reaches of Dracomere
pushed them into contact with the edges of settled human territory, and contact has never been
entirely peaceful or entirely hostile. It has been complicated, which is the condition that produces
half-orc children.
The orc clan structure does not have a formal position on half-orcs born within the clan. In practice:
a half-orc born to an orc mother is considered part of that mother's clan and is raised as such. The
Lore Keeper's assessment of the child matters considerably. A Lore Keeper who reads good omens
in a half-orc birth -- and some do -- produces a community that treats that child as a full member. A
community without that framing tends to produce a half-orc who knows they are tolerated rather
than belonging, which is a distinction children understand earlier than adults expect.
Half-orcs born on the human side of the boundary have a harder institutional situation. The Settled
Lands' human communities do not have a tradition of integration comparable to what the Eastern
Tribes offer, and the options available to a half-orc child in a Settled Lands human town are
essentially: pass as human (difficult, given the physical presentation), find a community that is
more open than average, or leave.
Thundarak's temples represent the one Settled Lands institution with a specific and formal
commitment to half-orc welfare. The god of righteous war and communal strength has directed his
temples to take in half-orc infants and care for them -- a mandate that is explicit, followed
consistently, and not explained by Thundarak's clergy in terms that reduce to charity. The framing
is obligation: these are children who will grow into people capable of considerable strength, and
strength in the service of righteous ends is Thundarak's specific interest. The temples raise half-orc



children in a community, give them purpose, and send them into the world with a clearer sense of
their own worth than most other paths provide. A half-orc raised in a Thundarak temple is
recognizable to other half-orcs across the Settled Lands -- there is a bearing, a relationship with the
concept of deserving, that marks the temple-raised as distinctly as any physical feature.

Physical Description

Half-orcs are large. Not as large as full orcs -- which run six to six and a half feet -- but consistently
taller and broader than average humans, with the grey-green or olive complexion of their orc
heritage showing through to varying degrees. Some half-orcs present as simply large, olive-skinned
humans. Others present as unmistakably orcish to any observer who has seen an orc. The variation
is genuine and is not reliably predictable from the parent populations.
Lower canines are present in most half-orcs -- smaller than a full orc's prominent tusks, but
noticeable at close range, and the first thing that marks a half-orc as something other than human
in communities that have not seen orcs directly. The jaw structure is heavier than a human's. The
brow line is more pronounced. These are not features that can be concealed without magical
assistance, and most half-orcs do not try.
Half-orcs are physically powerful in ways that manifest early and consistently. The orc heritage
contributes bone density, musculature, and a capacity for sustained exertion that exceeds most
human comparisons. This is useful in a wide range of professions and is the first thing that
employers in the Settled Lands typically notice -- before the discomfort, before the social
calculation, the physical capability registers, and a significant portion of half-orc employment in
human cities is based on that registration alone.
Half-orc lifespans fall between their parent peoples -- longer than orcs, who tend toward seventy-
five years, and shorter than humans, with most half-orcs living to around eighty. They mature faster
than humans, reaching adulthood in their mid-teens in physical terms, though the legal and social
definitions vary by community.

Society

Half-orcs do not have a unified culture. What they have is a set of adaptations -- ways of moving
through a world that was not designed for them -- that are consistent enough across populations to
be recognizable as a pattern.
The most consistent element is practicality about community. Half-orcs assess, quickly and
accurately, which communities are actually welcoming versus which are performing tolerance. The
distinction matters in a way that it does not for members of populations the community was built
for. Half-orcs who find genuine welcome -- in the Eastern Tribes, in Thundarak's temples, in mixed
communities where they have established themselves -- tend to commit to those communities with a
depth that surprises people who expect marginalization to produce detachment. It does not. It
produces selectivity.
The Eastern Tribes are the most consistently open community in Kyrell for half-orcs. The Tribes'
nomadic culture, their warrior values, and their history of absorbing outsiders who prove their
worth through action rather than asking for acceptance through argument creates a social
environment where a half-orc's physical capability is immediately legible as an asset and where the
question of ancestry takes a back seat to the question of what you can do and whether you are
willing to do it. Half-orcs in the Eastern Tribes are not an anomaly -- they are common enough that
the Tribes have developed their own understanding of half-orc heritage as simply one more thread
in the mixed bloodlines that the plains culture has always accumulated.



Ironmeet, the great Moot settlement where Eastern Tribesmen, dwarves, half-orcs, and Minotaurs
move through with regularity, represents the closest thing to a half-orc community hub in Kyrell.
Half-orcs are not the primary population there -- they are one of several peoples whose presence is
unremarkable -- but the concentration of non-judgmental practical culture makes it a place where
half-orcs can function without performing normalcy for a hostile audience.
Half-orc clan membership among orc communities varies by clan and by individual
circumstance. Some clans integrate half-orc members fully. Others maintain a distinction. The Lore
Keeper's role in framing a half-orc's place in the community is significant enough that individual
Lore Keepers have, over time, shaped their clan's relationship with half-orc membership in ways
that persist across generations. There is no inter-clan consensus position. There is a range, and
half-orcs who seek clan membership tend to seek out the clans on the welcoming end of that range,
information that circulates through half-orc networks in the way that useful community knowledge
always does.

Thundarak and the Temple Path

For half-orcs raised in Thundarak's temples, the god's mandate is the foundational experience of
their upbringing. Thundarak does not take in half-orc infants out of pity. His clerics are explicit
about this: pity is not Thundarak's portfolio. What is his portfolio is strength applied in service of
righteousness, and the premise of the temple program is that strength this significant has an
obligation attached.
Temple-raised half-orcs grow up with a clear moral framework, a community that treated them as
belonging, and a physical training program that takes the orc heritage seriously as something to
develop rather than manage. They leave the temple with proficiency in combat, a relationship with
Thundarak's values that is genuine rather than performed, and a network of other temple alumni
that spans the Settled Lands.
The relationship between temple-raised half-orcs and the orc clan system is complicated by the fact
that Thundarak is also the most widely followed deity in orc communities, called The Rumbler
among the clans. A half-orc who grew up in Thundarak's temple and encounters orc clan members
who follow Thundarak under a different name and in a different tradition has the experience of
sharing a god without sharing a language for that god -- one of the odder forms of common ground
that Kyrell's mixed population produces.

Relations

Half-orcs who grow up in the Settled Lands navigate a social landscape that varies from active
hostility to functional tolerance depending on location, employer, and how much the community in
question has seen of the world. Major trade cities -- Saltmere in particular -- tend toward functional
tolerance enforced by economic pragmatism: a half-orc who does the work is a worker, and the
harbor does not have time for extended conversations about ancestry. Smaller communities with
less cosmopolitan exposure tend toward the less comfortable end of the range.
Relations with full orcs are not automatically warm. A half-orc raised in the Settled Lands who
encounters an orc clan is a stranger to that community in most of the ways that matter -- different
language (unless Barric was taught, which it often was not), different social conventions, different
relationship to the displacement history that shapes orc cultural self-understanding. The physical
recognition is present; the cultural fluency often is not. Half-orcs who navigate this gap successfully
tend to do so through Thundarak as common ground, through the Eastern Tribes as intermediary,
or through sheer persistence.



Relations with humans vary by which humans. Weohstan humans, shaped by a cultural narrative
about mixed heritage as legitimate, tend toward more equitable treatment of half-orcs than other
human subraces -- not warmth exactly, but a willingness to evaluate the individual rather than the
ancestry first. Kajiman humans, organized around hierarchy and the Vareth code, respond to half-
orcs primarily based on where the half-orc fits in the relevant hierarchy, which is a more neutral
framework than it might sound. Southron and Eastern Tribesman humans vary by community, with
the Tribes consistently the most welcoming.

Religion

Thundarak is the most significant deity in half-orc religious life across all communities -- temple-
raised, clan-raised, and independently raised alike. His mandate regarding half-orc children gives
him a specific stake in half-orc welfare that is not abstract theology; it is institutional practice
visible in the world. Half-orcs who have reason to doubt whether any powerful entity cares about
their existence have, in Thundarak's temple program, concrete evidence that at least one does, and
the god who demonstrates care through action rather than declaration tends to attract genuine
devotion.
Ancestor veneration, inherited from orc religious practice, appears in half-orc communities that
have maintained connections to the clan world. The specifics vary -- half-orcs whose ancestors are
mixed between humans and orcs have an interesting theological question about which ancestral
tradition to follow, one that different individuals answer differently and that is generally treated
within half-orc communities as a personal decision rather than a doctrinal question.

Names

Half-orc naming follows the community of origin. Those raised in Thundarak's temples are typically
given a personal name by the temple clergy -- often a name drawn from the temple's traditions,
which blend Barric phonetics with Common in ways that are recognizable as temple-origin to
anyone familiar with the pattern. Those raised in orc clans follow orc naming conventions -- a single
name chosen at adulthood, with clan affiliation appended for outsider interaction. Those raised in
human communities follow the naming conventions of whatever human culture they grew up in.
Half-orcs who were raised in one tradition and have built a life in another sometimes carry both:
the name they were given and the name they chose, used in different contexts for different
purposes. This is not considered deceptive within half-orc social understanding. It is considered
practical.

Racial Traits

As per PHB Half-Orc.
Half-orcs speak Common and Barric if raised in or near orc communities, or Common alone if
raised in human-majority settings. Barric has no written form, but half-orcs who learn it from orc
clan contact learn it as orcs do -- oral, precise, and committed to memory.


