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Orc (Sanguine Grail Grunt) 
Medium humanoid (orc), chaotic evil  

Armor Class 13 (hide armor)  
Hit Points 20 (3d8 + 6) 
Speed 30 ft.  

  STR        DEX        CON         INT          WIS         CHA  
18 (+4)    12 (+1)    16 (+3)     16 (+3)     14 (+2)     10 (+0)  

Skills Intimidation +2, perception +4 
Senses darkvision 60 ft., passive perception 12  
Languages Common, Orc  
Challenge 1 (200 XP)  

Aggressive. As a bonus action, the orc can move up to its 

speed toward a hostile creature that it can see.  

Telepathic. This Orc can communicate telepathically with 

other members of its tribe. 

One with the Horde. This Orc has advantage against fear 

effects 

Actions  

Greataxe. Melee Weapon Attack: +6 to hit, reach 5 ft., one 

target. Hit: 10 (1d12 + 4) slashing damage.  

Javelin. Melee or Ranged Weapon Attack: +6 to hit, reach 

5 ft. range 30/120 ft., one target. Hit: 7 (1d6 + 4) piercing 

damage. 

 

Orc (Sanguine Grail Gifted) 
Medium humanoid (orc), chaotic evil  

Armor Class 14 (hide armor)  
Hit Points 30 (4d8 + 12) 
Speed 30 ft.  

  STR        DEX        CON         INT          WIS         CHA  
18 (+4)    14 (+2)    16 (+3)     16 (+3)     14 (+2)     10 (+0)  

Skills Intimidation +2, perception +4 
Senses darkvision 60 ft., passive perception 12  
Languages Common, Orc  
Challenge Depends on chosen ability  

Aggressive. As a bonus action, the orc can move up to its 

speed toward a hostile creature that it can see.  

Telepathic. This Orc can communicate telepathically with 

other members of its tribe. 

One with the Horde. This Orc has advantage against fear 

effects 

Actions  

Greataxe. Melee Weapon Attack: +6 to hit, reach 5 ft., one 

target. Hit: 10 (1d12 + 4) slashing damage.  

Javelin. Melee or Ranged Weapon Attack: +6 to hit, reach 

5 ft. range 30/120 ft., one target. Hit: 7 (1d6 + 4) piercing 

damage. 

 

 

A Sanguine Grail Gifted gets either a psychic assault or 
touch of magic ability. 
 
Psychic Assault (2/day) CR 1 (200 XP) 
The Gifted attacks a single target within 60 ft. The target 
must succeed on a DC 13 intelligence saving throw or 
suffer 9 (2d8) damage and be stunned for a minute. A 
stunned creature can attempt a saving throw at the end of 
its next turn to cancel the stun effect 
 
A Touch of Magic CR 2 (450 XP) 
Through consuming some magic using creature, the 
Sanguine Grail Gifted has learned one of the following 
abilities. The Gifted uses intelligences as its spell casting 
modifier. All saving throws are DC 13. 
 
Fireball (1/day)  
The Orc can cast Fireball 
  
Heat Metal (1/day)  
The Orc can cast Heat Metal at level 3 
 
Mass Healing Word (2/day) 
The Orc can cast Mass Healing word at level 3. 
 

 

 

These Orcs have consumed the knowledge and power of 

creatures they have captured. They have become cunning and 

intelligent, and should be played as such. See 

http://tribality.com/2015/01/06/system-agnostic-grokking-

orcs/ for more information. 

 


