Hightower
Type of Adventure Site: Village
Your path leads you through the deep, dark Arina forest, the trees form a dense roof that hardly even allows a view of the sky. The sounds of the forest have been with you all day long, the wind in the tree top, the creaking, here a scurry, a throb, buzzing insects, drops. Then quite close, a howling wolf, several other voices. Must be a whole pack. Then suddenly, through the leaves, you see him. The old tower that the Belderians built centuries ago with the aim of reaching Huge. They probably didn't manage to do that, but your eyes will take your breath away. It rises immensely into the sky, the tallest building that you have ever seen. Its tip seems to have sunk in, brought in by the tide or whatever misfortune. The howling wolf came exactly from his direction. Wolves in Hightower?

Background: A huge, chunky dwarf tower, built centuries ago by the Belderian clan, who once wanted to reach the god Huge with this building. Today the tower is the heart of the capital of the Rokaorks, who reside here with their chief General Archa. After the dwarves left the tower in 867 at the same time as Wailers Hold and also handed it over as a liberated orc warrior, the capital of the warrior clan has established itself here. Unlike the garrison of Wailers Hold, which fell victim to the inner demons, the orc generals could establish a dynasty here and hold the area and the tower. The onset of blood fog and the situation far north helped them. For centuries, the ruling general has chosen the most suitable male descendants to inherit. Therefore, it is quite common for the general to have many descendants to increase the chance of a capable, great warrior. Twice in history it was the case that the current ruler was no longer able to choose. For these cases, advice has been established by assessors who should choose the most capable of the children.

Since a rabid mutant, a chimera of humans and bears, suddenly appeared two years ago in the basement of the high tower and tore apart two orcs slaves before it could be impaled by the guards' warriors screaming and cursing, there seems to be a curse on Hightower. Strange groans and scratches emanate from the cellars, sometimes screams like from other dimensions. There are also a number of missing slaves, both orcs and humans and dwarves, the traces of which have never been found by the scouts. Fear and distrust have spread particularly among the slaves.
But the greatest misfortune seems to lie over the general's family. It broke out a year and a half ago when his first wife and mother of six of his children, Shazz, collapsed and died. Shortly afterwards, his eldest son Skogrin died in a hunting accident a year ago. His well-liked favorite son Brakka fell ill from an unknown illness only 2 months later, at first slightly, but then more and more, until he died a month ago.

Getting here: 1) The group travels through the surrounding forests or mountains and is ambushed and caught by a Roka group. The group comes to Hightower as a prisoner. They come into the pens for the dwarves and humans and have to work as smiths or stone cutters, others can be used as scholars, court jesters or cooks or other craftsmen.
2) The group is hired in the depressions, in the eye of the rose, in the Stonegarden, in Pelagia or in Akerhus (small Roka settlement on the river, trading post) in order to investigate the strange deaths among his descendants as covert investigators on behalf of General Archa. The orkish merchant Karz, an older, one-legged but tradable ork, has earned General Archa's trust over the years and is now often used by General Archa for diplomatic missions, to deliver messages or to look for certain objects or people. Karz travels with a group of demolished-looking servants, who are actually savvy warriors and serve as his guards.
3) Dwarves of the Belderan clan want to find a missing expedition. Probable hiring takes place in rock garden or in Scarneshall. Prince Gandeman Stein von Belder has raised funds. Years ago, his nephew, Prince Jasper von Belder, led a group of adventurers, researchers and warriors who were supposed to find and investigate Hightower and whose aim was to reclaim these once powerful festivals for the dwarves. Now, years after the group started, the uncle is convinced that the group has failed. But he has heard a story about a refugee Meromian that there are still many prisoner dwarfs in Hightower, and wants to find and possibly free his nephew.
4) The group falls into an old document, a diary of the dwarf Elas Carskenfoot, in which she reports about her husband's adventures and finally writes with grief about his death. Finally, she describes his burial including the rich grave goods (his magic boots, his golden drinking cup, his mighty brawler with the blitz rune, etc.). The book also contains an old, tattered map of the Arina Mountains with Hightower.
5) The group lives and starts in Hightower. It consists of orcs (warriors, hunters, druids, magicians, offer themselves) and a goblin (rider, hunters). From this microcosm, the characters are confronted with royal murder, missing slaves and infernal cults.

This is how Hightower lives: In total, Hightower, the surrounding buildings, tents and huts as well as the nearby cave system of the goblins now houses around 500 inhabitants.
The soldiers: The over 100 orcs soldiers all live in the tower, with each squad living on its own floor. The warriors are divided into 4 groups, each with their own tasks and specializations. Changes between the teams are not common, but also not uncommon.
Squad 1, who live at the bottom of the tower, are the guards. These powerful orcs man the towers, the gates of the palisade and guard the slaves. Most soldiers serve in the guard.
Squad 2, the hunters, lives above it. These rather agile orcs, especially hunters and scouts, roam the surrounding area in twos or threes, set traps, shoot game boards, also collect mushrooms and herbs and thus make an elementary contribution to supplying the tribe.
Squad 3, the scouts, roam around the tower in small groups with a larger radius, they also ambush travelers and provide the community with slaves. Here you will find warriors as well as hunters and riders.
The bodyguard is in the fourth, smallest group. These are the strongest, but also the most loyal, orcs who guard Archa, but also the women's rooms and Golkar. They live on the top floor of the soldier, right below the king's apartments, still above the women. The members of the guard are also most often given the favor of women.
The women: The orc women live on 3 separate floors in the tower. Each has its own area, either a room or an area separated by towels and partitions. The women of the Rocca clan are extremely defensive like the men. They take care of the newborns until they can walk and speak and instruct all girls in the ways of the orc women.
They usually choose their sexual partners themselves, with respected and successful orcs being chosen more often than others. Few of the women choose only one partner (only Hurgil, Golkar and Archa have permanent partners, only Archa even several), so women pass on the inheritance accordingly.
About a dozen of the women are organized as viarga. They form a cult that acts in secret and does everything for the good of the Roka and the orcs. The most prominent but not leading member is Buzum, who has immense resources. The cult is generally tolerated, but insists on its stealth, since in the past it has often turned against an unsuitable ruler and was then fought. The Viraga are well trained in the knowledge of medicinal and poisonous herbs and use them regularly.
The Shamans: The dozen orcs shamans take care of the communication of the people with the spirits of the environment. With the ancestors, the animal spirits, but also with the countless other nature spirits. They predict the future, heal the wounded and sick, strengthen the warriors and also practice rituals to support them in battle. The shamans live in their Temple of Clay, planned by Bombar Stoneknocker and built by the slaves.
The orcs pray to Clay as the mother and earth goddess, which gives them strength and strength. Her priests call them shamans. Both spellcasters and druids are shamans with the orcs. In addition to clay, the orcs worship countless spirits who live in the realm of the dead, in the animal kingdom and in nature. Their spellcasters are mainly necromancers who take over the communication, soothing and control of the ancestral spirits. Blood magic is strictly frowned upon. Stone singing and rune magic are extremely rare among the orcs. All three disciplines occur in the druids, often mixed.
The Orcs Slaves: The over 100 orcs slaves have been expelled from the tower. They live in huts, holes in the ground and tents in their own quarters. The slaves belong either to the person to whom they have lost their honor or (the vast majority) to the tribe themselves. The orc slaves voluntarily submit to their fate, they are mostly broken and have lost much of their own drive and pride. However, there are still hierarchies among them; some have formed a kind of slave gang that maltreat and steal from the weaker, the unorganized. The fallen orcs are gatherers or peasants and thus contribute to the care of the tribe, they are also servants and work for the elite slaves to learn from them.
The other slaves: In the past five years since the bloodmist cleared, the rokaorks, adventurers, traders and other travelers began to ambush and enslave the survivors. Once a larger delegation of dwarfs came straight to Hightower to soon make outrageous demands, which brought them all into slavery. A larger group of people were also acquired from Grindbone slave traders. Around 40 of these alien races now live as slaves in Hightower. Most of them are dwarves and humans, but also some goblins, two elves and a handsome ogre. These slaves are strictly guarded in a separate, fenced area, they are used as stonemasons, blacksmiths, tailors, furriers, wood and bone carvers, i.e. for manual work that the orcs often do not do so well. Once they have come to terms with life as unfree, many of the slaves are not that bad, they are considered valuable workers, well-fed and usually not beaten. Only when they become defiant or want to flee do the guards crack down, then the slaves face food deprivation, solitary confinement, lashes and, in the worst case, ritual death.
The ancients: There are only a few really old ones among the orcs. The approximately 40 elderly are still involved in camp life, take care of the children, teach them, eat food, care for the sick and injured and do easier tasks. Old people who can no longer do any of these tasks are considered ballast and sent to die in the woods.
The children: approx. 60 children and adolescents live in Hightower. Most know their mothers, but not exactly their fathers. While the girls already live with the women in the tower, the orc boys are left to their own devices very early on or are cared for by the community and the elderly. They fight a lot among themselves, set pecking orders, go hunting or patrol early, practice in the war and hunting disciplines.
The Golbins: The redskin goblin clan lives in a cave system on the edge of a cliff just 2 kilometers from Hightower. The approximately 100 goblins have two dozen riders in their ranks who serve as part of Archa's troops. In this role, they support the hunters and scouts, but also the guards with riders. There are only half a dozen wolves among the redskins, the rest ride on deer or wild boars, the chief Gnoblar deercrown even on a giant moose.

Legend: Built a long time ago by the Belderians to pay homage to the god Huge and to reach him. But the high times of the dwarf peoples ended before they could achieve their goals, and one by one many of their festivals, mines and towers to the Alderlanders, the people from the south. Hightower, however, never fell. The dwarves gave up indefinitely, as their numbers and resources were consumed in the conflicts with Zygofer and his demons and they found themselves unable to complete the tower soon.
They gave it to their lower servant people, the orcs, as did Wailers Hold. A large orc army took over the tower, manned it and was ready to defend it from the wild hordes from the south.
However, this never happened. Algarod and the Alderlanders attacked Zygofer, who opened the Nexus, which led to the demon flood. Zygofer's attack on the north failed to materialize, instead the mist of blood rose, flooded the lands from the southwest, and isolated any settlement for centuries.
However, legend says that the orcs never discovered and explored the deep vaults below the tower. And so they did not come across the ancient dwarf tombs, full of treasures and riches. It is said that the legendary Aras Carskenfoot is also buried here. But even a dark artifact is said to be hidden here, kept safe from the eyes of those up there, something dangerous, depraved that is waiting to be discovered to cause mischief again.

Places: 1) The high tower
Hightower is certainly one of the tallest buildings in the Forbidden Land, if not more than 100 meters high. The light gray tower, made from the granite stone of the Arina Mountains, has a large footprint and certainly had over 20 habitable floors in its prime. Today, its original height can only be guessed at, as the top of the tower has been battered and collapsed by wind and weather. At the foot of the tower are the stone blocks that once towered on top of it. However, the tower is not a ruin yet, far from it. Its lower floors are intact and inhabited.
a) The courtyard level - Here, on the ground floor, General Archa holds council. The large, certainly 3 meter high stone entrance gates, in front of which there are always two soldiers from the guard, open to the visitor and make room for the largest level of the tower. The high ceilings have crude, dwarf rune pieces. A wide corridor that once encompasses the entire level and has stairs on the right and left to the next higher floor has a total of 4 double doors to the throne room. Here is a huge stone tablet, still created by the dwarves, where the general meets and dines with his advisors. Old carpets and banners adorn the walls, and several small chambers serve as waiting rooms and for discreet discussions in small groups.
b) Levels 1-3. A train from Archa's army is housed here. The 25 to 30 warriors or hunters usually share a chamber with three or four, the three platoon leaders have single rooms. The colonel of each train also has a room on that level. The guards live on level 1, the scouts on the second and the hunters on the third. There is a latrine, a dining room and several group rooms on each level.
c) Levels 4-6. About a dozen women always share a tower level. Every woman has her own room. If a woman has just become a mother, her babies will be in her room until they can walk and speak (up to the maximum age of 3 years). Otherwise, the children are usually brought up by all women at the respective level. A kind of friendly competition developed between the women of the 3 levels, they each have their own spokespersons and service in the kitchen and combat training. The Viagra are more or less incognito in all three groups and compensate for high-level conflicts.
d) The Archas Guard lives on the seventh level. Access to higher tower levels is only permitted to selected people. The Guard is the smallest of the 4 platoons, but consists of particularly loyal and battle-ready orcs.
e) General Archa himself resides on the top inhabited level. He has several spacious rooms and apartments. In addition, Bombar Steinklopfer and Golkar Großzahn have spacious rooms here. Archa is always closely guarded, 2 guards of his guard are always at the stair entrance and 2 others are permanently in his immediate vicinity.
f) The basement. There is a larger level below the ground floor, in which there is a lavish kitchen and several storage rooms for weapons, armor, but above all food, water and other drinks. Many old people, but also slaves, work in the kitchen to take care of the tribe.

2) The palisade
A wooden palisade surrounds Hightower. It is about three meters high and consists of sturdy, trimmed ash trunks. It has been massively restored in recent years under the guidance of Bombar Stone Knockers. In each direction, the palisade is lined with a 5 meter high wooden tower with palisade, which is manned by guards day and night. Older or growing orcs are often used for this service.
3) The gates
 Two wooden gates are integrated in the palisade. The forest gate is the main entrance gate and has a height and width of approx. 4 meters and is also provided with a wooden run at the top, on which guards can position themselves. This gate is open during the day and permanently guarded, and closed again at night. A bell can be used to ask for admission at night. Opposite, towards the southwest, is the mountain gate. It is smaller and often closed, it serves more as an escape gate in an emergency.
4) Clay's place
The place has existed for several hundred years and has a ritual character. It is surrounded by a low hedge, on which numerous wooden benches and boulders are built to create seating. In the center of the square, the skulls of all deceased members of the tribe who have not been violated are neatly piled up. The remaining parts of the body are chopped up after the death of a rocaork and distributed in the woods. So there are several thousand orc skulls on the square. In the face of the ancestors and their spirits, the ritual duels and tournaments also take place on the square.
5) Clay's home
Bombar Steinklopfer's first major construction project was the expansion of the temple complex. At the center is the centuries-old giant "lightning bolt", which is sacred to the Rokas. The entrance leads through a newly built column gate, which is provided with numerous frescoes and gargoyles. Around the oak there is a small hospital, the shaman's house and the Kate, where people pray and sacrifice on a large clay statue. Here the dead are also ritually dismantled and the head prepared for the skull square. Several groups of trees and small groves nestle against these buildings, which house a few shrines to ancestral spirits worshiped by the tribe, as well as the goddess of water and healing, electricity, the goddess of air and destiny, and the protector at night, the nightwalker.
6) The stores
Harvested grain, potatoes, beets and cabbage are stored in this old accumulation of stores, which was already set up by the dwarves, but others also store meat and collected mushrooms, berries and roots. Women are responsible for monitoring food stocks.
7) "Archas Krug" tavern
The newest of the Bombar Steinklopfer buildings is the "Archas Krug" tavern. A replica of the eponymous troll skull hangs over the front door. The tavern has two floors. There are some guest rooms in the upper one, but they have so far been virtually unused, as Hightower has so far had few visitors. The innkeeper Shok, who had Archas, the oldest living son, built the tavern, nevertheless asked for it from his father, since he planned more visitors with the end of the blood fog. On the ground floor is a large, rustic and surprisingly cozy tap room with a fireplace, spreading discs, counter and a number of table groups. Here they mainly drink and play, whereby strength and skill games such as arm wrestling, knife throwing and drinking are very popular with the orcs. Shok has also set up a small kitchen on the ground floor, in which the old orc veteran Bork serves hearty and, above all, spicy dishes. In addition, the extremely charming shok offered some women free drinks when they were hanging out in his tavern and were looking for their men here. At the moment he is also happy to make such rooms available to such couples. Shok took over three people, two women and a young man who proved to be too weak for slave labor. He uses them as a waitress and regularly sells their bodies to the drunk paying guests.
8) The brewery
The old dwarf brewery is located next to the tavern. The one-armed Kazum, a good friend of Shoks, took over the brewery after his hunting accident and brews with his helpers honey, potatoes and grain to schnapps and mead here extremely popular.
9) Enclosure
A few enclosures nestle against the palisade, in which captive and bred animals are kept. Here you will find some mounts for the orc scouts, especially strong horses, as well as farm animals such as pigs, poultry and goats. Some of the orc children and the elderly take on the task of foraging with the cattle as shepherds.
10) The camp of the orc slaves
The dishonored, the fallen, the defeated, but also those who never made it to the top of the warrior. These orcs fit into their roles, settle in the camp and from then on take on the low but strenuous tasks of the farmers, cooks, shepherds, and craft helpers. Many mutilate themselves, especially their reproductive organs. The children have their own quarters here, together with the elderly, and once again set themselves apart from the slaves. Wooden and mud huts, tents with sewn-on animal skins, but also simple holes for the littlest, covered with tarpaulins. That's how they live and live.

11) The hotplate
The food for the slaves, children and the elderly is prepared here over two open fires. The cooking service is one of the most popular in the slave camp. The menu is not very varied. Millet, grain. And cabbage soups are usually on the menu, spiced up with what is left of the warriors and women, i.e. mostly offal, bones and animal skulls. In most years this is enough to survive, in hard winters it is the slaves who starve and die first.
12) The slave horse
In the middle of the slave camp, surrounded again by a 1.50 high wooden palisade, is the camp of the captured slaves. Dwarfs and humans in particular live here in a dozen large, tippi-like tents. Most of these 40 prisoners were initially brought up by drastic methods such as food deprivation or punishment. After they are cooperative and work as blacksmiths, tanners, stonemasons, farmers or carpenters, they feel comparatively well because their work is highly valued. They all hate the dwarf Bombar Stone Knocker who always suggests new construction projects to the orcs and lets the slaves do them, but ultimately it is this dwarf who is their life insurance. Only when recurring attempts to escape or rebellion do the fate of the prisoners become sealed and they end up on Clay's sacrificial table. In the midst of the slaves, a small group of goblins also eke out their existence, mostly outcasts from the redskin tribe.
13) The ogre pit
Grax, the young ogre, is kept in the 4-meter deep, oval pit in the sklave horse. He ran into a scout squad when he had nibbled too many mushrooms and stumbled through the forest in confusion. Grax is used to haul heavy loads or smash stones and is therefore extremely valuable for the construction of new buildings. However, Grax is also very unhappy with his status as a slave and has made several violent attempts to break out and attack orcs or other slaves. He is currently held using a carrot and stick method. The painful spiked collar tames him a little, but so does the regular schnapps and mushroom rations, which put him into a state of deep intoxication at least every evening.

14) Tannery 
Especially the lowest orcs devote themselves to tanning on the edge of Hightower. The hunters usually provide an extensive supply of skins and skins, so there is always a lot to do. Peat, tree bark, brain and liver of hunting prey animals, urine, resins and salts are processed here to preserve the skins. However, the stench emanating from this part of the settlement is overwhelming, so it is largely avoided by most of the residents and those who work here are considered the absolute scum of society. 
15) carpentry 
A group of slaves is under close guard under carpentry. In the past 2 years they have been able to significantly improve their work by purchasing tools such as saws, axes, carving knives, planes and chisels. Here beams are produced for the new buildings, but also various furniture and other tools. In addition, a year ago the orcs launched an experienced bow maker with the half-elf Thiamon. 
16) Forge 
17) Arable land 
The farmland is cultivated by the slaves. Barley, oats, linen, millet, beans, peas, potatoes, beets, various types of cabbage and various herbs are grown and harvested here. The farmers and field workers mostly enter Hightower through the shorter mountain gate. 
18) Goblin caves
19) The Secret Vault
For a long time, a huge slab of stone in the basement of the hospital was the only thing the orcs knew about the vault. The tribe's shamans tried to break the seals for generations. The dwarven stone singers had magically sealed their tombs; the only way to open them was by singing the magic words, written on the plate in the old rune script, and the simultaneous touch of a noble Belderian. Prince Jasper, who had to clean as a slave in the temple cellar, knew that he could open the gate. He also knew of the jewel that housed the demons of Bracho. And in despair he opened the gate in the presence of Hurgil and his representative Grax, and he watched Grax take the jewel out of an urn and he also saw the change of character that Grax was overcome.
The vault runs all the way from the temple cellar under Hightower and is of considerable size. Here are countless sealed crypts, tombs and shrines from the dwarf god Huge. The orcs have explored part of the vault and redesigned a smaller part for their purposes. But many graves were protected or hidden by powerful magic, and many are still waiting to be discovered today.

Monsters and NPC:
Archa's staff consists of his first wife Oscha, his high shaman Hurgil Roach, an accomplished seer and healer, his first warrior Golkar Großzahn and the dwarf builder Bombar Steinklopfer. The goblin chief also has an influence. Archa has 5 children, the landlord Shokk, his daughter Buzum, the Clayschamene Crax, Gulgrog, a fallen warrior and, as the youngest, the scarred Mardrug.
General Archa: Formerly a powerful warrior who testified even defeated a blood demon from the fog, Archa has aged massively in the past two years. And this affects him. He was once considered a strict, demanding leader who gave his men the prospect of advancement, but could just as quickly fail if he failed. It is not for nothing that the ranks of the orcslaves are almost as high as those of his soldiers. But he also established the chance for a slave to get back up and regain his honor every year. Honor, courage, pride were the attributes that distinguished Archa. All of this has faded since the death of his first wife and two of his sons. Archa drinks and eats too much, he has become bulky, fat. Angry and uncontrolled, but then turned back and withdrawn. Some quick, unjust, and cruel judgments have made him lose respect in the eyes of many of his men, and it is astonished who might have the courage to overthrow him first.
Archa's Advisory Board:
Oscha: Oscha has finally moved to the side of her general since the death of Archa's long-time, loyal first wife, Shazz, who has the status of a much younger, underrated lover. Even though she is now in her mid-30s, her physical charms are still in full bloom and she knows how to put them in the spotlight. Oscha is characterized by the years in the shadow behind Shazz that she has made jealous and cynical. The fact that the only son she gave to Archa, Mardrug, survived a severe skin disease in his early years that severely disfigured him and left him as an outsider, has further fueled her bitterness. Now she clearly enjoys her new position at court, Archa constantly pays no nonsense, instills wine and schnapps into him and also speaks to them herself. Deep down, her greatest fear is that she will be quickly replaced by a younger girl and her greatest wish to improve her son's position and make him Archa's successor.
Hurgil Roach: Hurgil is a deeply loyal follower of Clay and General Archa. As a very old, white-haired necromancer with a protruding nose and very pointed ears, he is still Clay's most powerful shaman in the Rococo realm. He speaks very deliberately and deliberately, rubs his nose again and again, but is also radical and pitiless when it comes to the interests of his people.
When he and Grax discovered the secret vault under Hightower three years ago and came across the book “Chroniken von Hightower”, Hurgil studied the vaults as well as the chronicles very carefully. To his horror, he learned from the chronicles that the dwarves had given Hightower to 2,000 orc warriors 300 years ago and hoped that they could stand up to Zygofer. The number of orc warriors had melted away in the off-time, how could this pitiful remnant hope to stop Zygofer and his mutants now that the blood mist disappeared?
So he was easily receptive to the whispering of the possessed Grax who poked that horn. And he gave Grax a free hand as he settled in the catacombs and started creating hybrids and chimeras. In the meantime, Hurgil has been devoured by doubts, as it is the unholy blood magic that Grax and his followers play with. However, he suspects that he would have to be very careful if he now stood up to Grax, because he has been emitting something dark and evil for some time.
Golkar Großzahn: Golkar is now the most powerful warrior of the tribe and the second in the chain of command. The 5 colonels report directly to him. He is a tall, handsome warrior, scarred, with impressive tusks and a natural ferocity. He fights with the two-handed ax cleaver, which he once took from an Isir chief in a duel after strangling him. Golkar is very proud and impulsive and tends to break out, his speeches are usually short and underlaid with angry snorts. Golkar was long characterized by a deep loyalty to Archa, whom he adored like a father. Last year, however, this loyalty began to crack, especially since the death of his friend Skogrin, Archa's heir. Archa, in Golkar's opinion, escaped grief and grief, started drinking and losing control. With the death of Skogrin, Golkar sees himself as the only worthy successor to Archa, an assessment that is strengthened by Buzum, Archa's lovely daughter, with whom he has a love affair.
Bombar Stoneknocker: Bombar was initially a slave to the orcs, who was captured in an early expedition by the Belderians with decreasing blood fog. As a stonemason of his clan, he is deeply a believer and, after arranging his status, began making small improvements to the tents and huts of the slaves. This was noticed at some point and he has been able to improve his status in recent years. He was entrusted to build an open temple in honor of Clay from the piles of stones that had fallen from the tower, which he succeeded in a year to the satisfaction of Archa and Hurgil. Other buildings followed, such as the Archas Krug tavern and the new smithy. He hates the other slaves, his stoic focus on his goal of securing Hightower and ultimately driving him up in honor of Huge, and his passion for his craft doesn't even let him notice. His obsession with building buildings made him forget his loyalties, and he's now an integral part of Archa's inner staff. He spends a great deal of time staring at the tower, mumbling and walking off it, armed with a pile of paper and a quill, and completely enraptured.
Goblin chief Gnoblar Hirschkrone: A group of goblins arrived in Hightower shortly after the start of the blood mist, rushed, decimated, battered. The orcs then let them live in the nearby caves, realizing that the goblins could be natural allies. Today, the goblins from the red-tailed tribe always provide a contingent of mounted scouts, with the redskins surprisingly having fewer wolves in their ranks, but instead prefer deer and deer. Their leader, Gnoblar, has been wearing the head of his stag as a crown since the day he stabbed the old chief, which gave him his epithet. Gnoblar is of great growth, almost like an orc, and he is the only goblin of the tribe that rides on a moose, a large head. Gnoblar is a dreaded spear-stick, and he tries to make up for his subordinate position at the court through a cunning aggressiveness and insidiousness towards all outsiders, but above all people and dwarves.
Archa's remaining children:
Shok: Shok, an eloquent and charismatic orc, has been viewed with suspicion by his father for many years. He was engaging, humorous and always had a lot of friends around him, but as a warrior or a hunter he didn't accomplish much. But Shok showed staying power. He skilfully told anecdotes at the table, praised the actions of his stronger brothers, organized drinking games and festivals, and so gradually rose in his father's respect in a different way. Although he never had the rank of Skogrin or Brakka, he succeeded in seizing his chances and, at a young age, obtained his father's permission to drink a binge in the basement of the tower. This soon proved to be successful, and when the dwarf Bombar started building a few years ago, it was again Shok who could wrest his father's permission to build the "Archas Krug" tavern, named after the drinking vessel Archas, that he had made out of the skull of a troll that he defeated alone in battle. Shok has a habit of winking kindly or conspiratorially in almost every second sentence.
Buzum: Buzum is the only daughter of the general and was his sunshine and jewel in his childhood and youth. She has matured into a young woman with strong character who has completed elementary combat training and was initiated early on in the ranks of the Viraga by her recently deceased mother Shazz. Buzum is quite orcical for an orc woman, with clear tusks and distinctive facial features, so that she cannot be mistaken for a human woman. She and the other Viraga women are concerned about the development of the Rokaorks. The brisk young woman has a striking, high voice and a rousing, loud laugh. In the past few months she has skillfully made beautiful eyes to Golkar Großzahn, the first warrior, and has started a hot liason with him, and many orc women whisper whether the two plan to reach for Archa's throne with the Viraga.
Grax: Grax has become one of the most important shamans of the tribe. For an orc, he was always short, thin, and low-powered (in fact, his appearance is reminiscent of a goblin that is too big. But Grax is extraordinarily clever and extremely ambitious. He was there when the captured Prince Jasper opened the portal, and it was he who found the black jewel in the catacombs. The demon Brachos penetrated him and merged his mind with Grax. Since then Grax has had the uncomfortable property of frequently licking and staring at his lips, which is very much for his interlocutors Bracho's goal is to spread the blood magic and create demons and hybrids. Here he encountered no resistance from Grax, he was almost ready to adapt the new rituals to him. It was easy for Grax / Brachos To convince Hurgil that the Orknation was in danger, especially since the Hightower chronicles could be used, and so Grax recruited a handful of loyal followers, most of whom were claysch Amanen, but also 2 hunters who supplied animals, and set up dozens of cells, a laboratory and ritual rooms in the dungeon. He seduced his subjects by seducing orcs slaves and kidnapping people and dwarves, and using various animals and the chemog, he created numerous chimeras that he is ready to throw into the battle against Zygofer. But the Chemog has already changed him, his subjects and followers ...
The first hybrid was the ill-fated Prince Jasper, whose arms and legs and a bearskin were made on his body. He completely lost his mind about it, which was quite right for Grax, so he silenced this confidant.
Gulgrog: Gulgrog, the twin brother of Grax, and in contrast to him, grown vigorously and equipped with the instincts of an orc warrior, was highly regarded by his father, right behind Skogrin and Brakka. He was present at Skogrin's death, and his father never forgave him that his elder was killed by the bear and that Gulgrog survived. In a massive outburst of sadness and anger, he knocked the still swaying Gulgrog to the ground and cast him as his son. Although his advisors talked a lot about Archa to forgive and rehabilitate Gulgrog, Archa never went into it. Gulgrog staggered disgraced into the slave quarters after the incident. Over the next few weeks, he shrank, became hunchbacked, and began to take over the work of the disgraced and enslaved. In a straw hut with some of his others, in the middle of the slave camp, he teaches them the latrines, takes out the game board, tans the skins, sows and harvests, collects mushrooms and berries. He is broken, has lost his pride, does not look into the eyes of the orc warriors, stoops. Only when he is exclusively with other slaves does a spark of old determination and energy emerge in him. He is committed to ensuring that the other orcs support each other and not maltreat themselves. Visually, almost nothing differentiates him from the other fallen orcs, except for the black meal over the right breast that Archa gave to all of his children.
Mardrug: Mardrug, who was born the only son of Archa of Osha, is a skilled hunter, archer and trapper. Rather small and agile, he is not a born close fighter. In childhood he was infected with the blue pox, which he only survived because Oscha went into quarantine with him and took care of him. Since then, in addition to his large, rounded scars, he has been repeatedly disfigured by an inflammatory, bluish rash. Ugly like Mardrug is a common insult to Hightower's Rokaorks. Mardrug lives in seclusion, his only friends are his silent hunting partner Hakk and his wolf mane. He is bitter about his fate and full of jealousy ... for the guards, the bodyguards, the orcs, who get women, his siblings, the shamans. He knows that he will never fulfill his mother's wishes to play a bigger role in the court, and that only exacerbates him. He avoids conversation, but when it is forced on him he has a hateful, piercing look and a washed-out and hissing speech.
Some slaves:
Morg: Orc, thief. Has built a system with some slave thugs in which the weaker are blackmailed and humiliated.
Tschag: healer. Old slave who can bandage cuts, break breaks and heal ailments. Considered a sage among the slaves.
Skarnitz: Goblin. Goblin rider who was expelled from his clan for poisoning. He was promised to be released if he revealed other prisoners' escape plans.
Britta, human. Must work with 2 other slaves in Archa's pitcher. Operation and pleasure slave.
Freor Blackhorse: human. Aslene-Galdaner, proud rider. Sold here from Grindbone. Unbroken. Plans a long-term outbreak, gathers the other slaves around him.
Skarn ironhelmet: Dwarf. Belderians, came to Hightower with Prince Jasper. Warrior, blacksmith. Scarred face, many lash marks on the back. Waiting for the opportunity to flee or take revenge. Knows that Prince Jasper and others were brought into the vault.
Orm: dwarf. Orm did not fit into captivity, which is why he was repeatedly beaten and whipped. He is now foolish, but still as strong as an ox.
Lynwin: elf, bard. Lynwinn has been deliberately caught and enslaved by the orcs, he wants to get to know life as a slave and write lamentations about it. His songs are now popular with all fellow prisoners and he also plays more and more at court. If he hadn't insisted on always sleeping in the pen, he could have climbed up.
Gwar: ogre. Found the goblins in the forest, drunk with a lot of schnapps, and regained consciousness as a slave. Angry, is kept compliant with lots of alcohol.
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