Goblin Barbarian (Level 5)
Medium Humanoid (goblinoid), Barbarian 5

	Hit Dice
	5d12+15 (57 hp)

	Initiative
	+2

	Speed
	40 ft. (8 squares)

	AC
	19 (+1 size, +2 Dex, +5 Breastplate +1), touch 13, flat-footed 16

	B.A. / Grapple
	+5/+3

	Attack
	+1 Great Axe +9 melee (1d10+7), MW Mighty (+2) Composite Longbow +8 ranged (1d6+2)

	Space/Rch 
	5 ft./5 ft.

	SA
	—

	SQ
	Darkvision 60 ft, uncanny dodge 1&2

	Saves
	Fort +8, Ref +4, Will +2

	Abilities
	Str 14, Dex 15, Con 16, Int 10, Wis 10, Cha 10

	Skills
	Climb +6, Hide +4, Intimidate +4, Jump +10, Listen +2, Move Silently +4, Ride +5, Spot +2, Survival +7, Swim +3 

	Feats
	Alertness, Weapon Focus: Great Axe

	Environment
	Temperate and warm land + underground

	Organization
	See Goblin

	CR
	5

	Treasure
	Standard

	Alignment
	Usually NE

	Advancement
	By class


COMBAT:
Rage 2/day (Ex):  (+4 Str & Con) +2 Wil saves, AC 17, +2 hit, +3 damage, +10 hp

Skills: Goblins have a +4 racial bonus on Move Silently and Ride checks.
Possessions: breastplate +1, Greataxe +1, short bow with 20 arrows, 2d6 sp.

