Orc, Barbarian 5  “Mar-Gothog”
Medium Humanoid (Orc)

	Hit Dice
	5d12+15 (32 hp)

	Initiative
	+0

	Speed
	30 ft. (6 squares)

	AC
	18 (+6 chain mail, +2 dex), touch 12, flat-footed 16

	B.A. / Grapple
	+5/+9

	Attack
	+1 Great Axe (1d12+6, x3) or MW Light Crossbow +6 ranged (1d8)

	Full Attack
	+1 Great Axe (1d12+6, x3) or MW Light Crossbow +6 ranged (1d8)

	Space/Rch 
	5 ft./5 ft.

	SA
	Rage 2/day

	SQ
	Darkvision 60 ft., light sensitivity, improved uncanny dodge, trap sense +1

	Saves
	Fort +7, Ref +3, Will +3

	Abilities
	Str 18, Dex 14, Con 16, Int 10, Wis 11, Cha 12

	Skills
	Listen +8, Spot +4, Survival +8, Intimidate +9 

	Feats
	Iron Will, WF: Great Axe

	Environment
	Temperate hills

	Organization
	Gang (2–4), squad (11–20 plus 2 3rd-level sergeants and 1 leader of 3rd–6th level), or band (30–100 plus 150% noncombatants plus 1 3rd-level sergeant per 10 adults, 5 5th-level lieutenants, and 3 7th-level captains)

	CR
	5

	Treasure
	Standard

	Alignment
	Often chaotic evil

	Advancement
	By character class


The language an orc speaks varies slightly from tribe to tribe, but any orc is understandable by someone else who speaks Orc. Some orcs know Goblin or Giant as well.

COMBAT:
Light Sensitivity (Ex): Orcs are dazzled in bright sunlight or within the radius of a daylight spell.
Rage:  +4 Str & Con, +2 Will saves, -2 AC, 8 rounds

Modify stats:  +2 to hit, +3 damage, +2 to Wil & Fort saves, +10 hp, -2 AC

Equipment:  @20 gp, potion of endurance, potion of cure moderate, +1 chain mail, +1 great axe, MW light crossbow
