Worolan Ethelos, War 4

Medium humanoid (elf)

HD 4d8; hp 18; 

Init +2 (Dex); 

Spd 30 ft; 

AC 15 (touch 12, flat-footed 13) [+2 Dex, +3 studded leather]; 

Atk +5 melee (1d8+1, longsword) or +7 ranged (1d8, longbow); 

SQ Elven traits; 

AL CG; 

SV Fort +4, Ref +1, Will +1; 

Str 12, Dex 14, Con 10, Int 9, Wis 10, Cha 10. 

Height 5 ft.

Skills: Hide +2, Listen +6, Search +3, Spot +6

Feats:  Alertness, Weapon Focus (Longbow).

Encounter One 

APL 2

Orcs (4)

Medium-Size Humanoid (Orc)

Hit Dice: 1d8 (4 hp)

Initiative: +0

Speed: 20 ft. (scale mail); base 30 ft.

AC: 14 (+4 scale mail)

Attacks: Greataxe +3 melee; or javelin +1 ranged

Damage: Greataxe 1d12+3; or javelin 1d6+2

Face/Reach: 5 ft. by 5 ft./5 ft.

Special Qualities: Darkvision 60 ft., light sensitivity

Saves: Fort +2, Ref +0, Will -1

Abilities: Str 15, Dex 10, Con 11, Int 9, Wis 8, Cha 8

Skills: Listen +2, Spot +2

Feats: Alertness

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.

APL 4

Orc Barbarians (6)

2nd Level Barbarians

Medium-Size Humanoid (Orc)

Hit Dice: 2d12 (18 hp)

Initiative: +0

Speed: 20 ft. (scale mail); base 30 ft.

AC: 14 (+4 scale mail)

Attacks: Greataxe +4 melee; or javelin +2 ranged

Damage: Greataxe 1d12+3; or javelin 1d6+2

Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks:  Barbarian Rage, 1/day

Special Qualities: Darkvision 60 ft., light sensitivity, uncanny dodge (dex bonus to AC)

Saves: Fort +3, Ref +0, Will -1

Abilities: Str 15, Dex 10, Con 11, Int 9, Wis 8, Cha 8

Skills: Climb +5, Jump +5, Listen +6, Spot +2

Feats: Alertness, Power Attack

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.

Barbarian Rage: Barbarian temporarily gains +4 to Strength, +4 to Constitution, and a +2 morale bonus on Will saves, but suffers a –2 penalty to AC.   (Str 19, Con 15, AC 12)

The increase in Constitution increases the barbarian's hit points by 2 points per level, but these hit points go away at the end of the rage when the Constitution score drops back to normal. While raging, a barbarian cannot use skills or abilities that require patience and concentration. (The only class skills he can't use while raging are Craft, Handle Animal, and Intuit Direction.) He can use any feat he might have except for Expertise, item creation feats, metamagic feats, and Skill Focus (if it's tied to a skill that requires patience or concentration). 

A fit of rage lasts for 5 rounds. The barbarian may prematurely end the rage voluntarily. At the end of the rage, the barbarian is fatigued (–2 to Strength, –2 to Dexterity, can't charge or run) for the duration of that encounter. The barbarian can only fly into a rage once per encounter, and only 1 time per day. Entering a rage takes no time itself, but the barbarian can only do it during his action. 

Uncanny Dodge: At 2nd level and above, the barbarian retains his Dexterity bonus to AC (if any) if caught flat-footed or struck by an invisible attacker. 

APL 6

Orc Barbarians (6)

3rd Level Barbarians

Medium-Size Humanoid (Orc)

Hit Dice: 3d12 (24 hp)

Initiative: +0

Speed: 20 ft. (scale mail); base 30 ft.

AC: 14 (+4 scale mail)

Attacks: Greataxe +5 melee; or javelin +3 ranged

Damage: Greataxe 1d12+3; or javelin 1d6+2

Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks:  Barbarian Rage, 1/day

Special Qualities: Darkvision 60 ft., light sensitivity, uncanny dodge (dex bonus to AC)

Saves: Fort +3, Ref +1, Will +0

Abilities: Str 15, Dex 10, Con 11, Int 9, Wis 8, Cha 8

Skills: Climb +6, Jump +6, Listen +6, Spot +3

Feats: Alertness, Cleave, Power Attack

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.

Barbarian Rage: Barbarian temporarily gains +4 to Strength, +4 to Constitution, and a +2 morale bonus on Will saves, but suffers a –2 penalty to AC.  (Str 19, Con 15, AC 12)

The increase in Constitution increases the barbarian's hit points by 2 points per level, but these hit points go away at the end of the rage when the Constitution score drops back to normal. While raging, a barbarian cannot use skills or abilities that require patience and concentration. (The only class skills he can't use while raging are Craft, Handle Animal, and Intuit Direction.) He can use any feat he might have except for Expertise, item creation feats, metamagic feats, and Skill Focus (if it's tied to a skill that requires patience or concentration). 

A fit of rage lasts for 5 rounds. The barbarian may prematurely end the rage voluntarily. At the end of the rage, the barbarian is fatigued (–2 to Strength, –2 to Dexterity, can't charge or run) for the duration of that encounter. The barbarian can only fly into a rage once per encounter, and only a certain number 1 time per day. Entering a rage takes no time itself, but the barbarian can only do it during his action. 

Uncanny Dodge: At 2nd level and above, the barbarian retains his Dexterity bonus to AC (if any) if caught flat-footed or struck by an invisible attacker. 

APL 8

Orc Barbarians (6)

4th Level Barbarians

Medium-Size Humanoid (Orc)

Hit Dice: 4d12 (30 hp)

Initiative: +0

Speed: 20 ft. (scale mail); base 30 ft.

AC: 14 (+4 scale mail)

Attacks: Greataxe +7 melee; or javelin +3 ranged

Damage: Greataxe 1d12+4; or javelin 1d6+3

Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks:  Barbarian Rage, 2/day

Special Qualities: Darkvision 60 ft., light sensitivity, uncanny dodge (dex bonus to AC)

Saves: Fort +4, Ref +1, Will +0

Abilities: Str 16, Dex 10, Con 11, Int 9, Wis 8, Cha 8

Skills: Climb +7, Jump +7, Listen +6, Spot +4

Feats: Alertness, Cleave, Power Attack

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.

Barbarian Rage: Barbarian temporarily gains +4 to Strength, +4 to Constitution, and a +2 morale bonus on Will saves, but suffers a –2 penalty to AC. (Str 20, Con 15, AC 12)

The increase in Constitution increases the barbarian's hit points by 2 points per level, but these hit points go away at the end of the rage when the Constitution score drops back to normal. While raging, a barbarian cannot use skills or abilities that require patience and concentration. (The only class skills he can't use while raging are Craft, Handle Animal, and Intuit Direction.) He can use any feat he might have except for Expertise, item creation feats, metamagic feats, and Skill Focus (if it's tied to a skill that requires patience or concentration). 

A fit of rage lasts for 5 rounds. The barbarian may prematurely end the rage voluntarily. At the end of the rage, the barbarian is fatigued (–2 to Strength, –2 to Dexterity, can't charge or run) for the duration of that encounter. The barbarian can only fly into a rage once per encounter, and only 2 times per day. Entering a rage takes no time itself, but the barbarian can only do it during his action. 

Uncanny Dodge: At 2nd level and above, the barbarian retains his Dexterity bonus to AC (if any) if caught flat-footed or struck by an invisible attacker. 

At 5th level, the barbarian can no longer be flanked. The exception to this defense is that a rogue at least four levels higher than the barbarian can still flank. 

APL 10

Orc Barbarians (6)

6th Level Barbarians

Medium-Size Humanoid (Orc)

Hit Dice: 6d12 (42 hp)

Initiative: +0

Speed: 20 ft. (scale mail); base 30 ft.

AC: 14 (+4 scale mail)

Attacks: Greataxe +9 melee; or javelin +6 ranged

Damage: Greataxe 1d12+4; or javelin 1d6+3

Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks:  Barbarian Rage, 2/day

Special Qualities: Darkvision 60 ft., light sensitivity, uncanny dodge (can’t be flanked)

Saves: Fort +5, Ref +2, Will +1

Abilities: Str 16, Dex 10, Con 11, Int 9, Wis 8, Cha 8

Skills: Climb +9, Jump +7, Listen +8, Spot +6

Feats: Alertness, Cleave, Great Cleave, Power Attack

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.

Barbarian Rage: Barbarian temporarily gains +4 to Strength, +4 to Constitution, and a +2 morale bonus on Will saves, but suffers a –2 penalty to AC. (Str 20, Con 15, AC 12)

The increase in Constitution increases the barbarian's hit points by 2 points per level, but these hit points go away at the end of the rage when the Constitution score drops back to normal. While raging, a barbarian cannot use skills or abilities that require patience and concentration. (The only class skills he can't use while raging are Craft, Handle Animal, and Intuit Direction.) He can use any feat he might have except for Expertise, item creation feats, metamagic feats, and Skill Focus (if it's tied to a skill that requires patience or concentration). 

A fit of rage lasts for 5 rounds. The barbarian may prematurely end the rage voluntarily. At the end of the rage, the barbarian is fatigued (–2 to Strength, –2 to Dexterity, can't charge or run) for the duration of that encounter. The barbarian can only fly into a rage once per encounter, and only 2 times per day. Entering a rage takes no time itself, but the barbarian can only do it during his action. 

Uncanny Dodge: At 2nd level and above, the barbarian retains his Dexterity bonus to AC (if any) if caught flat-footed or struck by an invisible attacker. 

At 5th level, the barbarian can no longer be flanked. The exception to this defense is that a rogue at least four levels higher than the barbarian can still flank. 
APL 12

Orc Barbarians (6)

8th Level Barbarians

Medium-Size Humanoid (Orc)

Hit Dice: 8d12+8 (62 hp)

Initiative: +0

Speed: 20 ft. (scale mail); base 30 ft.

AC: 14 (+4 scale mail)

Attacks: Greataxe +11 melee; or javelin +8 ranged

Damage: Greataxe 1d12+4; or javelin 1d6+3

Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks:  Barbarian Rage, 3/day

Special Qualities: Darkvision 60 ft., light sensitivity, uncanny dodge (can’t be flanked)

Saves: Fort +7, Ref +2, Will +1

Abilities: Str 16, Dex 10, Con 12, Int 9, Wis 8, Cha 8

Skills: Climb +10, Jump +9, Listen +9, Spot +8

Feats: Alertness, Cleave, Great Cleave, Power Attack

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.

Barbarian Rage: Barbarian temporarily gains +4 to Strength, +4 to Constitution, and a +2 morale bonus on Will saves, but suffers a –2 penalty to AC. (Str 20, Con 16, AC 12)

The increase in Constitution increases the barbarian's hit points by 2 points per level, but these hit points go away at the end of the rage when the Constitution score drops back to normal. While raging, a barbarian cannot use skills or abilities that require patience and concentration. (The only class skills he can't use while raging are Craft, Handle Animal, and Intuit Direction.) He can use any feat he might have except for Expertise, item creation feats, metamagic feats, and Skill Focus (if it's tied to a skill that requires patience or concentration). 

A fit of rage lasts for a 6 rounds. The barbarian may prematurely end the rage voluntarily. At the end of the rage, the barbarian is fatigued (–2 to Strength, –2 to Dexterity, can't charge or run) for the duration of that encounter. The barbarian can only fly into a rage once per encounter, and only 3 times per day. Entering a rage takes no time itself, but the barbarian can only do it during his action. 

Uncanny Dodge: At 2nd level and above, the barbarian retains his Dexterity bonus to AC (if any) if caught flat-footed or struck by an invisible attacker. 

