Ogre, Barbarian 1
Large Giant

	Hit Dice
	4d8+1d12+15 (42 hp)

	Initiative
	+0

	Speed
	40 ft (armor); base 50 ft

	AC
	19 (-1 size, +5 nat, +5 chain mail), touch 8, flat-footed 16

	B.A. / Grapple
	+4 / +14

	Attack
	MW Greataxe +11 melee (3d6+9, x3) or javelin +3 ranged (1d8+6)

	Space/Rch (ft)
	10 / 10 ft

	SA
	Rage

	SQ
	Darkvision 60 ft, lowlight vision, fast movement

	Saves
	Fort +9, Ref +1, Wil +1

	Abilities
	Str 23, Dex 10, Con 17, Int 6, Wis 10, Cha 7

	Skills
	Climb +4, Listen +4, Spot +2

	Feats
	Power Attack, Cleave

	Environment
	Temperate Hills

	Organization
	Solitary, pair, gang (2-4), or band (5-8)

	CR
	4

	Treasure
	Standard

	Alignment
	Usually CE

	Advancement
	By Character Class


Ogres stand 9 to 10 feet tall and weigh 600-650 lbs.  Their skin ranges from dull yellow to dull brown.  Ogres speak Giant, and those specimens which boast an Intelligence score of at least 10 also speak Common.

COMBAT:
Ogres favor overwhelming odds, sneak attacks, and ambushes over a fair fight.  They are intelligent enough to fire ranged weapons first to soften up foes before closing, but ogre bands and gangs fight as unorganized individuals.

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: 2 javelins, MW great axe, chain mail armor, 10-30 gp in coins & small gems.
