The Lion man
On a visit to the local city to trade in his supplies the Lion man got into a fight at a tavern. The local pulled a dagger and was promptly cut in half by a critical hit from a battle axe. The Lion man wrecked half the pub in his drunken rage, and after he calmed down managed to drink most of the pubs supply of fire brandy. He was then arrested by the city guards while in a drunken stupor.

The dead man was a bit of a joker at the pub and was liked by the customers and the city people generally. He made a few jokes about the Lion mans smell and pulled the knife as a bit of a joke “I’ll give you a shave”. The Lion man had no sense of humour and just did not understand the situation. He is not very good with people, but is quite intelligent.  He does have a temper though.

The next morning he came around locked in a cell, and being claustrophobic he promptly flew into a rage and literally tore the cell door off (after warping the wood). He knocked the guards unconscious took his equipment back and left the city.
Once out side the city he used his Longstrider and pass without trace spells to travel back to his cave.

A posse was created but the dogs lost the scent 1 mile outside the city.

The best bet to find the lion man is to find other trappers/hunters who know his hunting ground, and then a full search of the area.

The lion man has two fully grown lions as companions he raised them from cubs and hunts with them.

The Lion man lives in makeshift camps, he moves camps about once per week. He keeps to a 10 mile range and keeps any monsters out of his hunting grounds. 

When the party approach his hunting ground they will notice a number of heads pinned to stakes. These are mainly Ogre heads and a few hill giant heads. No human heads though.   

Recently a group of Ettins have entered the lion mans area, they know about him and have decided to finish this menace off and take over his hunting ground.

A group of  Ogres are also on there way to join the Ettins, they have a rudimentary map showing the Ettin camp. This will be a wandering encounter for the party.
The Lion man knows of the Ettins and is watching their camp. If the party attack the Ettins he will join the attack (with his lions). 

Once the Ettins are defeated the Lion man will not want to go back to the city (He does not want to be locked up again), so will have to be persuaded or captured.
If the trial goes ahead the Lion man will almost certainly get hung for murder. It is up to the PC’s to prove his innocence, or try to go above the local law (maybe to the local Lord) to get him off. 

The Lion mans equipment
Equipment

+3 Studded leather

+2 Ring of protection
+2 Battle axe

+2 Composite longbow (+6 Str)

Ioun stone dusty rose prism. (+1 AC  insight  bonus)

3 X CMW potions CL 5

 In his cave (Search CR 19)
silver pearl(80gp),blue quartz(11gp),black pearl(500gp),blue quartz(9gp),silver pearl(100gp),jasper(60gp),jasper(60gp),

Name: The Lion Man  (Alignment CN)
Human (Large Humanoid) (half ogre)
Barbarian level 8 (skill points 77) Animal Handler

Druid level 4 (skill points 28) Animal Handler

Hit die: 0d8+8d12+4d8+36(106hp) berserk 130hp 
Init: 7

Speed: 40

AC: 21 +3 Studded Leather + Shield, none (Berserk 19) (24 with barkskin)
AC flat footed :18 (21)
AC Touch: 15 
Base Attack/Grapple: 11/21

Attack: +19 (+2/+2) Battle axe 2d6+11 (Berserk +2)
    or  +16 (+2/+2) Longbow ,Composite 2d6+9

Full attack: +19/14/9 (+2/+2) Battle axe 2d6+11

    or  +16/11/6 (+2/+2) Longbow ,Composite 2d6+9(range 110)

Space/Reach: 10ft 2x2/ 10ft
Special Attacks: 

Rage +4 con +4 Str +2 +2 will save -2 AC  per day 3

Special Qualities: 

Damage Reduction Reduced damage from weapons 1

Fast movement Land Movement raised by  10

Illiteracy Cannot Read/Write

Improved Uncanny Dodge Can no longer be flanked

Trap Sense Reflex save and AC when dealing with traps bonus 2

Uncanny Dodge Retains Dex bonus if flat footed

Animal Companion 

Natural Sense +2 Knowledge nature  +2 Survival

Resist Natures lure +4 save vrs Fey creatures

Trackless step Cannot be tracked in the wild

Wild Empathy Improve attitude of an animal

Woodland Stride Can move through undergrowth at normal speed

Saves: Fort +13, Ref +6, Will +7

Abilities: Str 22, Dex 16, Con 16, Int 14, Wis 12, Chr 10 (to animals else 7)
Skills: Concentration 14, Diplomacy 0, Handle Animal 15, Heal 7, Hide -1, Intimidate 15, Jump20, Know nature 6, Listen 16, Spellcraft 5, Spot 4, Survival 18, Swim 6, Use Rope 3, Climb 20
Feats: Armour prof light, Armour prof medium, Improved Initiative, Martial Weap Prof, Point Blank Shot, Power Attack, Run, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus, 

CR: 13
Spells: 

Druid

level 0 (4)  (DC 11)

level 1 (4)  (DC 12)

Longstrider

Pass without trace

Entangle

CLW

level 2 (2)  (DC 13)
Barkskin, Spider climb
2 Lions 
Name:

Lion (Large Animal)

 level 0 (skill points ) 

Hit die: 8d8+32(68hp)

Init: 3

Speed: 40

AC: 16 + No Armour + Shield, none

AC flat footed :13

AC Touch: 12

Base Attack/Grapple: 6/18

Attack: +13  Claw 1d8+8

Full attack: +13  Claw 1d8+8

                   +13 Claw 1d8+8

                   +8 Bite 1d8+4

Space/Reach: 10/10

Special Attacks: Improved Grab If hits can start a free grapple attempt, Pounce When charges makes a full attack, Rake 1d6+4  Attack bonus +13 

Special Qualities: Low-light Vision , Other Hide +8 in long grass, Scent , 

Saves: Fort +10, Ref +9, Will +3

Abilities: Str 26, Dex 16, Con 18, Int 2, Wis 12, Chr 6

Skills: Balance 7, Hide 4, Listen 7, Move Silently 11, Spot 6, 

Feats: Alertness, Improved Natural Attack, Run, 

CR: 4

Spells:

If you  think the party is too week to fight the Ettins you may include this…

Or if the party is very strong give it to the Ettins.

The Lion  man and  his Lions have also been adopted by a Grey Render
Name:

Grey Render (Huge Magical beast)

 level 0 (skill points ) 

Hit die: 18d10+162(261hp)

Init: 4

Speed: 30

AC: 22 + No Armour + Shield, none

AC flat footed :22

AC Touch: 8

Base Attack/Grapple: 18/37

Attack: +27  Bite 3d6+11

Full attack: +27  Bite 3d6+11

                   +22 Claw 1d8+5

                   +22 Claw 1d8+5

Space/Reach: 15ft (3x3)/10ft (2)

Special Attacks: Improved Grab If hit with bite can attempt grapple as a free action no free attack of opportunity, Other Rend if wins a grapple after bite attack hits can deal 2d6+9, 

Special Qualities: Darkvision 60, Low-light Vision , Scent , 

Saves: Fort +20, Ref +11, Will +8

Abilities: Str 32, Dex 10, Con 28, Int 3, Wis 14, Chr 8

Skills: Hide 0, Spot 13, Survival 10, 

Feats: Alertness, Cleave, Improved Bull rush, Improved Initiative, Improved Natural Attack, Power Attack, Track, 

CR: 10.6666666667

Spells:
Recently a group of 5 Ettins plus a leader have descended on the Lion mans hunting ground

CR 15
Name:

Ettin (Large Giant)

Barbarian level 2 (skill points 4) No Animal skills

Hit die: 10d8+2d12+24(82hp) (+24 if raged) (106)
Init: 3

Speed: 40

AC: 18 + Hide + Shield, none (16 if raged)
AC flat footed :19

AC Touch: 8

Base Attack/Grapple: 9/19

Attack: +15  Morningstar 2d6+6

    or  +7  Javelin 1d8+6

Full attack: +15/10  Morningstar 2d6+6

                   +15 Morningstar 2d6+3

    or  +7/2  Javelin 1d8+6(range 30)

Space/Reach: 10/10

Special Attacks: 

Rage +4 con +4 Str +2 +2 will save -2 AC  per day 1

Special Qualities: Low-light Vision , Other Superior two weapon fighting, 

Fast movement Land Movement raised by  10

Illiteracy Cannot Read/Write

Uncanny Dodge Retains Dex bonus if flat footed

Saves: Fort +12, Ref +2, Will +5

Abilities: Str 23, Dex 8, Con 15, Int 6, Wis 10, Chr 11

Skills: Climb 4, Intimidate 1, Jump 4, Listen 11, Search 2, Spot 11, Survival 0, Swim 0, 

Feats: Alertness, Armour prof light, Armour prof medium, Improved Initiative, Iron Will, Martial Weap Prof, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Superior Two Weapon Fightinng, Weapon Focus, 

CR: 8

Spells:

Treasure in the Ettins cave.

TREASURE Coins pp 170
Goods art 2
Sapphire pendant on gold chain(1000gp),Silver ewer(80gp),
Total value 1080
Items minor 4
Potion of Hide from amimals
Potion of Lesser restoration
Studded Leather +1
Bag of tricks rust
Their Leader is

Name: Croik Ballchusher

Ettin (Large Giant)

Barbarian level 6 (skill points 30) No Animal skills

Hit die: 10d8+6d12+48(132hp) + 32 if raged (164)
Init: 4

Speed: 40

AC: 19 + Hide + Shield, none

AC flat footed :19

AC Touch: 9

Base Attack/Grapple: 13/26

Attack: +22  Morningstar 2d6+9

    or  +12  Javelin 1d8+9

Full attack: +22/17/12  Morningstar 2d6+9

                   +22 Morningstar 2d6+4

    or  +12/7/2  Javelin 1d8+9(range 30)

Space/Reach: 10/10

Special Attacks: 

Rage +4 con +4 Str +2 +2 will save -2 AC  per day 2

Special Qualities: Low-light Vision , Other Superior two weapon fighting, 

Fast movement Land Movement raised by  10

Illiteracy Cannot Read/Write

Improved Uncanny Dodge Can no longer be flanked

Trap Sense Reflex save and AC when dealing with traps bonus 2

Uncanny Dodge Retains Dex bonus if flat footed

Saves: Fort +15, Ref +5, Will +9

Abilities: Str 28, Dex 10, Con 17, Int 12, Wis 14, Chr 11

Skills: Climb 12, Intimidate 6, Jump 12, Listen 13, Search 5, Spot 13.5, Survival 8, Swim 8, 

Feats: Alertness, Armour prof light, Armour prof medium, Combat Reflexes, Improved Initiative, Iron Will, Martial Weap Prof, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Superior Two Weapon Fightinng, Track, Weapon Focus, 

CR: 13

Spells:

TREASURE Coins gp 1000
Goods gems 11
blue quartz(11gp),blue quartz(11gp),silver pearl(80gp),black pearl(500gp),blue quartz(12gp),jasper(60gp),silver pearl(70gp),silver pearl(70gp),blue quartz(14gp),jasper(50gp),silver pearl(80gp),
Total value 958
Items minor 6
Scroll of Arcane 1d3 spells level 2 Mirror image, Knock, Darkness
Potion of Lesser restoration
Scroll of Arcane 1d3 spells level 1 Color spray
Potion of Bulls strength
Potion of Shield of faith +2
Potion of CLW

Misc Random encounter these are on the way to join in with the Ettins

6 Ogre Barbarians

CR 9

Name:

Ogre (Large Giant)

Barbarian level 4 (skill points 8) No Animal skills

Hit die: 4d8+4d12+16(63hp)

Init: -1

Speed: 40

AC: 16 + Hide + Shield, none

AC flat footed :17

AC Touch: 8

Base Attack/Grapple: 7/16

Attack: +12  Greatclub 2d8+7

    or  +5  Javelin 1d8+5

Full attack: +12/7  Greatclub 2d8+7

    or  +5/0  Javelin 1d8+5(range 30)

Space/Reach: 10/10

Special Attacks: 

Rage +4 con +4 Str +2 +2 will save -2 AC  per day 2

Special Qualities: Darkvision 60, Low-light Vision , 

Fast movement Land Movement raised by  10

Illiteracy Cannot Read/Write

Trap Sense Reflex save and AC when dealing with traps bonus 1

Uncanny Dodge Retains Dex bonus if flat footed

Saves: Fort +12, Ref +1, Will +2

Abilities: Str 21, Dex 8, Con 15, Int 6, Wis 10, Chr 7

Skills: Climb 5, Intimidate 0, Jump 4, Listen 5, Spot 6, Survival 2, Swim -1, 

Feats: Alertness, Armour prof light, Armour prof medium, Great Fortitude, Martial Weap Prof, Shield Proficiency, Simple Weapon Proficiency, Toughness, Weapon Focus, 

CR: 7

Spells:

TREASURE Coins gp 1000

Goods art 3

Silver ewer(100gp),Cloth of gold(100gp),Electrum dagger star ruby pummel(1200gp),

Total value 1400

Items medium 1

Scroll of Arcane 1d4 spells level 3 Magic weapon greaterName:

