Kobold Minion  Level 1 minion 

Small Natural Humanoid  xp 25 

Initiative +3       Senses: Perception +1, darkvision 
Hp 1 (minion)  Speed 6
AC 15 Fortitude 11  Reflex 13  Will 11
Alignment: Evil   Languages Common, Draconic
Skills: Stealth +4, Thievery +4
Str 8 (-1), Dex 16 (+3), Wis 12 (+1), Con 12 (-1), Int 9 (-1), Cha 10(0)

Equipment: hide armor, light shield, 3 javelins
	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Javelin
	M
	St-W
	+5 vs AC
	4

	Javelin
	R 10/20
	St-W
	+5 vs AC
	4


Shifty: shift 1 square as minor at will action
Trap Sense: +2 bonus to all defenses vs. traps

Kobold Skirmisher  Level 1 skirmisher 

Small Natural Humanoid  xp 100

Initiative +5       Senses: Perception +0, darkvision 

Hp 27  bloodied 13  Speed 6

AC 15 Fortitude 11  Reflex 14  Will 13

Alignment: Evil   Languages Common, Draconic

Skills: Stealth +9, Thievery +9, Acrobatics +7

Str 8 (-1), Dex 16 (+3), Wis 10 (+0), Con 11 (0), Int 6 (-2), Cha 15(+2)

Equipment: hide armor, spear

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Spear
	M
	St-W
	+6 vs AC
	1d8


Shifty: shift 1 square as minor at will action

Trap Sense: +2 bonus to all defenses vs. traps

Combat Advantage: +1d6 damage when it has combat advantage
Mob Attack: +1 to attack per kobold ally adjacent to target

Kobold Slinger  Level 1 artillery 

Small Natural Humanoid  xp 100

Initiative +3       Senses: Perception +1, darkvision 

Hp 24  bloodied 12  Speed 6

AC 13 Fortitude 12  Reflex 14  Will 12

Alignment: Evil   Languages Common, Draconic

Skills: Stealth +10, Thievery +10, Acrobatics +8

Str 9 (-1), Dex 17 (+3), Wis 12(+1), Con 12 (+1), Int 9 (-1), Cha 10(+0)

Equipment: leather armor, dagger, sling with 20 bullets and 3 special shots

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Dagger
	M
	St-W
	+5 vs AC
	1d4+3

	Sling
	R 10/20
	St-W
	+6 vs AC
	1d6+3


Shifty: shift 1 square as minor at will action

Trap Sense: +2 bonus to all defenses vs. traps

Stinkpot: sling damage plus target -2 to attack (save ends)

Firepot: sling damage plus 2 ongoing fire damage (save ends)

Gluepot: sling damage plus target immobilized (save ends)

Kobold Dragonshield  Level 2 soldier

Small Natural Humanoid  xp 125

Initiative +4       Senses: Perception +2, darkvision 

Hp 36  bloodied 18  Speed 5

AC 18 Fortitude 14  Reflex 13  Will 13

Alignment: Evil   Languages Common, Draconic

Skills: Stealth +7, Thievery +7, Acrobatics +5
Str 14 (+3), Dex 13 (+2), Wis 12 (+2), Con 12 (+2), Int 9 (0), Cha 10(+1)

Equipment: scale armor, heavy shield, short sword
	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	 Short Sword
	M
	St-W
	+7 vs Ac
	1d6+3, marked


Shifty: shift 1 square as minor at will action

Trap Sense: +2 bonus to all defenses vs. traps

Mob Attack: +1 to attack per kobold ally adjacent to target

Dragonshield Tactics: shifts 1 square if enemy shifts away or moves into contact, immediate reaction, at will

Kobold Wyrmpriest  Level 3 artillery (leader)

Small Natural Humanoid  xp 150

Initiative +4       Senses: Perception +4, darkvision 

Hp 36  bloodied 18  Speed 6

AC 17 Fortitude 13  Reflex 15  Will 15

Alignment: Evil   Languages Common, Draconic

Skills: Stealth +10, Thievery +10

Str 9 (+0), Dex 16 (+4), Wis 17 (+4), Con 12(+2), Int 9 (0), Cha 12(+2)

Equipment: hide armor, spear, bone mask

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Spear  
	M
	St-W
	+7 vs Ac
	1d8

	Energy Orb
	R 10
	St-W
	+6 vs Reflex
	1d10+3

	Dragon Breath
	Cl bla3
	St-Enc
	+6 vs Fort
	1d10+3, miss ½


Shifty: shift 1 square as minor at will action

Trap Sense: +2 bonus to all defenses vs. traps

Mob Attack: +1 to attack per kobold ally adjacent to target

Incite Faith: minor, enc., close burst 10, kobold allies get 5 temp hp and shift 1

Kobold Slyblade Level 4 lurker 

Small Natural Humanoid  xp 175

Initiative +10       Senses: Perception +3, darkvision 

Hp 42  bloodied 21  Speed 6

AC 18 Fortitude 12  Reflex 16  Will 14

Alignment: Evil   Languages Common, Draconic

Skills: Stealth +13, Thievery +13, Acrobatics +11

Str 9 (+1), Dex 18 (+6), Wis 12 (+3), Con 12 (+3), Int 9 (+1), Cha 14(+4)

Equipment: leather, 2 short swords

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Shortsword
	M
	St-W
	+9 vs AC
	1d6


Shifty: shift 1 square as minor at will action

Trap Sense: +2 bonus to all defenses vs. traps

Combat Advantage: +1d6 damage when it has combat advantage

Twin Slash: with combat advantage, make 2 sword attacks if both hit same target, 5 ongoing, save ends

Sly Dodge: at will, immed reaction, when targeted, switch to adjacent kobold ally
