
Kobold
Kobold Traits
Your Kobold has following traits.

Ability Score Increase. Your Dexterity score increases by

2.

Age. Kobolds are considered adults at age 6, and can live

up to 120 years. They have a tendency to die young, and old

Kobolds are revered.

Alignment. Kobolds are selfish creatures, often leaning

toward evil. But most of all, they have strong solidarity

towards their tribe, making them heavily lean toward law.

Size. Kobolds are between 2 and 3 feet tall and weigh

between 25 and 35 pounds. Your size is Small.

Kobold Height and Weight

Base
Height

Base
Weight

Height
Modifier

Weight      
Modifier

2'1" 25lb +2d4 x1lb

Speed. Your base walking speed is 30 feet.

Darkvision. You can see in dim light within 60 feet of you

as if it were bright light, and in darkness as if it were dim

light. You can't discern color in darkness, only shades of gray.

Frenzy. If an attack would drop you to 0 hit points but not

immediately kill you, you can delay that damage and enter a

state of frenzy. Take an additional turn immediately after this

opponent. You are then reduced to 0 hit points. You cannot

use this feature again until you finish a long rest.

Pack Tactics. You have advantage on an attack roll against

a creature if at least one of your allies is within 5 feet of the

creature and the ally isn't incapacitated.

Sunlight Sensitivity. You have disadvantage on attack rolls

and on Wisdom (Perception) checks that rely on sight when

you, the target of your attack, or whatever you are trying to

perceive is in direct sunlight.

Kobold Weapon Training. You are proficient with spears,

javelins, nets and blowguns.

Languages. You can speak, read and write Common and

Draconic.

Subrace. Kobold tribes are often divided to two, the

Trappers, the land-dwelling and cunning, and Urds, the

blessed and the winged. Trappers often have resentment for

the Urds, due to the association to the one who betrayed their

god.

Urd
Urds are blessed kobolds who were born with wings. They

take their wings as a blessing of Tiamat, but they are more or

less detested by Trappers. They have a stronger relation to

their draconic ancestors, and thus are more attuned with

magic than their land-dwelling kin.

Ability Score Increase. Your Charisma score is increased

by 1.

Wings. You have flight speed of half your walking speed. At

10th level, your flying speed becomes equal to your walking

speed.

Cantrip. You know one cantrip of your choice from the

sorcerer spell list. Charisma is your spellcasting ability for it.

Trapper
Trappers are crafty little things. They often work in groups,

trapping and ambushing foes bigger than themselves. They

are expert crafters, albeit very primitive.

Ability Score Increase. Your Intelligence score is

increased by 1.

Ambush Expert. If a combat started with your surprise

round, you have advantage on initiative. You cannot be

surprised.

Trapmaking. You can use tools to make traps to ambush

opponents with. For every 10 minutes you use crafting a trap,

you can make a trap span an area of 10-foot radius on the

ground. Your trapmaking ability is Intelligence, and the Save

DC of the trap is 8 + your proficiency bonus + your

Intelligence modifier. Your trap can have one the following

effects:

Restrained until succeeding in a Strength or Dexterity

save (Your choice)

Cause 1d10 + your Intelligence modifier amount of

bludgeoning, piercing or slashing damage.

Block a pathway or make the area difficult terrain.



Orc

Orc Traits
Your Orc has following traits.

Ability Score Increase. Your Strength score is increased

by 2, and your Intelligence score is reduced by 1.

Age. Orcs reach adulthood at age 12 and live up to 50

years. The Chosen Few can live up to 100 years.

Alignment. Orcs believe weakness is a disease, and hold

strength above everything else. They have respect for nothing

but strength, their own tribe, and their gods. They are usually

Chaotic Evil.

Size. Orcs are usually over 6 feet tall and weigh between

230 and 280 pounds. Your size is Medium.

Orc Height and Weight

Orc Height and Weight

Base
Height

Base
Weight

Height
Modifier

Weight      
Modifier

5'4" 175lb +2d8 x2d6lb

Speed. Your base walking speed is 30 feet.

Darkvision. You can see in dim light within 60 feet of you

as if it were bright light, and in darkness as if it were dim

light. You can't discern color in darkness, only shades of gray.

Aggressive. As a bonus action, you can move up to your

speed toward an enemy of your choice that you can see or

hear. You must end this move closer to the enemy than you

started.

Menacing. You are proficient with Intimidation.

Powerful Build. You count as one size larger when

determining your carrying capacity and the weight you can

push, drag, or lift.

Languages. You can speak, read, and write Common and

Orc.

The Chosen Few. At 5th level, you are visited by Gruumsh.

During this time, you ascend from being a regular orc to

being one of The Chosen Few. Choose one of the following

paths.

War Chief of Gruumsh
Some rare orcs need not lose anything from meeting

Gruumsh. These are often taken as exceptionally strong-

willed individuals. You gain the following benefit.

Ability Score Increase. An ability score of your choice

increases by 2.

Oracle of Gruumsh
You lose part of your sanity, to become able to see in the

future.

Ability Score Increase. Your Wisdom score increases by

2, and your Intelligence score is reduced by 3.

Hazy Visions. You gain the Portent feature from Wizard's

Divination Arcane Tradition, with 1 die per long rest to use.

Eye of Gruumsh
Given the chance to become an Eye of Gruumsh, you comply

and gouge one of your eyes out, offering it to Gruumsh for to

gain power. You cannot regain this eye in any way.

Sacrifice of the Eye. You gain disadvantage on all

Perception checks that rely on sight, and your Passive

Perception is reduced by 5.

The Anger of Gruumsh. You can add your proficiency

bonus to your weapon attack damage.

Zealous Fury. As a bonus action, you can enter a spiritual

state of fury. While in fury, you have advantage on all attack

actions. This state lasts for 1 minute, and you cannot use this

feature again until you finish a long rest.


