
what the heck is a kobold?
A

ccording to the learned sage Fergulbarq, Kobolds are the
greatest threat to humankind since the Black Plague; an

innumerable horde of ravaging, fearsome beasts; and
extremely tasty when flame-broiled and served with a secret
sauce.  Fergulbarq was of course an utter madman and an
outrageous liar* (except for the part about flame-broiling
Kobolds - yum!)

H
onestly, Kobolds are a com-
pletely insignificant race

of tiny, dog-like** humanoids
with few redeeming qualities.
The lowest of the low,
Kobolds are weak, stupid,
slovenly, cannibalistic lit-
tle buggers that lead bru-
tal, short, silly little
lives.  Outside of enlisting
as cannon-fodder for evil
armies or acting as lack-
eys for power-mad (and
cheap) sorcerers - Kobolds
have little to offer the world,
except as cooks, err - I mean
being cooked.  As we alluded to
earlier Kobolds are damn
good with a side salad.

P
hysically, Kobolds are
the shortest of the brutish humanoid races standing only 2 feet

tall.  Covered in bristly orange fur, they have large heads (to accom-
modate their even larger mouths filled with sharp, pointy teeth).
Their mouths are so large, that most of their face is covered by it
leaving scant room for beady little eyes (and no room for a nose).

K
obolds worship VOR, the Big Red Angry God™.  Vor is an angry god
(which is understandable, wouldn't you be angry if you were the

god of the Kobolds.) The only thing that Vor hates more than a
Kobold is a coward, which is why Kobolds are the most fearless of
all the intelligent (and we use that term loosely here) races.
Ironically, the complete and total lack of a sense of self-preserva-
tion is the only thing keeping the Kobolds going - any other race
would have packed it in along time ago, given up, and faded into
extinction.

K
obolds live in caves - since architecture is way beyond a Kobold's
walnut-sized brain.  To a Kobold, any decently sized hole in the

ground near a food source (i.e. a human village) is a "cave" - whether
it be an abandoned ruin, and ancient dungeon, or a collapsed water-
slide theme park.  There in The Caves, the king of the Kobolds, King
Torg (ALL HAIL KING TORG!) rules with an iron stomach (much more
important to Kobolds than an iron fist) from the fabled Chickenbone
Throne.  King Torg (ALL HAIL KING TORG) demands utter obedience,
fierce loyalty, thirteen meals a day, and a nice bed-time story.
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R oll once  on each  of  the  follow-
ing charts  and record the  results

on the  Kobold Reference  Sheet™.   

+Animal Chum - Ever since you were
just a little pup, you've had a special
way with animals.  For some reason,
they always seemed to like you.
Animals will not attack you, unless
you specifically threaten them.  

+Bouncy - The gods have decreed that this Kobold will not be falling
to his death.  No matter how far you may fall, or how much damage is
taken, your Kobold will always have at least 1 HIT after hitting bottom
and will bounce into a random adjacent square.

+Extra Padding - You have lived the good life, and a round, pudgy
belly is the big reward.  You start the game with 1d6 additional HITS
from your impressive bulk.

+Troll Blood - One of your ancestors was into some kinky stuff
and you are reaping the benefits.  You have the wondrous ability to
regenerate damage.  You can spend 1 Turn (doing nothing else) to lick
your wounds and regain 2 lost HITS.  Note:  You can only lick your
own wounds, doing it to someone else will only get you into trouble.

+Winning Smile - Your Kobold has a wide, friendly smile that inspires
both trust and camaraderie in men, and causes most women to think
you are very cute (or vice versa).  As long as you are smiling, humans
will not attack you!  (Until you do something out-and-out wrong, like
stealing a baby or eating a cat.)  Note:  The Player must actually be
smiling for the Kobold to reap the benefits of this +Edge.

+Zilch - This Kobold has no additional positive qualities, whatsoever.
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HOUSE RULES!
(All  The  Rules  that  Don't  Fit  Anywhere  Else)

The "ALL HAIL" Rule
If anyone utters the name of King Torg (ALL HAIL KING TORG!), all play-
ers must shout, "All Hail King Torg!"  Failure to express the proper
respect for King Torg (ALL HAIL KING TORG!), results in a check on the
Kobold Horrible Death Record™. 

The "KOBOLD SOLILOQUY" Rule
If your Kobold dies, you may stand up at the table, put your right
hand over your heart, and recount the great deeds of your poor dead
Kobold.  Once finished, all the players at the table vote yeah or nay
on allowing you back.  If the vote ends up in your favour, roll up a
new Kobold and bring him into the game, keeping all of your current
Victory Points. Otherwise you're out of the game, why not go buy
some snacks while you wait?  The Mayor only votes to break ties.

Tharg is torn to shreds by a coop full of chickens.  Gus stands up at the table putting
his hand over his heart, "Mighty Tharg that did slay many chickens.  That did eat Farmer
John's baby.  That did steal rope from the Bazaar and did valiantly die in the chicken

coop behind the Screaming Unicorn.  We will miss you!"

The "BABY NEGLIGENCE" Rule
Take it from the pros: Babies are very fragile!  If you don't believe us,
try having a catch with one, and see how good it works after it hits
the ground a few times!  If a Kobold performs any action that will
jeopardize the life of the baby, the Mayor rolls a die.  On an odd roll,
the Mayor subjects the precious little thing to the horrors of the
Baby Negligence Horrible Death Chart.  What kind of things will cause a
baby to buy the farm?  Casting spells, putting a baby in a backpack,
failing a skill roll near a baby, using a baby as a ball, and anything
that your Mom would yell at you for doing with your little sister.

The "AND ME BOSS" Rule
If more than one Kobold is involved in an action that produces Victory
Points, the Kobold that instigated the action decides how the VP are
divided among the participants.  He can choose to divide them in any
way, even if he decides that they should all be his, Mwahaha!

The "KOBOLDS ATE MY BABY!" Rule
If a Kobold is dumb enough (and they are) to eat a baby when a human
is present, the Mayor may yell "Kobolds Ate My Baby!" to alert the
community to this outrage.  This allows the Mayor to roll three times
on the Random Wandering Townsfolk chart and use these do-gooders
to charge over and investigate the ruckus!

The "KOBOLD DRINKING SONGS" Rule
If every living Kobold stands up and sings a Kobold Drinking Song
(NOTE: EVERYONE ALIVE MUST SING OR THIS DOESN'T WORK), they can
force the Mayor to re-roll any result.  What is a Kobold Drinking
Song you ask - just about any ditty with the words "Beer" and
"Kobold" in it! This only works ONCE per game.

33SAMPLE - NOT FINAL COPY - DO NOT DISTRIBUTE
All rights reserved.  Copyright 2005 - Dork Storm Press / 9th Level Games.

SAMPLE - NOT FINAL COPY - DO NOT DISTRIBUTE
All rights reserved.  Copyright 2005 - Dork Storm Press / 9th Level Games.




