GOBLIN | JNIQUE (IRONTOOTH)

LEVEL 3 ELITE BRUTE {LEADER) sl S 2 LEVEL 1 SKIRMISHER

ATURAL HUMANO

INIT +2 SPD 6 INIT +0 SPD 6 INIT +5 SPD 6

Senses Perception +4; low-light vision
ATTACKS: (1) Battleaxe +8 vs AC; 1d8+4

| Dual Axe When lrontooth doesn't move on his turn;
Make two battleaxe attacks.

Goblin Tactics (immediate reaction) when missed by melee
attack a goblin can shift 1 square.

Blood Crazed While bloodied, gain +1d10 damage and lose the ability
to use goblin tactics. Must attack nearest foe, charging when possible.
At the end of his turn, he heals 5 hp.

LIMITED POWERS: Action Point 1

_ SKILLS: Stealth +9, Thievery +8

EQUIPMENT: chain shirt, battleaxe
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Senses Perception +0
ATTACKS: () Club +6 vs AC; 4

Minion never damaged by a missed attack.
1} Mob Rule gains a +2 power bonus o all defenses
1\ while at least two other human rabble are within 5 squares of
e it
EQUIPMENT: club

Senses Perception +0; darkvision
ATTACKS: (T) Spear +6 vs AC; 1d8

Mob Attack +1 to attack rolls per kobold ally adjacent
to target.

1} Combat Advantage +1d6 damage vs target it has combat
| advantage against.

1} Shifty (minor) Shift 1 square.

Trap Sense +2 to all defenses against traps.

SKILLS: Acrobatics +7, Stealth +9, Thievery +9
EQUIPMENT: hide armor, spear

e
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AL Evil

LSHOME SHUEN L 2 LURKER LEVEL 1 ARTILLE No_wo_.o MINION

LEVEL 1 M
. FEY. HUMANOID e ] \TURAL H

INIT +8 SPD 5 INIT +4

SPD 6 INIT +3 SPD 6

Senses Perception +2; low-light vision

ATTACKS: (1) War Pick +7 vs AC; 1d8+3; critical 1d8+11

¥ Hand Crossbow +7 vs AC; Rg 10; 1d6+3.

Combat Advantage +1d6 damage vs target it has combat
advantage against.

Shadow Skulk Missing a attack from hiding, remains hidden.
Reactive Stealth If 2 gnome has cover or concealment when it makes an inttiative
check at the start of an encounter, it can make a Stealth check to escape notice.
LIMITED POWERS:

Fade Away (immediate reaction) After taking damage, a gnome can turn invisible
until it attacks or until the end of its next turn.

SKILLS: Arcana +10, Stealth +11, Thievery +9

EQUIPMENT: leather armor, war pick, hand crossbow with 20 bolts

Senses Perception +5
Resist +5 saves against fear effects

ATTACKS: (1) Dagger +4 vs AC; 1dd+4

31 Sling Ryg 10; +6 vs AC; 1d6+4

% Stone Rain Make 3 sling attacks, each with a -2 penalty fo the
M attack roli; Recharge 5.6

1} Combat Advantage +1d6 ranged damage vs target it has combat advantage

18 against,

Sniper Missing a ranged attack from hiding, remains hidden,

Nimble Reaction +2 racial bonus to AC against opportunity attacks,

LIMITED POWERS:

Second Chance (immediate internupt) When the halfling would be hit by an attack the
Halfling Slinger may force the attacker to reroli the attack and take the new result,
SKILLS: Acrobatics +8, Stealth +, Thievery +11

EQUIPMENT: leather armor, dagger, sling with 20 bullets

Senses Perception +1; darkvision

ATTACKS: (1)(%) Javelin +5 vs AC; 4; Rg 10
Minion never damaged by a missed attack.
Shifty (minor) Shift 1 square.

| Trap Sense +2 fo all defenses against traps.

| SKILLS: Stealth +4, Thievery +4

1} EQUIPMENT: hide armor, light shield, 3 javelins
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EARTH TITAN

HUGE ELEMENTAL HUMANCID

o:>ma Ux»xm

EL 16 ELITE BRUTE
RTH, GIANT) i

INIT +7 SPD 6 INIT +3

SPD 6 INIT +4 SPD 5

Senses Perception +9
Immune petrification Resist save +2
ATTACKS: (1) Slam Reach 3; +20 vs AC; 2d10+6
1\ | Double Attack Make two slam attacks
& Hurl Rock Rg 20; +18 vs Ref; 2d8+6, and target is dazed
(save ends)
LIMITED POWERS: Action Point 1
-m.. Earth Shock Close burst 2; +18 vs Fortitude; 2d10+86, and target

is stunned until end of earth titan’s turn. Miss: Half damage, and target
not stunned.

SKILLS: Athletics +19

Senses Perception +7
Immune fear (while within 2 squares of an ally)

ATTACKS: (1) Bite +6 vs AC; 1d10+3, or 1d10+9
1\ while within 2 squares of an ally.

Senses Perception +2; darkvision
Resist 5 (damage type matching dragon served)
ATTACKS: (T) Short Sword +7 vs AC; 1d6+3, and target
A is marked until end of Kobold Dragonshield's next turn.
Mob Attack +1 to attack rolls per kobold ally adjacent to target
11 Dragon Shield Tactics (immediate reaction) When adjacent

1 enemy shifts away or an enemy moves adjacent, the Kobold Dragonshield
shifts 1 square.
Shifty (minor} Shift 1 square.

Trap Sense +2 to all defenses against traps.

SKILLS: Acrobatics +5, Steaith +7, Thievery +7

EQUIPMENT: scale armor, heavy shield, short sword

e S
e

HP/Bloodied

384/192
AL chaofic evil
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