




















Red Killer Kobold
Tiny humanoid, chaotic evil

Armor Class 12 
Hit Points 5 (2d6 -2)
Speed 30ft.

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 6 (-2) 8 (-1) 7 (-2) 8 (-1)

Senses darkvision 60 ft. passive perception 8
Languages draconic

Pack Tactics. The kobold has advantage on an 
attack roll against a creature if at least one 
of the kobold’s allies is within 5 feet of the 
creature and the ally isn’t incapacitated.

Gooey kablooie. If a Red Killer Kobold is 
reduced to 0 hit points, it explodes in a gooey 
mess, scattering kobold entrails over every 
creature within 5 feet of it. Any creature within 5 
feet of the kobold when it explodes must make 
a Dexterity saving throw (DC9) or take 2 (1d4) fire 
damage, half on save.

Red Killer Kobolds are wild 
and dangerous, preferring to 
turn people to soup first and 
ask questions later. They have a 
worrying affinity for explosives, 
which is capped by their gory, high 
velocity death sequences.  

red killer kobolds can rarely be 
convinced to take on missions any 
kontraption that does not explode, 
detonate or otherwise fulminate in 
some spectacular fashion. 

Perhaps the greatest tragedy of 
a red killer kobold’s existence is 
that they will never witness their 
own explosive death discharge, 
something other kobolds appreciate 
warily from a distance whilst not 
inviting them to parties. 



Blue Killer Kobolds, or Bluebolds, 
are the tinkerers and mechanics of 
an invasion force. They can often be 
found stealing technology from 
houses, bullying Brobolds or poking 
humans with spoons to see how they 
react. 

If threatened, they scream, throw 
highly dangerous electrical devices, 
or explode, depending on subtle 
variations in the weather, their bowel 
health and a host of other highly 
unpredictable variables. 

If under pressure, Bluebolds 
sometimes attempt to macgyver 
kontraptionz on the fly, with mixed 
results. “Mixed”, in this context, 
refers to the state of their bodily 
organs when the dust clears. 

Blue Killer Kobold
Tiny humanoid, chaotic evil

Armor Class 12 
Hit Points 13 (3d6 +3)
Speed 30ft.

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 12 (+1) 12 (+1) 8 (-2) 8 (-1)

Senses darkvision 60 ft. passive perception 8
Languages draconic

Pack Tactics. The kobold has advantage on an 
attack roll against a creature if at least one 
of the kobold’s allies is within 5 feet of the 
creature and the ally isn’t incapacitated.

Stand Back, I Must Science (1/scenario). The 
kobold attempts to manifest a kontraption of 
their choice. There is a 50% chance they obtain 
the kontraption. There is a 30% chance they get 
a kontraption of the DM’s choice. There is a 20% 
chance the kobold explodes as per a fireball 
spell centred on their location. 



Green Killer Kobold
Tiny humanoid, chaotic evil

Armor Class 12 
Hit Points 13 (3d6 +3)
Speed 35ft.

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 12 (+1) 8 (-1) 7 (-2) 8 (-1)

Senses darkvision 60 ft. passive perception 8
Languages draconic

Pack Tactics. The kobold has advantage on an 
attack roll against a creature if at least one 
of the kobold’s allies is within 5 feet of the 
creature and the ally isn’t incapacitated.

Invisible. The kobold is invisible. It may choose to 
use this power to defecate on anything that isn’t 
nailed down, or it may not. 

Green killer kobolds, or 
greenbolds, are the stealthy elites 
of a killer kobold invasion force. 
If one ignores the clumsy sounds, 
the constant heavy breathing and the 
ever-present stench of failure they 
might even be good at it. 

In tense situations, they often use 
their innate invisibility to hide in 
buckets, toilets, drains and other 
rather unattrative locations.

green killer kobolds favour 
kontraptionz that make use of their 
superior stealth abilities, but often 
find themselves inadvertently in the 
blast zone of friendly devices. more  
green kobolds die to friendly fire 
than any other cause. 



Brown Killer Kobold
Tiny humanoid, chaotic evil

Armor Class 12 
Hit Points 13 (3d6 +3)
Speed 30ft.

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 12 (+1) 8 (-1) 7 (-2) 8 (-1)

Senses darkvision 60 ft. passive perception 8
Languages draconic

Pack Tactics. The kobold has advantage on an 
attack roll against a creature if at least one 
of the kobold’s allies is within 5 feet of the 
creature and the ally isn’t incapacitated.

Regenerate. A brown killer kobold regains 1 hit 
point at the start of its turn. If it takes fire or 
acid damage, this trait does not function until the 
end of its next turn.  

Brown Killer Kobolds, or Brobolds, 
are the biomass collectors and 
curators of any Killer Kobold 
invasion force. They work inside 
a Killer Kobold vessel to refuel 
the ship with biomass harvested 
from living organisms, and also 
manage the incubation of more 
Killer Kobolds in vats on board the 
ship. This ability extends to cloning 
kobolds, which is how the colony 
“survives” their various expeditions. 

unique to brown killer kobolds is 
their ability to regenerate their 
own flesh. Whilst it would be very 
difficult to act in greater disregard 
for their wellbeing than their peers 
to any meaningful degree, brobolds 
are the most likely to emerge from 
these scenarios in one piece. 



Grey Killer Kobold
medium humanoid, chaotic evil

Armor Class 16 (natural armor) 
Hit Points 10 (1d6 +3)
Speed 20ft.

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 16 (+3) 8 (-1) 7 (-2) 8 (-1)

Senses darkvision 60 ft. passive perception 8
Languages draconic

Pack Tactics. The kobold has advantage on an 
attack roll against a creature if at least one 
of the kobold’s allies is within 5 feet of the 
creature and the ally isn’t incapacitated.

bulk smash. The kobold deals double damage to 
objects and structures.  

Grey Killer Kobolds are sturdier 
and stronger than their more 
colourful counterparts. They often 
find themselves in positions of 
authority, despite their utter lack 
of interest and talent for the role, 
because they’re slower than other 
Kobolds and take longer to get to 
the action. 

grey kobolds are distinctive due 
to their innate understanding of 
how to break things (the mark of a 
great kobold leader). in the rare 
circumstance they should look up 
from counting their toes to venture 
an opinion, it invariably involves 
smashing something. All grey 
kobolds are identical, due to a quirk 
of the cloning process.
















