. (L :_ { . ! N *
= A - h_-‘ I.
r" |' 4 . I

= . N ! e ¥
IR AN original' monsterfor ath Edition

|
R 13

nt. 7t ®

1 -. |




iy

Kobold Triggerer

KOBOLD TRIGGERER

An original monster for Sh Edition

Supplement for players and dungeon masters of the world’s
most famous RPG containing rules for a new creature.

Illustrations by Gary Dupuis |
Cover utilizes stock art

All the text from this ebook is released under OGL 1.0

written by Igor Moreno
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The folks here at Flying Ape Studios have always been fans of the world’s
most famous roleplaying game, especially its older iterations.

Fifth edition was a great surprise, since it had elements from past editions
and became once again a game that can be played without worrying too much
about rules and etc.

Much to our surprise the rules for this edition were released under the
Open Game License, and Dungeon Masters Guild was opened. We knew we
had to come up with some content for it... and here it is! Who doesn’t love ko-
bolds? This will be a regular series in which a new monster is presented each
time. In this first volume we proudly present the Kobold Triggerer.

See you next time!
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Kobold Triggerer

KoBOLD TRIGGERER

Occasionally packs of kobolds will run into
the hoardes of fallen dragonkind and come
to possess items of enormouse power. To a
kobold, that is. Kobold triggerers are a band
of these creatures who happen to possess
advanced weapons called dragon pistols,
able to shoot fiery pellets at their enemies,

much like a hand crossbow would, only with

the adition of the fire thing.

Well-equiped. Kobold triggerers often
overpower other kobold packs and receive
their best equipment as tribute. Most wear
armor, making them much harder to hit
than their non-gun-wielding counterpart.
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KoBOLD TRIGGERER
Small humanoid (kobold), lawful evil
I
Armor Class 18 (chain shirt, shield)
Hit Points 5 (2d6-2)
Speed 30 ft.
I
STR DEX CON INT WIS CHA
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Senses darkvision 60ft., passive Perception 10
Languages Common, Draconic
Challenge 1/2 (100 XP)

—

Sunlight Sensitivity. While in sunlight, the kobold triggerer has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Shootout. The kobold has advantage on an attack roll against
a creature if at least one of the kobold’s allies has already fired
their dragon pistol at the same target during that round.

ACTIONS

Shield Bash. Melee weapon: +4 to hit, reach sft., one target.
Hit: 2 bludgeoning damage.

Dragon Pistol. Ranged weapon: +5 to hit, range 30/120ft.., one
target. Hit: 7 (1d8+2) fire damage. On a critical hit the
target is engulfed by flames, suffering an additional
4 (1d6) fire damage at the start of each of its turns i
until the flames are extinguished. The regular extra
damage dice triggered by the critical hit are applied
normally to the damage roll.
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Fire chaos. Triggerers forgo the use of
any melee weapon in favor of their dragon
pistols. They fire them consistently during
combat, focusing their fire on the biggest
targets - presumably the easiest to hit.

DRAGON PI1STOLS

Unknown origin. These items are of ex-
quisite design and function, however no one
knows where they came from. The hypothe-
sis that they are a kind of godly gift to kobol-
dkind is generally dismissed, and the most
common line of though is that the triggerers
in fact work for some powerful spellcaster,
pursuing some hidden agenda.

Magic items. Dragon pistols are conside-
red +1 magic hand crossbows that cause
1d8 fire damage.
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast,
Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards"). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/
or trademark owners who have contributed Open Game
Content; (b)"Derivative Material” means copyrighted
material including derivative works and translations
(including into other computer languages), potation,
modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form
in which an existing work may be recast, transformed or
adapted; (c) "Distribute” means to reproduce, license,
rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)"Open Game Content” means the
.game mechanic and includes the methods, procedures,
processes and routines to the extent such content does
not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly
identified as Open Game Content by the Contributor,
and means any work covered by this License, including
translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) “Product
Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other
visual or audio representations; names and descriptions
of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open
Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor
(g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) “You" or
“Your” means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of
this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to
or subtracted from this License except as described by
the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this
License.
3.0ffer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing
‘to use this License, the Contributors grantYou a perpetual,
worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game
Content.
5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content,
You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the
rights conveyed by this License.
6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any Open
Game ContentYou are copying, modifying or distributing,

and You must add the title, the copyright date,@w,
copyright holder’s name to the iOPYRIGHT N " LECTUALDO z

o,

any original Open Game Content you Distribute.

7.Use of Product Identity:You agree not to Use any Product
Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent
Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility
or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in
another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you
are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed
under any version of this License.

10 Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any
Contributor unless You have written permission from the
Contributor to do so.

12 Inability to Comply: If it is impossible forYou to comply
with any of the terms of this License with respect to some
or all of the Open Game Content due to statute, judicial
order, or governmental regulation then You may not Use
any Open Game Material so affected.

13 Termination: This License will terminate automatically
if You fail to comply with all terms herein and fail to cure
such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this
License.

14 Reformation: If any provision of this License is held to
be unenforceable, such provision shall be reformed only
to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE Open Game License v 1.0 Copy-
right 2000, Wizards of the Coast, Inc. System Reference
Document, Copyright 2000-2003, Wizards of the Coast,
Inc.; Autores: Jonathan Tweet, Monte Cook, Skip Williams,
Rich Baker, Andy Collins, David Noonan, Rich Redman,
Bruce R. Cordell, John D. Rateliff, Thomas Reid, James
Wyatt, baseado em material original de E. Gary Gygax e
Dave Arneson.

System Reference Document 5.0 Copyright 2016, Wiz-
ards of the Coast, Inc; Authors Mike Mearls, Jeremy
Crawford, Chris Perkins, Rodney Thompson, Peter Lee,
James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris
Sims, and Steve Townshend, based on original material
by E. Gary Gygax and Dave Arneson.

END OF LICENSE

EM RESPEITO AO ITEM 8 DA OPEN GAME LICEN-
SE v1.0a, INDICAMOS COMO CONTEUDO ABERTO,
TODO ESTE MATERIAL COM EXCECAO DE NOMES
LUGARES, PERSONAGENS, ARTES, ILUSTRACOES,
ESQUEMAS, DIAGRAMACOES E QUALQUER OUTRO
MATERIAL QUE CONFIGURE PROPRIEDADE INT




