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Goblin Warrior (Tiny) 
Known variously as gremlins, mytes, bane-midges, snotlings and a range of other terms, 
these tiny goblinoid variants normally end up as food, slaves or living footballs by other 
goblinoid creatures. Occasionally they form independent tribes where they are as cruel and 
destructive as their larger kin. Because of their Tiny size (about 10 inches tall) they prefer 
ambush, traps and hit-and-run tactics. They sometimes use dire rats as mounts. Their arrows 
are more than likely tipped with poison. These are goblins with levels of the warrior NPC 
class, an archer build, reduced to size Tiny. 
 
Tiny Goblin Archer War1: CR 1/3; Tiny Humanoid 
(Goblinoid); AL NE 
Abilities Str 7 (-2), Dex 15 (+2), Con 12 (+1), Int 10 
(+0), Wis 9 (-1), Cha 6 (-2) 
HD 1d8+1; hp 5 
Init +2; Spd 20 ft.; AC 17 (+2 size, +2 Dex, +2 
leather armour, +1 light shield) touch 14, flat-footed 
15 
BAB/Grp +1/-9; Melee Morningstar +1 (1d4-2); 
Ranged Shortbow +4 (1d3); Point Blank Shot 
Shortbow +5 (1d3+1) within 30 ft. 
SA - ; SQ Darkvision 60 ft. 
SV Fort +3, Ref +2, Will -1  
Skills (armour -1): Hide +9, Listen +1, Move Silently 
+5, Ride +6 Spot +1 
Feats: Point Blank Shot 
Languages: Goblin. 
Possessions: Morningstar, shortbow, 30 arrows, 
leather armour, light shield,  
 
Tiny Goblin Archer Sergeant War3: CR 1; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 7 (-2), Dex 15 (+2), Con 12 (+1), Int 10 
(+0), Wis 9 (-1), Cha 6 (-2) 
HD 3d8+3; hp 16 
Init +2; Spd 20 ft.; AC 17 (+2 size, +2 Dex, +2 
leather armour, +1 light shield) touch 14, flat-footed 
15 
BAB/Grp +3/-7; Melee Morningstar +3 (1d4-2); 
Ranged Shortbow +7 (1d3); Point Blank Shot 
Shortbow +8 (1d3+1) within 30 ft. 
SA - ; SQ Darkvision 60 ft. 
SV Fort +4, Ref +3, Will +0  
Skills (armour -1): Hide +9, Listen +1, Move Silently 
+5, Ride +6, Spot +3 
Feats: Point Blank Shot, Far Shot 
Languages: Goblin. 
Possessions: Morningstar, shortbow, 30 arrows, 
leather armour, light shield,  
 
Tiny Goblin Archer Lieutenant War4: CR 2; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 7 (-2), Dex 16 (+3), Con 12 (+1), Int 10 
(+0), Wis 9 (-1), Cha 6 (-2) 
HD 4d8+4; hp 22 
Init +3; Spd 20 ft.; AC 18 (+2 size, +3 Dex, +2 
leather armour, +1 light shield) touch 15, flat-footed 
15  
BAB/Grp +4/-6; Melee Morningstar +4 (1d4-2); 
Ranged Shortbow +9 (1d3). Point Blank Shot 
Shortbow +10 (1d3+1) within 30 ft. 
SA - ; SQ Darkvision 60 ft. 
SV Fort +5, Ref +4, Will +0  
Skills (armour -1): Hide +10, Listen +1, Move 
Silently +6, Ride +7, Spot +3 
Feats: Point Blank Shot, Far Shot 
Languages: Goblin. 
Possessions: Morningstar, shortbow, 30 arrows, 
leather armour, light shield,  
 
 
 
 
 

Tiny Goblin Archer Lieutenant War5: CR 3; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 7 (-2), Dex 16 (+3), Con 12 (+1), Int 10 
(+0), Wis 9 (-1), Cha 6 (-2) 
HD 5d8+5; hp 27 
Init +3; Spd 20 ft.; AC 18 (+2 size, +3 Dex, +2 
leather armour, +1 light shield) touch 15, flat-footed 
15  
BAB/Grp +5/-5; Melee Morningstar +5 (1d4-2); 
Ranged Shortbow +10 (1d3); Point Blank Shot 
Shortbow +11 (1d3+1) within 30  
SA - ; SQ Darkvision 60 ft. 
SV Fort +5, Ref +4, Will +0  
Skills (armour -1): Hide +10, Listen +1, Move 
Silently +6, Ride +7, Spot +4 
Feats: Point Blank Shot, Far Shot 
Languages: Goblin. 
Possessions: Morningstar, shortbow, 30 arrows, 
leather armour, light shield,  
 
Tiny Goblin Archer Leader War6: CR 4; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 7 (-2), Dex 16 (+3), Con 12 (+1), Int 10 
(+0), Wis 9 (-1), Cha 6 (-2) 
HD 6d8+6; hp 33 
Init +3; Spd 20 ft.; AC 18 (+2 size, +3 Dex, +2 
leather armour, +1 light shield) touch 15, flat-footed 
15 
BAB/Grp +6/-4; Melee Morningstar +6/+1 (1d4-2); 
Ranged Shortbow +11/+6 (1d3); Full Atk Rapid Shot 
Shortbow +9/+9/+4 (1d3); Point Blank Shot 
Shortbow +12/+7 or rapid shot shortbow +10/+10/+5 
(1d3+1) within 30 ft. 
SA - ; SQ Darkvision 60 ft. 
SV Fort +6, Ref +5, Will +1  
Skills (armour -1): Hide +10, Listen +1, Move 
Silently +6, Ride +7, Spot +5 
Feats: Point Blank Shot, Far Shot, Rapid Shot 
Languages: Goblin. 
Possessions: Morningstar, shortbow, 30 arrows, 
leather armour, light shield,  
 
Tiny Goblin Archer Leader War7: CR 5; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 7 (-2), Dex 16 (+3), Con 12 (+1), Int 10 
(+0), Wis 9 (-1), Cha 6 (-2) 
HD 7d8+7; hp 38 
Init +3; Spd 20 ft.; AC 18 (+2 size, +3 Dex, +2 
leather armour, +1 light shield) touch 15, flat-footed 
15 
BAB/Grp +7/-3; Melee Morningstar +7/+2 (1d4-2); 
Ranged Shortbow +12/+7 (1d3); Full Atk Rapid Shot 
Shortbow +10/+10/+5 (1d3); Point Blank Shot 
Shortbow +13/+8 or rapid shot shortbow +11/+11/+6 
(1d3+1) within 30 ft. 
SA - ; SQ Darkvision 60 ft. 
SV Fort +6, Ref +5, Will +1  
Skills (armour -1): Hide +10, Listen +1, Move 
Silently +6, Ride +7, Spot +6 
Feats: Point Blank Shot, Far Shot, Rapid Shot 
Languages: Goblin. 
Possessions: Morningstar, shortbow, 30 arrows, 
leather armour, light shield,  
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Tiny Goblin Archer Leader War8: CR 6; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 8 (-1), Dex 16 (+3), Con 12 (+1), Int 10 
(+0), Wis 10 (+0), Cha 6 (-2) 
HD 8d8+8; hp 44 
Init +3; Spd 20 ft.; AC 18 (+2 size, +3 Dex, +2 
leather armour, +1 light shield) touch 15, flat-footed 
15 
BAB/Grp +8/-1; Melee Morningstar +9 (1d4-1); 
Ranged Shortbow +13/+8 (1d3); Full Atk Rapid Shot 
Shortbow +11/+11/+6 (1d3); Point Blank Shot 
Shortbow +14/+9 or rapid shot shortbow +12/+12/+7 
(1d3+1) within 30 ft. 
SA - ; SQ Darkvision 60 ft. 
SV Fort +7, Ref +5, Will +2  
Skills (armour -1): Hide +10, Listen +1, Move 
Silently +6, Ride +7, Spot +7 
Feats: Point Blank Shot, Far Shot, Rapid Shot 
Languages: Goblin. 
Possessions: Morningstar, shortbow, 30 arrows, 
leather armour, light shield, 
 
Dire Rat (1HD): CR 1/3; Small Animal; AL N 
Abilities Str 10 (+0), Dex 17 (+3), Con 12 (+1), Int 1 
(-5), Wis 12 (+1), Cha 4 (-3) 
HD 1d8+1; hp 5 
Init +3; Spd 40 ft., climb 20 ft.; AC 15 (+1 size, +3 
Dex, +1 natural) touch 14, flat-footed 12 
BAB/Grp +0/-4; Melee Bite +4 (1d4) plus disease 
SA Disease; SQ Low-light vision, scent 
SV Fort +3, Ref +5, Will +3 
Skills: Climb +11, Hide +8, Listen +4, Move Silently 
+4, Spot +4, Swim +11 
Feats: Alertness, Weapon Finesse* 
Languages: None 
Possessions: None 
Disease (Ex): Filth fever – bite, Fortitude DC 11, 
incubation period 1d3 days, damage 1d3 Dex and 
1d3 Con. 
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Goblin Adept (Tiny) 
These are goblins with levels in the adept NPC class, reduced to Tiny size. Amongst tribes of 
gremlins they act as leaders or spiritual advisors. It would be rare for one of these pathetic 
creatures to gain power amongst the larger goblinoids although they might make a surprising 
boss encounter. Their medicine bag is a bundle of twigs, bones, feathers and other items that 
serves as a divine focus for their spells. 
 
Tiny Goblin Adept Apprentice Adp1: CR 1/3; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 4 (-3), Dex 12 (+1), Con 9 (-1), Int 11 
(+0), Wis 13 (+1), Cha 10 (+0). 
HD 1d6-1+3; hp 5 
Init +1; Spd 20 ft.; AC 13 (+2 size, +1 Dex) touch 13, 
flat-footed 12  
BAB/Grp +0/-11; Melee Morningstar -1 (1d4-3); 
Ranged Javelin +2 (1d3-3) 
SA - ; SQ Darkvision 60 ft. 
SV Fort -1, Ref +1, Will +3  
Skills: Concentration +3, Hide +9, Move Silently +5, 
Ride +5, Spellcraft +4 
Feats: Toughness 
Languages: Goblin. 
Possessions: Morningstar, javelin, medicine bag,  
Spells per day: 3/2 
Spells prepared: 0th level (Save DC 11) – Cure 
minor wounds, ghost sounds, guidance. 1st level 
(Save DC 12) – Cure light wounds, obscuring mist.  
 
Tiny Goblin Adept Acoylte Adp3: CR 1; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 4 (-3), Dex 12 (+1), Con 9 (-1), Int 11 
(+0), Wis 13 (+1), Cha 10 (+0). 
HD 3d6-3+3; hp 10 
Init +1; Spd 20 ft.; AC 13 (+2 size, +1 Dex) touch 13, 
flat-footed 12 
BAB/Grp +1/-10; Melee Morningstar +0 (1d4-3); 
Ranged Javelin +4 (1d3-3) 
SA - ; SQ Darkvision 60 ft. 
SV Fort +0, Ref +2, Will +4  
Skills: Concentration +3, Heal +5, Hide +9, Move 
Silently +5, Ride +5, Spellcraft +4 
Feats: Brew Potion, Toughness 
Languages: Goblin. 
Possessions: Morningstar, javelin, medicine bag,  
Spells per day: 3/3 
Spells prepared: 0th level (Save DC 11) – Cure 
minor wounds, ghost sounds, guidance. 1st level 
(Save DC 12) – Bless, cure light wounds, obscuring 
mist.  
 
Tiny Goblin Adept Adp4: CR 2; Tiny Humanoid 
(Goblinoid); AL NE 
Abilities Str 4 (-3), Dex 12 (+1), Con 9 (-1), Int 11 
(+0), Wis 14 (+2), Cha 10 (+0). 
HD 4d6-4+3; hp 13 
Init +1; Spd 20 ft.; AC 13 (+2 size, +1 Dex) touch 13, 
flat-footed 12 
BAB/Grp +2/-9; Melee Morningstar +1 (1d4-3); 
Ranged Javelin +5 (1d3-3) 
SA - ; SQ Darkvision 60 ft. 
SV Fort +0, Ref +2, Will +6  
Skills: Concentration +5, Heal +6, Hide +9, Move 
Silently +5, Ride +5, Spellcraft +4 
Feats: Brew Potion, Toughness 
Languages: Goblin. 
Possessions: Morningstar, javelin, medicine bag,  
Spells per day: 3/3/1 
Spells prepared: 0th level (Save DC 12) – Cure 
minor wounds, ghost sounds, guidance. 1st level 
(Save DC 13) – Bless, cure light wounds, obscuring 
mist. 2nd level (Save DC 14) – Darkness. 
 

Tiny Goblin Adept Adp5: CR 3; Tiny Humanoid 
(Goblinoid); AL NE 
Abilities Str 4 (-3), Dex 12 (+1), Con 9 (-1), Int 11 
(+0), Wis 14 (+2), Cha 10 (+0). 
HD 5d6-5+3; hp 15 
Init +1; Spd 20 ft.; AC 13 (+2 size, +1 Dex) touch 13, 
flat-footed 12 
BAB/Grp +2/-9; Melee Morningstar +1 (1d4-3); 
Ranged Javelin +5 (1d3-3) 
SA - ; SQ Darkvision 60 ft. 
SV Fort +0, Ref +2, Will +6  
Skills: Concentration +6, Heal +6, Hide +9, Move 
Silently +5, Ride +5, Spellcraft +5 
Feats: Brew Potion, Toughness 
Languages: Goblin. 
Possessions: Morningstar, javelin, medicine bag,  
Spells per day: 3/3/2 
Spells prepared: 0th level (Save DC 12) – Cure 
minor wounds, ghost sounds, guidance. 1st level 
(Save DC 13) – Bless, cure light wounds, obscuring 
mist. 2nd level (Save DC 14) – Darkness, invisibility. 
 
Tiny Goblin Adept Master Adp6: CR 4; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 4 (-3), Dex 12 (+1), Con 9 (-1), Int 11 
(+0), Wis 14 (+2), Cha 10 (+0). 
HD 6d6-6+3; hp 18 
Init +5; Spd 20 ft.; AC 13 (+2 size, +1 Dex) touch 13, 
flat-footed 12 
BAB/Grp +3/-8; Melee Morningstar +2 (1d4-3); 
Ranged Javelin +6 (1d3-3) 
SA - ; SQ Darkvision 60 ft. 
SV Fort +1, Ref +1, Will +7  
Skills: Concentration +7, Heal +7, Hide +9, Move 
Silently +5, Ride +5, Spellcraft +5 
Feats: Brew Potion, Improved Initiative, Toughness 
Languages: Goblin. 
Possessions: Morningstar, javelin, medicine bag,  
Spells per day: 3/3/2 
Spells prepared: 0th level (Save DC 12) – Cure 
minor wounds, ghost sounds, guidance. 1st level 
(Save DC 13) – Bless, cure light wounds, obscuring 
mist. 2nd level (Save DC 14) – Darkness, invisibility. 
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Tiny Goblin Adept Master Adp7: CR 5; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 4 (-3), Dex 12 (+1), Con 9 (-1), Int 11 
(+0), Wis 14 (+2), Cha 10 (+0). 
HD 7d6-7+3; hp 20 
Init +5; Spd 20 ft.; AC 13 (+2 size, +1 Dex) touch 13, 
flat-footed 12 
BAB/Grp +3/-8; Melee Morningstar +2 (1d4-3); 
Ranged Javelin +6 (1d3-3) 
SA - ; SQ Darkvision 60 ft. 
SV Fort +1, Ref +3, Will +7  
Skills: Concentration +8, Heal +7, Hide +9, Move 
Silently +5, Ride +5, Spellcraft +6 
Feats: Brew Potion, Improved Initiative, Toughness 
Languages: Goblin. 
Possessions: Morningstar, javelin, medicine bag,  
Spells per day: 3/3/3 
Spells prepared: 0th level (Save DC 12) – Cure 
minor wounds, ghost sounds, guidance. 1st level 
(Save DC 13) – Bless, cure light wounds, obscuring 
mist. 2nd level (Save DC 14) – Darkness, invisibility, 
mirror image. 
 
Tiny Goblin Adept Master Adp8: CR 4; Tiny 
Humanoid (Goblinoid); AL NE 
Abilities Str 4 (-3), Dex 12 (+1), Con 9 (-1), Int 11 
(+0), Wis 15 (+2), Cha 10 (+0). 
HD 8d6-8+3; hp 23 
Init +5; Spd 20 ft.; AC 13 (+2 size, +1 Dex) touch 13, 
flat-footed 12 
BAB/Grp +4/-7; Melee Morningstar +3 (1d4-3); 
Ranged Javelin +7 (1d3-3) 
SA - ; SQ Darkvision 60 ft. 
SV Fort +1, Ref +3, Will +8  
Skills: Concentration +8, Heal +8, Hide +9, Move 
Silently +5, Ride +5, Spellcraft +7 
Feats: Brew Potion, Improved Initiative, Toughness 
Languages: Goblin. 
Possessions: Morningstar, javelin, medicine bag,  
Spells per day: 3/3/3 
Spells prepared: 0th level (Save DC 12) – Cure 
minor wounds, ghost sounds, guidance. 1st level 
(Save DC 13) – Bless, cure light wounds, obscuring 
mist. 2nd level (Save DC 14) – Darkness, invisibility, 
mirror image. 
 
 
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.Offer 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 grant You 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 Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder's name to 
the COPYRIGHT NOTICE of 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 for You 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 
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