Six Spells: Kobold Spells

By Derek Holland, with lllustration by Geoff Weber

obolds are the weakest of the humanoid races and the magic of their witch doctors is one of the reasons that

they manage to survive the onslaught of predators, adventurers and other humanoids. All but one of the

spells presented here are higher than second level, so it will generally take powerful witch doctors to cast

them. Lower-level shamans, however, might periodically have access to higher-level spells through scrolls or inher-

ited magical devices. Note that the following spells are formatted so as to be compatible with any games using the

sorts of basic fantasy role-playing game rules developed starting in the 1970s. They can be used as-is with games like

Goblinoid Games’ Labyrinth Lord and Mutant Future and can be easily modified and expanded for use with successor
systems like OGL or other games altogether.

Cause Clink

Level: 1 Duration:1turn ~ Range: 100’ /

This spell is targeted against someone in metal armor. If
the target fails a saving throw versus spells, his armor
will crash loudly every time he moves. Treat this as if it
were the noise caused by a shrieker (i.e., every round &
the character moves, there is a 50% chance of drawing a
wandering monster in 2d6 rounds).

Dig Hidden Pit

Level: 4 Duration: Permanent Range: 240’ =/

This spell causes the soil or stone in a 10’ x 10’ x 30’ area
to vanish. At the caster’s option, the surface will still be
covered with a thin crust, and anything weighing more
than 80 pounds will break through it. Once the cover is
broken, the pit will remain visible, unless someone cov-
ers it.

Fuse Armor
Level: 5 Duration: 1 round per level Range: 150’

Unlike Cause Clink, this spell works both on all forms of Summon 5 [ime. ’
armor as well as clothing. As the spell is aimed not at Level: 4 Duration: 6 turns  Range: 5

the person but rather his clothing or armor, the save ver- ) _ )
sus spells is at -6. If the save is failed, the target falls The kobold witch doctor using this spell summons enough

prone and can do nothing but talk for the duration of the =~ 8réen slime to fill a small jar. It consumes living things

spell. like real green slime but has one major advantage — all

the resulting slime will vanish after one hour. Kobold
Shatter Stone communities use this spell to clean up waste, as well as
Level: 3 Duration: instant ~ Range: 240’ to kill enemies.

Shatter stone causes one pound of rock to explode. Ev- Water Wall ) ’
eryone and everything within 10’ takes 1d6 points of dam- Level: 6 Duration: 1 year ~ Range: 30

age per caster level. A save versus breath attacks reduc-
es this damage by half. Water wall is so powerful that only the leader of a tribe’s

witch doctors can cast it. It stops water from entering an
area 50’ x 50’ x 2’ and is used to reroute underground
streams and rivers. Usually, it is used to help create hid-
den communities or to “starve out” enemy cities.
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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 (in-
cluding 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, di-
alogue, 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, enchant-
ments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abili-
ties 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 oth-
erwise 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 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 con-
veyed 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, in-
dependent 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 owner-
ship 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 in-
dicate 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
per-mission 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
becom-ing 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 en-
forceable.

15 COPYRIGHT NOTICE. Open Game License v 1.0 Copyright 2000, Wiz-
ards of the Coast, Inc. “Six Spells: Kobolds” copyright 2019, Skirmisher
Publishing LLC.
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