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Duskin Goblin
Small humanoid (goblinoid), neutral evil
Armor Class 15
Hit Points 6 (2d6)
Speed 30 ft.
STR	 DEX	 CON	 INT	 WIS	 CHA
8 (–1)	 14 (+2)	 10 (+0)	 10 (+0)	8 (–1)	 8 (–1)

Skills Stealth +6

Senses darkvision 60 ft., passive Perception 9

Languages Common, Goblin

Challenge 1/4 (50 XP)

Cannibalistic. A duskin goblin can spend a 
round feasting on the flesh of a recently killed 
corpse. If it does so, it regains 1d4 hit points.

Nimble Escape. The goblin can take the 
Disengage or Hide action as a bonus action 
on each of its turns.

Actions

Scimitar. Melee Weapon Attack: +4 to hit, 
reach 5 ft., one target. Hit: 5 (1d6 + 2) 
slashing damage.

Shortbow. Ranged Weapon Attack: +4 to hit, 
range 80/320 ft., one target. Hit: 5 (1d6 + 2) 
piercing damage.

Tactics. Duskin goblins favor their shortbows, 
using every opportunity to evade close combat. 
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If they have the opportunity to safely use their 
Cannibalistic ability they do so.

Morale. Duskin goblins flee if reduced to 2 
or fewer hit points.
For each encounter with 1 or more bandits, 
roll on the following table:

1d4	 Goblin Allies

1	 No change
2	 Replace one bandit with a goblin.
3	 Add one goblin to the encounter.
4	 Replace all the bandits with  
	 goblins.

Artist: Henry Fuseli 1781
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3 Make a Strength check. If you roll a 
natural 1 on your check then you take 1 
damage from straining against the heavy 
stone door.

 If you get 20 or more, go to 31.

Otherwise, you may try again, up to 3 times.

If you wish to give up, you may continue down the 
passage, go to 37.
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7 If you have Iron Falcon, turn to 8.
Otherwise, turn to 16.
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Poisonous Snake
Tiny beast, unaligned
Armor Class 13
Hit Points 2 (1d4)
Speed 30 ft.
STR	 DEX	 CON	 INT	 WIS	 CHA
2 (–4)	 16 (+3)	 11 (+0)	 1 (–5)	 10 (+0)	 3 (–4)

Senses blindsight 10 ft., passive Perception 10
Challenge 1/8 (25 XP)

Actions

Bite. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 1 piercing damage, and 
the target must make a DC 10 Constitution 
saving throw, taking 5 (2d4) poison damage 
on a failed save, or half as much damage on a 
successful one.
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Materials and documents of architecture and sculpture (1915)
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The dead cultist carries very little besides 
his scimitar and a golden pendant – the 
skull cobra symbol of Ashirai – worth 12 gp.

Turn to 45.

19 Make a Dexterity (Stealth) check as you 
crawl through the narrow gap. If you get a 
result of 10 or more, you are able to surprise 
anyone in the room beyond.
Go to 34.
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http://www.drivethrurpg.com/product/218812/Forest-of-Secrets?affiliate_id=273771
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http://www.drivethrurpg.com/product/211085/Gear-Heart?affiliate_id=273771&src=DeathQueen
http://www.drivethrurpg.com/product/210036/Welcome-to-Scarthey-DD-5e&affiliate_id=273771
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