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Kobalds are a short, furry people with canine like
heads and metallic teeth. They are most famous (and
reviled) for their ability to eat iron, gold, silver and
other precious metals and excrete cobalt (hence the
name).

The average Kobald stands slightly shorter than the
average human. Fur colors and patterns are as varied
among kobalds as they are among dogs. Ear and face
are also similar to dogs but short noses are rare
outside the north and west.

Males tend to be slightly larger than females but
there is little sexual dimorphism and, unless pregnant
or nursing, even other kobalds have trouble telling
sexes apart.

Their sense of smell, while not as good as a dog's is
far superior to a human'’s, making them difficult to
sneak up on.

Kobalds tend to live slightly less long than humans

Relative newcomers from the north, kobalds live in a
confederation of interconnected subterranean
villages centered around either mining or the trading
of mined goods. Most visitors and business partners
describe them as pleasant and congenial though this
can change to vicious rage in an instant. The reason
for this is that they love trade but hate being taken
advantage of to the point of being a bit paranoid.
They have built a mercantile empire in a short amount
of time but there is always a fear of collapse.

To an outside observer kobald societies seem to only
be connected by trade agreements; ask any kobald,
however, and they will claim allegiance to a queen
named Suzu.

Queen Suzu is the unquestioned sovereign, defender
and champion of every kobald in the world. Queen
Suzu decides the foreign and domestic policy of every
Kobald settlement. There is no evidence that queen
Suzu exists. If you were to ask a kobald where Queen
Suzu'’s capital is, how she collects taxes or delivers
orders the kobald will likely respond with a shrug and
an eye roll. “The queen works in mysterious ways” is a
common kobald saying.

Kobalds can use all types of armor, but it must be
tailored to their small size. Similarly, they can use any
weapon appropriate to their stature (as determined
by the referee). They cannot use longbows or two-
handed swords.

A kobald also has a 1d4 bite attack.

Kobalds have infravision to 60’ (see Darkness under

Hazards and Challenges).

Once a day, when a kobald eats at least 10 gp worth
of iron, silver gold or another precious metal the
kobald will heal 1d6 hp. This counts as suficient food
to survive the day.

If a creature or precious metal is within a half mile of
a Kobald, there is a 3 in 6 chance the kobald can smell
it. If downwind, the kobald automatically detects it
from a mile.

A kobald with an intelligence of 13 can use magic
user scrolls.

When in a dungeon or underground, a kobald a
kobald has a 3 in 6 chance of hiding.

Anytime a kobald finds an unclaimed vein of valuable
metal, can afford it, and swears fealty to Queen Suzu,
they may build a mine and declare themselves
cheiftan. This will attract kobald miners and
merchants from far and wide. As long as a kobald
chieftain is perceived as faithful to the queen, they
can count on nearby kobald communities for support.
A kobald chieftain may only hire kobald mercenaries.
Specialists and retainers of any race may be hired.



https://oldschoolessentials.necroticgnome.com/srd/index.php/Hazards_and_Challenges#Darkness

Level XP HD
0 1d4
2,200 2d4
4,400 3d4
8,800 4d4
17,000 5d4
35,000 6d4
70,000 7d4
140,000 8d4
270,000 9d4
10 400,000 10d4
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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, hames, 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. The

following is Open Game Content: All mechanics based on the system, as well as the name and alternate example names of the class.
All art, proper names and meta-

rules ramblings are considered Closed Content and belong to Basic Witch Games. Though, why you’d want to claim my inane ramblings
as your own is beyond me. 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



