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Goblin Blade
Small humanoid (goblinoid)
Armor Class 13 (Leather armour)
Hit Points 22 (5d8)
Speed 30 ft.

STR DEX CON INT WIS CHA
15 (+2) 13 (+1) 10 (0) 10 (0) 10 (0) 6 (-2)

Skills Stealth +2
Senses Darkvision 60 Ft., passive Perception 10
Challenge ½ (100 XP)

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

Actions:-
Shortsword. Melee Weapon Attack: +3  to hit, reach 5 ft., 
one target. Hit: 5 (1d6 + 2) piercing damage.

Javelin. Ranged Weapon Attack: +3 to hit, range 30/120 
ft, one target
Hit: 5 (1d6 + 2) bludgeoning damage.

Reaction:-
The Goblin Cutter, as a reaction can make one additional 
attack per round, against an enemy that misses an attack 
against it. 

When a Goblin has survived enough fights, they 
get promoted to the rank of Goblin Blade and 
Blades, like all Goblins are sneaky fighters, more 
interested in luring adventurers into a trap, or 
ambushing them.

But Goblin Blades are not as dumb as Humes 
expect, and if they know they are losing a fight 
a Blade will flee, making use of their natural 
stealth skills as soon as they are out of sight.
When a Goblin Blade wins, they will scavenge 
new supplies from their fallen foes, so a party 
shouldn’t be surprised if they see Blades carrying 
the odd shield, or warhammer.

Goblin Bladess will generally ignore the use of 
bows, in favour of javelins, believing it to make 
them appear more confident and stronger, to oth-
er Goblins, in an effort to maintain their position 
in the Goblin heirachy.

Having found some small manner of authority, 
Goblin Blades will bully regular Goblins into 
luring a target into a trap, and like larger or 
stronger Goblins, will think nothing of sacrificing 
those below them in order to escape with their 
lives

The Goblin Blade
A monster loosely based on 4th Editions Goblin Cutter


