
CRIMSI’S SONG
Crimsi good at finding things

Mixing gears, and rods, and strings

Why don’t you come here and see!

Care to try it out for me?

CRIMSI
The youngest and newest scout in the tribe, Crimsi is a 
pupil of Grimeye, the tribe’s chief scout. She has a keen 
eye for spotting useful bits of junk discarded by travelers 
or former residents of the area and a deep interest in 
crafting new devices. Her greatest achievement to date 
is the creation of her own heavy crossbow, a powerful 
weapon she’s nicknamed “Shootie.”

Crimsi is usually found wandering the nearby area 
looking for scrap to repurpose. When she is in the village, 
she often attracts a gaggle of hangers-on who are curious 
about her work and want to see exactly what she’s up 
to. The high number of minor injuries these observers 
accumulate seems to only increase the size of the crowd—
if what she’s doing is dangerous, it must be interesting. 
Broken limbs, missing teeth, and a few lost fingers are 
a small price to pay for the kind of entertainment the 
goblins receive.

Chief Velkik has mostly allowed Crimsi to do her work 
without interference, although she did step in and stop the 
young goblin’s effort to build a trebuchet “for defense” 
several months ago. Crimsi had already loaded two goblins 
into the bucket to test the device when the chief arrived. 
The ranger’s arguments about progress and promises that 
the volunteers would be safe because they were wearing 
helmets were insufficient to sway Velkik, and the monstrous 
weapon was disassembled, and its parts reused for other 
creations such as the water bucket wheel that diverts water 
from a nearby stream into the village.

Of the other Crookedtoes, Crimsi gets along best with 
Grenek (whom she is almost certain isn’t her father) and 
Pizazz. She also often finds herself working closely with 
Siathorn, sometimes to explain the injuries the druid is 
treating, but often because she is one of the few goblins 
who isn’t terrified of Mitzi.

CRIMSI
CG female goblin ranger 1

Background scout

Perception +4; darkvision

Defense	 HP 16 Hero Points 1 RP 2

AC 17; TAC 15

Fort +2; Ref +6; Will +4

Offense

Speed 25 ft.

Melee spear +4, Damage 1d6 P

Ranged heavy crossbow +5, Damage 1d10 P; alchemist’s fire +5, 

Damage 1d8 plus 1 persistent fire and 1 fire splash 

Statistics

Str 10 (+0), Dex 18 (+4), Con 10 (+0), Int 12 (+1), Wis 14 (+2), 

Cha 12 (+1)

Skills Acrobatics +4, Athletics +1, Crafting +2, Medicine +3, 

Nature +3, Scouting Lore +2, Stealth +4, Survival +3

Feats Crossbow Ace, Forager, Inflammable Goblin, Junk Tinker

Languages Common, Goblin

Other Abilities Hunt Target

Combat Gear alchemist’s fire, dagger, heavy crossbow with 30 

bolts, spear; Other Gear studded leather, backpack, bedroll, belt 

pouch, caltrops, climbing kit, hammer and a bag of crooked nails, 

rations (5 days), waterskin, 30 sp, 5 cp

Chaotic
Goblin
Good

Humanoid



GRENEK
At nearly 30 years old, Grenek is the second-oldest member 
of the Crookedtoes tribe after the chief. He fought in the 
Goblinblood wars 20 years ago, as the many scars that 
crisscross his body attest. But in a battle late in the wars, he 
took a sharp blow to the head from a horse hoof and was 
left for dead by both the opposing troops and his own tribe.

Grenek spent many years after the battle wandering 
the world on his own and experiencing wild adventures, 
though his memory of them is a bit foggy, as his war 
injury had affected his memory. When he reappeared one 
day in the tribe’s new lands in the Northern Fangwood, he 
carried an axe of massive proportions. Stranger still, the 
hide armor he wore looked to have come from a single, 
gigantic rabbit. Chief Velkik was nervous about allowing 
Grenek back at first, given that he had been a member of 
the tribe in the old days when the Crookedtoes had been 
much more violent. After a long, private talk, however, 
she was convinced that Grenek was a changed goblin, 
and she happily announced he was to be welcomed back 
with open arms.

Time and again, the barbarian has proven he fits the tribe’s 
choice to turn away from their violent past. He is even-
tempered and trustworthy with his tribemates and always 
a bit suspicious of outsiders. He has been romantically 
involved with several tribemates over the years and has a 
number of children. He is fiercely protective of the village.

The tribe appreciates having a skilled warrior for 
defense, although they are puzzled by the manner 
in which he bounds into battle and an enjoyment of 
carrots that borders on addiction. The Crookedtoes 
have made many attempts to get stories of Grenek’s 
adventures out of him, although he is usually tight-
lipped about his large axe and strange armor. When he 
does share, he tells wild stories of a land of gigantic 
creatures unfamiliar to anyone in the tribe.

GRENEK
CG male goblin barbarian 1

Background warrior

Perception +1; darkvision

Defense	 HP 20 Hero Points 1 RP 3

Chaotic
Goblin
Good

Humanoid

AC 16; TAC 13

Fort +4; Ref +3; Will +1

Offense

Speed 25 feet

Melee Large greataxe +5 (sweep), Damage 1d12+4 S; jaws +5 

(unarmed), Damage 1d6+4 P

Ranged dart +3 (agile, thrown), Damage 1d4+4 P

Statistics

Str 18 (+4), Dex 14 (+2), Con 14 (+2), Int 10 (+0), Wis 8 (-1), 

Cha 14 (+2)

Skills Acrobatics +0, Athletics +2, Intimidation +3, Warfare 

Lore +1

Feats Goblin Scuttle, Razortooth Goblin, Quick Repair, Sudden 

Charge

Languages Common, Goblin

Other Abilities anathema, Rage, titan mauler (totem ability)

Combat Gear darts (5), minor healing potion, Large greataxe; 

Other Gear hide armor, backpack, bedroll, climbing kit, cookware, 

flint and steel, rations (5 days), waterskin, purse (57 sp, 9 cp)

GRENEK’S SONG

My axe is big

My armor funny

But don’t you ever

Call me bunny!

We Be HEROES?



After a puzzled minute or two staring at his new attire, 
his tribemates plugged their ears and ran off once again.

Furious at himself and his tribe, Pizazz vowed to play 
something truly annoying. The next time one of the few 
traveling merchants stopped by, he asked her for the 
cheapest instrument she had. She handed him an old slide 
whistle. A grin on his face, Pizazz practiced in solitude for 
a few days, then once again stepped into the center of the 
village and began playing. Everyone loved it! They loved 
it so much they asked him to perform again, which he did.  

PIZAZZ
NG male goblin bard 1

Background entertainer

Perception +2; darkvision

Defense	 HP 14 Spell Points 6 Hero Points 1 RP 5

AC 13; TAC 13

Fort +1; Ref +3; Will +2

Offense

Speed 25 ft.

Melee rapier +4 (deadly d8, forceful, finesse), Damage 1d6 P

Ranged hand crossbow +4, Damage 1d6 P

Bard Powers

1st—counter performance, lingering composition

Occult Spells Known (CL 1st)

1st (2/day)—illusory disguise, magic missile, soothe

Cantrips—dancing lights, ghost sound, inspire courage, 

prestidigitation, telekinetic projectile

Statistics

Str 10 (+0), Dex 16 (+3), Con 10 (+0), Int 14 (+2), Wis 10 (+0), 

Cha 18 (+4)

Skills Acrobatics +4, Arcana +3, Athletics +1, Deception +5, 

Diplomacy +5, Entertainment Lore +3, Nature +1, Occultism +3, 

Performance +5, Stealth +4

Feats Bigbelly Goblin, Goblin Song

Languages Common, Draconic, Goblin

Other Abilities muse (maestro)

Combat Gear hand crossbow with 20 bolts, rapier; Other 

Gear backpack, ball of twine (100 ft.), bedroll, belt pouch, candles 

(10), climbing kit, cookware, disguise kit, fine clothing, flint and 

steel, rations (5 days), sheath, slide whistle, waterskin, 54 sp, 9 cp

Goblin
Good

Humanoid

PIZAZZ
By non-goblin standards, Pizazz has a beautiful singing 
voice. A natural tenor, he has a clear tone, strong breath 
support, and clever, innovative phrasing. Unfortunately, 
most goblins find these qualities to be annoying and 
irksome. His whole life he has watched as his tribemates 
run away from him, their ears plugged with knobby 
fingers. Grenek, the barbarian, is the notable exception.

Certain the problem was a lack of training, Pizazz spent 
months sneaking off to a small human settlement, hiding 
in bushes outside a manor house, and listening to the 
local lord’s son as he was tutored in a variety of subjects, 
including music. One evening a year ago, the youth threw 
a tantrum, ripped up his fine clothes, and tossed them out 
the window. Pizazz grabbed the finery and fled. 

After some quick repairs to the clothes back home, 
Pizazz dramatically stepped out in his new outfit and 
began singing in the way he’d learned in his observations. 

PIZAZZ’S SONG
They hate my voice despite its charm

And run away in great alarm.
But what really makes me bristle?
They all want to hear my whistle!



SIATHORN
Although young, Siathorn has quickly risen to become 
an important figure in the tribe. Her abilities are highly 
regarded, and she would likely be on track to be the 
next chief except for one problem: her choice of animal 
companion, the poodle Mitzi.

As in most goblin tribes, dogs are viewed with a 
mixture of fear and disgust by the Crookedtoes. The 
fact that Siathorn dotes upon Mitzi leaves many with the 
impression that there is something deeply wrong with the 
druid. The dog, for its part, seems unaware of the other 
goblins’ fear of it, and often surprises them by jumping 
up and licking their face.

When she first emerged from the forest with Mitzi 
following obediently, many of the Crookedtoes pointed 
out that Siathorn’s companion was a dog. The druid’s 
response was—and continues to be to this day—“Is 
not dog. Is wolf!” Despite all evidence to the contrary, 
Siathorn still sees Mitzi as a wolf: a fuzzy, white, hairbow-
wearing wolf. She doesn’t see why no one besides Crimsi, 
the ranger, seems to understand this truth.

SIATHORN
NG female goblin druid 1

Background animal whisperer

Perception +4; darkvision

Defense	 HP 15 Spell Points 3 Hero Points 1 RP 2

AC 16; TAC 13

Fort +3; Ref +3; Will +5

Offense

Speed 25 ft.

Melee scimitar +3 (forceful, sweep), Damage 1d6+2 S

Ranged javelin +3 (thrown), Damage 1d6+2 P; bottled lightning 

+1, Damage 1d6 plus flat-footed and 1 electricity splash damage

Primal Prepared Spells (CL 1st)

1st—heal, magic fang

Cantrips—know direction, produce flame, stabilize, tanglefoot

Statistics

Str 14 (+2), Dex 14 (+2), Con 12 (+1), Int 10 (+0), Wis 16 (+3), 

Cha 12 (+1)

Skills Animal Lore +1, Athletics +0, Nature +4 (+5 to checks to 

Handle a goblin dog or wolf mount.), Religion +4, Survival +4

Goblin
Good

Humanoid

Feats Animal Companion, Inflammable Goblin, Rough Rider

Languages Common, Druidic, Goblin

Other Abilities anathema, wild empathy

Combat Gear bottled lightning, minor healing potions (2), 

javelins (3), scimitar; Other Gear hide, backpack, bedroll, belt 

pouch, climbing kit, flint and steel, holly and mistletoe, rations (5 

days), sheath, 21 sp, 4 cp

MITZI
Perception +4; low-light vision, scent

Defense	 HP 14

AC 13; TAC 13

Fort +3; Ref +3; Will +3

Offense

Melee jaws +6, Damage 1d8+2 P

Speed 40 ft.

Statistics

Str +2; Dex +2; Con +2; Int –4; Wis +2; Cha +0

Skills Acrobatics +3, Athletics +3, Survival +3

Other Abilities work together

Minion

SIATHORN’S SONG

Siathorn loves her wolf Mitzi

Because she’s so very prit-zy

If you try to call her “dog”

Then I smack you with a log!

We Be HEROES?




