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POINTS

POWERS: Equipped creature gains 
Grenade  - Replaces Attacks; range 6; 10 
damage to target Undead or Evil Outsider 
creature and 5 damage to each adjacent 
Undead and Evil Outsider creature.

ONLY USEABLE BY: LG or CG Humanoid

Holy-water
Grenade
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POINTS

POWERS: Equipped creature gains 
Trap  -  Replaces attacks; provokes opportuni-
ty attacks from adjacent enemies; put a trap 
token in a square adjacent to this creature. 
Whenever a non-kobold enemy enters a square 
with a trap token, make a melee attack against it: 
15 damage and paralyzed; DC 11.
Remove trap token from the trap.
ONLY USEABLE BY: Kobold

Spinesnap Trap

© 2012 DDM Guild

OE
ORIGINAL
EDITION

Design: Flavio Damasco, Ricardo Preto Pacheco
Project Management: Peter Scott
Development: Peter Scott, Flavio Damasco, Ricardo 
Preto Pacheco
Graphic Designer: Ricardo Preto Pacheco
Special Thanks: DDM’s Guild Supporters, Peter Lee 
and Klein Chase at Wizards of the Coast

Dungeons & Dragons, D&D, D&D Miniatures, Wizards of the 
Coast are trademarks of Wizards of the Coast, Inc. and used 
under license. All Wizards character names, and the distinct 
likenesses thereof are property of Wizards of the Coast, Inc. 
This material is protected under the copyright laws of the 
United States of America. © 2012 DDM Guild and Wizards of 
the Coast.
This DDM Guild product contains no Open Game Content.

Items

© 2012 DDM Guild

4
POINTS

POWERS: Magic Missile  - Sight; 5 damage

ONLY USEABLE BY: Rod of Magic Missiles

Magic Missile
Charge
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