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NILBOG

Nilbog, 1st-Level Warrior
Small Humanoid (Goblinoid)Small Humanoid (Goblinoid)Small Humanoid (Goblinoid)Small Humanoid (Goblinoid)Small Humanoid (Goblinoid)
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 1d8+1 (5 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +1
Speed:Speed:Speed:Speed:Speed: 30 ft. (6 squares)
Armor Class:Armor Class:Armor Class:Armor Class:Armor Class: 15 (+1 size, +1 Dex, +3 studded leather

armor), touch 12, flat-footed 14
Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple:Base Attack/Grapple: +1/–3
Attack:Attack:Attack:Attack:Attack: Morningstar +2 melee (1d6) or javelin +3

ranged (1d4)
Full Attack:Full Attack:Full Attack:Full Attack:Full Attack: Morningstar +2 melee (1d6) or javelin +3

ranged (1d4)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 5 ft./5 ft.
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Spatio-temporal reversal
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: Damage reversal, darkvision 60 ft.
Saves:Saves:Saves:Saves:Saves: Fort +3, Ref +1, Will –1
Abilities:Abilities:Abilities:Abilities:Abilities: Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha

6
Skills:Skills:Skills:Skills:Skills: Hide +5, Listen +2, Move Silently +5, Ride

+2, Spot +2
Feats:Feats:Feats:Feats:Feats: Alertness
Environment:Environment:Environment:Environment:Environment: Temperate plains and underground
Organization:Organization:Organization:Organization:Organization: Gang (4–9), band (10–100 plus 100%

noncombatants plus 1 3rd-level sergeant
per 20 adults and 1 leader of 4th–6th
level), warband (10–24 with worg
mounts), or tribe (40–400 plus 100%
noncombatants plus 1 3rd-level sergeant
per 20 adults, 1 or 2 lieutenants of 4th or
5th level, 1 leader of 6th–8th level, 10–
24 worgs, and 2–4 dire wolves)

Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 1
Treasure:Treasure:Treasure:Treasure:Treasure: Standard
Alignment:Alignment:Alignment:Alignment:Alignment: Usually neutral evil
Advancement:Advancement:Advancement:Advancement:Advancement: By character class
Level Adjustment:Level Adjustment:Level Adjustment:Level Adjustment:Level Adjustment: +4

This creature resembles a small human-
oid with a flat face, broad nose, pointed
ears, wide mouth, and small, sharp fangs.
It walks upright, but its arms hang down
almost to its knees.

The nilbog is a goblin afflicted with
a strange space-time reversal disease
known as Nilbogism. The disease ap-
pears to occur when overly heavy use
of magic strains the fabric of the
space-time continuum and leads to
some very strange localized events.
The disease only affects goblins and
is not transmitted by them. Nilbogs
resemble goblins in appearance and
are indistinguishable from them.
Most nilbogs encountered outside
their lair are warriors; the infor-
mation in the statistics block is for
one of 1st level.

Combat
The nilbog favors ambushes, dirty tricks, and over-

whelming odds to a fair fight. It moves within range of
a foe so as to affect the creature with its spatio-temporal
reversal ability.

Spatio-Temporal Reversal (Ex): A nilbog constantly
emanates an aura of confusion in a 20-foot-radius. A
creature in the area must succeed on a DC 11 Will save
or be affected as if by a confusion spell (caster level 4th).
The save DC is Constitution-based.

Damage Reversal (Ex): When struck
by any attack that would normally
damage the nilbog, it actually gains
hit points equal to the damage the

attack would have otherwise
dealt. A nilbog gains any extra

hit points above its normal
total as temporary hit

points, though it can
never gain more
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than twice its normal hit points.
The nilbog can only be damaged through the use of

curative magic and effects (cure light wounds and heal-
ing potions, for instance). Curative magic deals damage
equal to the amount it would normally heal.

Skills: Nilbogs have a +4 racial bonus on Move
Silently checks.

Nilbogs as Characters
A nilbog’s favored class is rogue; nilbog leaders tend

to be rogues or fighter/rogues. Nilbogs worship various
goblin gods of evil and can choose two of the following
domains: Chaos, Evil, and Trickery. Most nilbog
spellcasters, however, are adepts. Nilbog adepts favor
spells that fool or confuse enemies.
— Nilbog characters possess the following racial traits.
— –2 Strength, +2 Dexterity, –2 Charisma.

— Small size: +1 bonus to Armor Class, +1 bonus on
attack rolls, +4 bonus on Hide checks, –4 penalty
on grapple checks, lifting and carrying limits 3/4
those of Medium characters.

— A nilbog’s base land speed is 30 feet.
— Darkvision out to 60 feet.
— Special Attacks (see above): Spatio-temporal re-

versal.
— Special Qualities (see above): Damage reversal.
— +4 racial bonus on Move Silently checks.
— Automatic Languages: Common, Goblin. Bonus

Languages: Draconic, Elven, Giant, Gnoll, Orc.
— Favored Class: Rogue.
— Level Adjustment: +4.

The nilbog warrior presented here had the following
ability scores before racial adjustments: Str 13, Dex 11,
Con 12, Int 10, Wis 9, Cha 8.
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Legal Appendix
This printing of Trouble at Durbenford is done under version 1.0a

of the of the Open Game License, below, and version 6.0 of the d20
System Trademark License and version 5.0 of the d20 System Trade-
mark Logo Guide.

Notice of Open Game Content: This product contains Open Game
Content, as defined in the Open Game License, below. Open Game
Content may only be Used under and in terms of the Open Game
License.

Designation of Open Game Content: All text containing game-
related content within this product—excluding any text on the inside
or outside of the front or back cover or on the Credits page—is hereby
designated as Open Game Content, subject to the Product Identity
designation below. Any questions regarding the Open Game Content
within this module should be directed to Clark Peterson at
clark@necromancergames.com.

Contribution of New Open Game Content: All new monsters in
the monster appendix are v3.5 revisions of monsters from the Tome of
Horrors by Necromancer Games. All these revised monsters are hereby
contributed as new Open Game Content and may be cited by reference
to this product only. No citation to the original Tome of Horrors is
required.

Use of Content from Tome of Horrors: This product contains or
references content from the Tome of Horrors by Necromancer Games.
Such content is used by permission and an abbreviated Section 15
entry has been approved.

Designation of Product Identity: The following items are hereby
designated as Product Identity as provided in section 1(e) of the Open
Game License:

1. The name "Necromancer Games" as well as all logos and
identifying marks of Necromancer Games, Inc., including but not
limited to the Orcus logo and the phrase "Third Edition Rules, First
Edition Feel" as well as the trade dress of Necromancer Games prod-
ucts;

2. The Necromancer Games product name "Trouble at Durbenford,"
as well as any and all Necromancer Games product names referenced
in the work;

3. All artwork, illustration, graphic design, maps, and cartography,
including any text contained within such artwork, illustration, maps or
cartography;

4. The proper names, personality, descriptions and/or motivations
of all artifacts, characters, races, countries, creatures (except the names
of creatures found in the Monster Appendix), geographic locations,
gods, deities, historic events, magic items, spells, feats, organizations
and/or groups unique to this book, but not their stat blocks or other
game mechanic descriptions (if any);

5. The story, storylines, histories, plots, thematic elements and
dialogue in this book;

6. Any other content previously designated as Product Identity is
hereby designated as Product Identity and is used with permission and/
or pursuant to license.

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 copy-
righted 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 specifi-
cally 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 supernatu-
ral 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, names, 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, indepen-
dent 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.

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.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.;

Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, based on original material by E. Gary
Gygax and Dave Arneson.

Original Spell Name Compendium Copyright 2002 Clark Peterson; based on
NPC-named spells from the Player’s Handbook that were renamed in the System
Reference Document. The Compendium can be found on the legal page of
www.necromancergames.com.

Trouble at Durbenford Copyright 2004 Necromancer Games, Inc.; Author Robert
J Schwalb

Tome of Horrors Copyright 2002 Necromancer Games, Inc.; Author: Scott
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance
Hawvermale, Travis Hawvermale, Patrick Lawinger and Bill Webb; Based on original
content from TSR.

Creature Collection Revised Copyright 2003, White Wolf Publishing Inc.
Creature Collection II: Dark Menagerie Copyright 2001, White Wolf Publishing

Inc.
Creature Collection III: Savage Bestiary Copyright 2003, White Wolf Publishing

Inc.




