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The greatest Dragons of Gaianar are formed in part from the basic Elements of the universe. These creatures are believed to be magically enchanted descendents from common Drakes, but their origins are lost in the depths of time. There are very few of the older Elemental Dragons on Gaianar. When they reach adulthood, they gain the power to transcend the world boundaries and can travel to the elemental planes, the planes of energy, and to any number of worlds beyond. Should a mere mortal somehow win the favor of one of these Entities, he may then travel with the Dragons on their paths that stretch out across the universe.





Restating Size Category:


Size Categories are a new addition to Gaianar, Second Edition. They answer the question “how large is a creature” and affect certain rules regarding combat. Details are given in the new Creature Guidebook for Second Edition.


Obviously there are not going to be many Size Category 9 Dragons roaming about. Most Dragons use their World Gate capability to search for larger worlds to inhabit by the time they hit middle age. 





Table: Size Chart for Monsters�
�
Size�
Example�
�
Size�
Example�
�
0�
Microscopic organism�
�
6�
Horse, cow, bear�
�
1�
Most insects�
�
7�
Hippo, elephant�
�
2�
Frog, rabbit, most rodents�
�
8�
Whale, mature tree�
�
3�
Dog, cat, pig�
�
9�
Large building�
�
4�
Fey, Dwarf�
�
10�
City block�
�
5�
Human, Elf, Changeling�
�
�
�









Table: Attack Attributes Common to All Dragons:�
�
Size�
Bite�
Claw�
W/B�
T/Sl�
Pn�
T\Sw�
BWC�
BWL�
�
3�
1d6�
1d4�
-�
-�
-�
-�
2//�
4//�
�
4�
1d8�
1d6�
-�
-�
-�
-�
3//�
6//�
�
5�
1d10�
1d8�
1d6�
-�
-�
-�
4//�
8//�
�
6�
2d6�
1d10�
1d8�
1d10�
-�
�
5//�
10//�
�
7�
3d6�
2d6�
1d10�
2d6�
4d6�
-�
6//�
12//�
�
8�
4d6�
3d6�
2d6�
3d6�
5d6�
3d6�
7//�
14//�
�
9�
4d8�
4d6�
3d6�
4d6�
5d8�
4d6�
8//�
16//�
�



Bite:  Deals the damage listed with a successful hit. See Bite Hold for more details and possible attacks.


Claws: Deals the damage listed on a successful hit. A Dragon may strike a single target with one or two claws at a time, depending upon the location of its targets. See Claw Hold for more details and possible attacks


Wing Buffet (W/B): Deals the damage listed on a successful hit. This attack sweeps up a cloud of dust around the Dragon, thus obscuring vision and knocks opponents away from the Dragon. When this attack is used, everyone within 10 feet of the dragon is blinded by dust or knocked off their feet for the next round (50% chance for either effect) if they fail a Save vs. Area Effect.


Tail Slap (T/Sl): Deals the damage listed on a successful hit. This can affect anyone within a number of feet of the Dragon’s hindquarters equal to: 3 * Size Class of the Dragon.


Pounce (Pn): Deals the damage listed on a successful hit and every round thereafter to the victims. Only affects targets that are 1 or more sizes smaller than the Dragon, but it can affect multiple targets under the Dragon. 


Escape requires competing Endurance Checks by the Dragon and by the victim of the Pounce attack. If the victim makes the Check by a greater number than the Dragon, he can escape.


A Dragon can only use this attack if it is landing from flying or jumping. Targeting still uses the BatCh score, even though the Dragon is using its own body as a projectile weapon.


Tail Sweep (T/Sw): Deals the damage listed on a successful hit. This attack has the same range as the Tail Slap. 


Victims of this attack must make a successful Save vs. Area Effect or they lose all actions for the remainder of the round since they are knocked off their feet upon being hit. 


Claw Hold (C/H): If a Dragon successfully hits a target with a Claw attack that is 3 or more size class smaller than it with its claws, it may then attempt to crush the victim. The trapped creature takes Claw damage each round and this requires no significant attention from the Dragon. 


Escape requires competing Endurance Checks by the Dragon and by the victim of the Claw Hold. If the victim makes the Check by a greater number than the Dragon, he can escape.





Bite Hold: If the Dragon successfully hits a target that is 3 or mores class sizes than it with its Bite, it may attempt to crush the target with its jaws. The victim will then take Bite damage each round. 


If the Dragon spends an Attack for the round, the victim takes double damage from the Bite attack - this ability can only be used once per round. Creatures held in the Dragon’s jaws get no Save vs. their breath weapons. Escape requires competing Endurance Checks by the Dragon and by the victim of the Bite Hold. If the victim makes the Check by a greater number than the Dragon, he can escape.


Breath Weapons (BWC and BWL): Damage for each kind of breath weapon is detailed separately for each Dragon. Dragon’s may use their breath weapons once every 2d4 rounds. Using a Breath Weapon costs the Dragon nothing since they are supernatural creatures. 





BWC: Cone-shaped breath weapons are as high and wide as their length at any given point. 


BWL: Line-shaped breath weapons are 5 feet wide and 5 feet high.





Dragon Attack and Parry Routines: All Dragons get up to FIVE attacks and THREE parries per round, and they may chose from all of their possible attacks methods when attacking. However, unless otherwise stated, no attack may be used more than once per round.


Bite = 1 attack


Claws = 1 attack, may be used twice per round with up to 2 different sets of claws


Wing Buffet = 1 attack


Tail Slap = 1 attack


Pounce = 1 attack (only from leaping or flying)


Tail Sweep = 1 attack


Claw Hold = 1 attack


Bite Hold = 1 attack


Breath Weapon = 2 attacks (1 to focus the energy and 1 to open fire)


Obviously, airborne Dragons will be unable to use many of these possible attacks, though airborne Dragons are nearly impossible to kill, so there’s no easy victory there!





Other Attributes and Abilities 


Dragons possess a variety of innate powers that rival the most deadly forms of magic. These powers are treated as innate abilities. Like most Supernatural Powers, one can be cast per round as the attack for that round. In addition, Dragons all share several abilities linked to their keen senses and can gain class levels.


Detect Motion Vectors: Like the Fey, all Dragons can detect the presence of creatures around them by non-visual means. Like the Fey, any spell that cancels sound in a given radius will disable this power. This works for a range of 30 feet per age category of the dragon. 





Keen Sight: All Dragons can see 4 times as well as a normal human in low-light conditions, and twice as well as a normal human in well-lit conditions. They also all have low-light vision with a range of 100 feet per age category of the Dragon.


Initiative Bonus: Because of their keen senses, Dragons gain an additional +4 bonus to their initiative rolls.





Skills: All Dragons start with 4 Non-Combat Skills of any logical kind, and gain 8 additional Non-Combat skill slots to spend per every age class of the Dragon. Not surprisingly, they have no need for Combat Skills since Dragons are living weapons.





Age Categories: It takes about 25 years for a newly born Dragon to reach Adult status, and then about 100 years after that for each increase in Age classification. So, it would take a Dragon about 625 years to reach Great Wyrm status. However, it is believed that Dragons cannot die of old age - they either leave this world or are slain. 





Class Levels: Upon reaching Young Adult status, Dragons can gain Class Levels like most other sentient beings. Dragons are constrained by the same rules regarding class levels as other races, and they suffer a 10% experience penalty because of their relative power compared to most standard races. Note that most Dragons have some class levels, but since Dragons are not humanoid and obviously interact differently with most beings than more standard races, they tend not to have large numbers of class levels. Also, some character classes are very difficult for Dragons to gain levels in because of their size and non-humanoid nature: Thieves and Gunslingers are perhaps the most glaring examples.





Damage Reduction: The Damage Reduction listed is the amount of damage that the being will ignore from each attack made by all weapons and non-magical sources of damage, such as fires. However, damage dealt by Spiritual Powers will pierce this damage resistance, as will magical bonuses on weapons. So, even if a creature has Damage Resistance: 5, if he is hit with a Dagger + 1 that deals 1d4 + 1 points of damage, he will still take the 1 point of damage that is being dealt by the enchantment, though the rest of the dagger’s damage is negated.





Magic Resistance: This is a percentile chance that any spell targeting the creature will fail outright – this is determined before rolling for damage, to-hit, and Saving Throws.





Dragon Spiritual Points: If a Dragon does not have Class Levels, it always has Spiritual Points equal to its Faith + 1 point per hitdice. Since Dragons are nearly gods in their own right, they often have little faith in higher powers.





A Note on Encounter Levels: Note, the term “EL” in the following tables stands for Encounter Level, a term that is defined and used in the new Gaianar Creature Guidebook for Second Edition.


�



Fire Dragon





Creature Type: Dragon (Fire)


Climate/Terrain: Warm desert regions, badlands, and volcanic areas.


Organization: From eggs to Young Adult: 1d4 +1, from Young Adult to Great Wyrm: 1, 2, or mated pair with 1d4 + 1 offspring.


Frequency: Extremely rare


Treasure: Double normal – particularly high number of weapons and rubies.


Alignment: Chaotic with regards to structure.





Racial Traits: 


Fire Dragons are bold, emotional creatures with great depths of feeling and desire. More so than any of their draconic cousins, Fire Dragons take deep interest in the activities of civilization, for they see other cultures as fascinating examples of emotions, believes, and ideals. Fire Dragons are particularly interested in love and war, for those two concepts often bring out the best and worst in people. As one could expect, Fire Dragons are often brash and hasty to make decisions, though they are generally honorable creatures. 


	Good Fire Dragons are more likely to help adventurers in times of need than any other species of Dragon. Similarly, evil Fire Dragons embody the worst of Dragon-kind – cruel, merciless, and impossible to reason with, such creatures are the classical Dragons of legends and nightmares. Neutral Fire Dragons are infrequent – their strong emotions often polarize them into good and evil factions.


	Fire Dragons bear all the classical physical traits of Dragon-kind. All of this type of Dragon have a set of reddish-black horns upon their head, swept backwards, and neck frills that extend down the center of their back until reaching the wings. Their thick, shiny scales are various hues of red, ranging from flaming crimson to deep maroon. The brighter-colored individuals often have orange highlights and wing webbing, while those of darker colors have purple lowlights and wing webbing. All Fire Dragons have a bronze underbelly and flaming red eyes. 


	Fire Dragons make their lairs in the deep caves that fill their native lands and are generally good parents. They often will build their nests and store their treasure near underground magma pools or steam vents, for the heat has no ill effect upon them. During the day, they can be found basking in the sun atop crumbling spires of basalt, or lying half asleep and partially buried in the blazing sands.


	Like most Dragons, Fire Dragons are omnivores and can eat almost anything. They consume wild herbivores that inhabit their realms, and the more evil among them have been known to devour herd animals and caravans that cross their wastelands. Additionally, it is believed that Fire Dragons also eat some amount of molten metal – this may provide extra strength to their armor or some unknown trace substance to their diet.





Combat and Spell-like Abilities:





Breath weapon: A Cone of blazing flames that can melt metal and reduce men and beasts to ash. Victims get a Save vs. Area Effect for half damage. This can be used once every 2d4 rounds.





Immunity to Fire: Any form of normal or magical fire or high temperatures cannot damage Fire Dragons.





Detect Emotions:  Fire Dragons can detect general emotional state of anyone with 100 yards, though they must know that a person or being is there to detect their emotions. The effective strength of this power is 15% per size category. While they cannot use this power to control others, Dragons can use the knowledge of others’ emotions to their advantage. Targets may use empathic resistance to avoid the scan, if possible. 





Minor Fire Control: This power lets a Fire Dragon affect small normal fires. This can let them cause effect such as extinguishing torches or making campfires grow larger and out of control. This power lasts 1 round per size category of the Dragon. Each use depletes 1/4 point of Body-Mind-Spirit. This ability is gain once the Fire Dragon is Very Young.





Suggestion: A Fire Dragon may suggest a reasonable course of action to a single target, and the target must then make a successful Save vs. Sleep/Charm or be forced to attempt to carry out the Dragon’s request. The effects of this spell last 1 round per size category of the Dragon. This ability expends 2 points of Body-Mind-Spirit. This ability is gained once the Fire Dragon is a Juvenile. 





Dancing Fires: This creates a swarm of bobbing and dancing lights of many colors that flickers and floats about a target of the Dragon’s choice. The chosen victim of the Dancing Fires must make a Save versus Sleep/Charm or stand helpless and transfixed for the next 1d4 rounds. This ability costs 2 points of Body-Mind-Spirit. This ability is gained once the Fire Dragon is a Young Adult





Commanding Words: With each use of this power, the Dragon may issue a command to a single target – commands are generally no longer than a few simple sentences. The target must make a Save vs. Sleep/Charm with a –2 penalty or come under the effects of this power and attempt to carry out the Dragon’s commands. Note that the commands need not be reasonable in any way, though the Dragon cannot order a person to directly attempt to kill him or herself or anyone else. Once cast, the Dragon does not need to concentrate upon the target and cannot issue another command without again casting the spell. This power lasts 2d4 rounds. This ability costs 5 points of Body-Mind-Spirit This ability is gained once the Fire Dragon is an Adult.





Cinder Cloud: This power calls into a being a huge, billowing cloud of fire and ash that fills an area of 100 feet in diameter and 100 feet high – it can be cast anywhere within line of sight. All within the cloud take 2d6 points of fire damage each round. Additionally, visibility is greatly reduced in the cloud, resulting in a -4 penalty to hit, and there is a 50% chance of casting failure for all spiritual powers unless the caster has the Meditation non-combat skill. Note that Fire Dragons and other fire-based creatures take no damage from the cloud and do not suffer the risk of casting failure. However, they may still have problems seeing through the ash, although Fire Dragons are used to living in smoke-filled regions and will suffer no ill effects. This cloud lasts 1 round per size category of the Dragon. This power costs 6 points of B-M-S. This ability is gained once the Fire Dragon is a Mature Adult.





Open World Gate: This power allows the Dragon to open a temporary rift from the current location to some other plane of existence. While the Dragon cannot use this power to breach the gates of Heaven or Hell, almost every world, plane, or sphere is accessible. An Old Dragon of this type automatically knows how to reach the plane of Fire and the plane of Energy (the realm of the Fey), but other realms must be studied in order to transcend. When using this power, only the Dragon and any persons or objects touching the Dragon are transported. If a Dragon has studied poorly, it may not necessarily reach the desired world or plane. In this event, a random location should be generated. This power uses 12 points of B-M-S and takes 1 turn to activate.


�
�
Table: Fire Dragon Basic Stats





Age�
Size�
Run�
Fly�
HD (Avg HP)�
STR�
INT�
WIS�
CON�
DEX�
CHA�
COM�
FAI�
B/M/S�
Breath Weapon�
EL�
BatCh�
�
Wyrmling�
3�
4//�
14// C�
4d12 (26)�
12�
10�
11�
11�
10�
12�
8�
11�
10.625�
2d8�
1 to 3�
13�
�
Very Young�
4�
6//�
18// C�
5d12 (33)�
13�
11�
12�
12�
10�
13�
8�
12�
11.375�
4d8�
4 to 6�
12�
�
Juvenile�
5�
8//�
24// C�
7d12 (46)�
14�
12�
13�
13�
10�
14�
8�
13�
12.125�
6d8�
4 to 6�
11�
�
Young Adult�
5�
10//�
28// C�
8d12 (52)�
16�
13�
14�
15�
10�
15�
8�
14�
13.125�
8d8�
7 to 9�
10�
�
Adult�
6�
14//�
32// C�
10d12 (65)�
17�
14�
15�
16�
10�
16�
8�
15�
13.875�
10d8�
7 to 9�
8�
�
Mature Adult�
6�
18//�
36// C�
12d12 (78)�
18�
15�
16�
17�
10�
17�
8�
16�
14.625�
12d8�
10 to 15�
7�
�
Old�
7�
24//�
40// C�
14d12 (91)�
20�
16�
17�
19�
10�
18�
8�
17�
15.625�
14d8�
10 to 15�
6�
�
Very Old�
7�
28//�
44// C�
17d12 (111)�
21�
17�
18�
20�
10�
19�
8�
18�
16.375�
16d8�
16 to 20�
4�
�
Ancient�
8�
32//�
48// D�
20d12 (120)�
22�
18�
19�
21�
10�
20�
8�
19�
17.125�
18d8�
16 to 20�
3�
�
Wyrm�
8�
32//�
52// D�
23d12 (150)�
23�
19�
20�
22�
10�
21�
8�
20�
17.875�
20d8�
21+�
2�
�
Great Wyrm�
9�
32//�
56// D�
26d12 (169)�
24�
20�
21�
23�
10�
22�
8�
21�
18.625�
22d8�
21+�
1�
�



Table: Fire Dragon Saving Throws and Resistances 


(Do not add Attribute bonuses to the Saving Throws)








�
Age�
AC�
Death Magic �
Magic weapon�
Area Effect�
Poison�
Sys Shock�
Spiritual Power�
Sleep Charm�
Magic Resist.�
Damage Resistance�
Empathic Resist.�
�
Wyrmling�
5�
16�
16�
16�
14�
14�
14�
14�
5�
1�
30�
�
Very Young�
4�
14�
14�
14�
12�
12�
12�
12�
10�
1�
35�
�
Juvenile�
3�
14�
14�
14�
12�
12�
12�
12�
15�
2�
40�
�
Young Adult�
2�
12�
12�
12�
10�
10�
10�
10�
20�
2�
45�
�
Adult�
1�
12�
12�
12�
10�
10�
10�
10�
25�
3�
50�
�
Mature Adult�
0�
10�
10�
10�
8�
8�
8�
8�
30�
3�
55�
�
Old�
-1�
10�
10�
10�
8�
8�
8�
8�
30�
4�
60�
�
Very Old�
-2�
8�
8�
8�
6�
6�
6�
6�
35�
4�
65�
�
Ancient�
-3�
8�
8�
8�
6�
6�
6�
6�
35�
5�
70�
�
Wyrm�
-4�
6�
6�
6�
4�
4�
4�
4�
40�
5�
75�
�
Great Wyrm�
-5�
6�
6�
6�
4�
4�
4�
4�
40�
6�
80�
�
�
Earth Dragon





Creature Type: Dragon (Earth)


Climate/Terrain: Temperate hills, valleys, and forests, as well as shallow cave systems.


Organization: From eggs to Young Adult: 1d4 +1, from Young Adult to Great Wyrm: 1, 2, or mated pair with 1d4 + 1 offspring.


Frequency: Extremely rare


Treasure: Double normal – particularly high number of coins and emeralds


Alignment: Neutral with regards to structure.





Racial Traits: 


Earth Dragons are wise, dependable creatures that hold deep connections to the wild lands and take a long-term view of the world around them. They prefer to observe from afar, looking out across great spans of time and distance, while interacting only in subtle ways with those whom they observe. 


Earth Dragons often hold great understanding of certain truths of life, though they may know few details of specific cultures or forgettable events. They also tend to be somewhat stubborn and lacking in apparent emotion, though they are very dependable creatures in the long term. Above all, Earth Elementals hold a deep love of the wilderness around their homes – it is their sanctuary from the chaos of civilization and they will kill to defend it.


	Most Earth Dragons are of partially neutral alignment, and there are more truly neutral Dragons of this species than any other. Their distant reflections upon the world around them tend to encourage this viewpoint, and Earth Dragons will only aid party members to serve a greater good in the long term. Evil Earth Dragons, on the other hand, will often manipulate events from afar, only confronting their foes once their plans are complete.


	In appearance, Earth Dragons have all the classical attributes of Dragon-kind. Their scales are as strong as forged steel and range in color from jade and emerald to nearly black shades of green. Often times, the scales are of a mixed coloring to provide limited camouflage in the woodlands. Note that some Earth Dragons are dark brown in coloring, and all have a long crest of spines running down the back of their heads. Their underbellies are a bronze color, and their wing webbing is generally the same hue as their body. 


	Earth Dragons live in deep burrows or natural caves in heavily wooded regions. Their acidic breath weapon is useful for carving new tunnels in the rock. During the day or night, these creatures are hard to spot, for the woods provide good cover and they rarely wish to be disturbed.


	Like all of their kind, Earth Dragons are omnivores and generally consume whatever food they can find. In the game-filled forests, this is rarely a problem and Earth Dragons rarely resort to killing cattle for food. Additionally, this species is known to consume some amount of rock in its diet, perhaps adding to the impressive strength of its scales.





Combat and Spell-like Abilities:





Breath weapon: A Line of extremely corrosive greenish acid that can eat through metal or stone in minutes and dissolve flesh in seconds. The victim may save versus area effect for half damage. Can be used once every 2d4 rounds.





Immunity to Caustics: No forms of normal or magical acids or bases can harm an Earth Dragon.





Blind fighting: Can fight in melee combat even in the deepest natural darkness. This skill takes the form of the Blind Fighting proficiency, with an effective two intensities per size class. 





Immunity to visual illusions: Dragons not affected by image-based illusion spells provided the illusion does not provide olfactory or tactile components.


 


Command Vegetation: The Earth Dragon can cause nearby plants to rise up and attack or bind enemies. The effects of this spell are identical to the Ranger’s power of the same name, except that the plants in this case attack with the Dragon’s BAtCh value. This power costs 2 points of B-M-S and lasts for 2 rounds per size category of the Dragon. This ability is gained once the Earth Dragon is Very Young.





Command Animals: This power works as a Charm spell against animals, but not sentient beings. The Earth Dragon may target a single animal with this power, and if it fails a Save vs. Sleep/Charm with a –4 penalty, it will consider the Earth Dragon a trusted friend and ally. This power lasts 2 rounds per size category of the Dragon. This power costs 2 points of B-M-S per use. This ability is gained once the Earth Dragon is a Juvenile.





Bramble Wall: Calls forth a towering wall of twisting, thorny brambles – the verdant wall is 20 feet high, 5 feet thick, and up to 100 feet long. Each man-size section of the wall has 2 Structural Points. The Earth Dragon may have the bramble hedge take upon any general shape desired, so long as the area in which the wall is going to be placed is clear of obstacles and can be seen. Thus, a bramble wall could be used to make a straight barricade, or to encircle a group of adventurers, but not trap or kill a person by appearing on top of him. The brambles last 1 hour per size category of the Dragon, after which it disappears. Note that anyone attempting to climb the wall or even pass through a cutout section of it takes 1d6 points of damage while in contact with the wall because of the long thorns. This power costs 4 points of B-M-S. This ability is gained once the Earth Dragon is a Young Adult.





Death Cloud: This power creates a wispy cloud of ghastly green acidic vapors that is 100 feet in diameter and 100 feet high that deals everything within it 2d6 points of caustic damage per round. This cloud can be created anywhere within line of sight. Victims of this spell who do not have the Meditation non-combat skill have a 50% chance of failure each time activating a spiritual power from within the cloud. The cloud lasts 1 round per size category of the Dragon. This power costs 5 points of B-M-S. This ability is gained once the Earth Dragon is an Adult.





Insect Plague: This ghastly power creates a horde of creeping, slimy insects that swarm all over their prey. The Dragon may target one victim per point of remaining B-M-S, and those affected by the spell take 2 point of damage per round and cannot use spiritual powers while the insects are crawling across them. The plague of insects lasts for 2 rounds per size category of the Dragon, though the insects can also be destroyed by other means. This power costs 3 points of B-M-S. This ability is gained once the Earth Dragon is a Mature Adult.





Open World Gate: This power allows the Dragon to open a temporary rift from the current location to some other plane of existence. While the Dragon cannot use this power to breach the gates of Heaven or Hell, almost every world, plane, or sphere is accessible. An Old Dragon of this type automatically knows how to reach the plane of Earth and the plane of Enthalpy (the realm that collects dissipated energy that results from entropy), but other realms must be studied in order to transcend. When using this power, only the Dragon and any persons or objects touching the Dragon are transported. If a Dragon has studied poorly, it may not necessarily reach the desired world or plane. In this event, a random location should be generated. This power uses 12 points of B-M-S and takes 1 turn to activate.


�
Table: Earth Dragon Basic Stats





Age�
Size�
Run�
Fly�
HD (Avg HP)�
STR�
INT�
WIS�
CON�
DEX�
CHA�
COM�
FAI�
B/M/S�
Breath Weapon�
EL�
BatCh�
�
Wyrmling�
3�
4//�
14// C�
4d12 (26)�
13�
9�
12�
12�
9�
9�
8�
12�
10.5�
2d6�
1 to 3�
13�
�
Very Young�
4�
6//�
18// C�
5d12 (33)�
14�
10�
13�
13�
9�
10�
8�
13�
11.25�
4d6�
4 to 6�
12�
�
Juvenile�
5�
8//�
24// C�
7d12 (46)�
15�
11�
14�
15�
9�
11�
8�
14�
12.125�
6d6�
4 to 6�
11�
�
Young Adult�
5�
10//�
28// C�
8d12 (52)�
17�
12�
15�
16�
9�
12�
8�
15�
13.0�
8d6�
7 to 9�
10�
�
Adult�
6�
14//�
32// C�
10d12 (65)�
18�
13�
16�
17�
9�
13�
8�
16�
13.75�
10d6�
7 to 9�
8�
�
Mature Adult�
6�
18//�
36// C�
12d12 (78)�
20�
14�
17�
19�
9�
14�
8�
17�
14.75�
12d6�
10 to 15�
7�
�
Old�
7�
24//�
40// C�
14d12 (91)�
21�
15�
18�
20�
9�
15�
8�
18�
15.5�
14d6�
10 to 15�
6�
�
Very Old�
7�
28//�
44// C�
17d12 (111)�
22�
16�
19�
21�
9�
16�
8�
19�
16.25�
16d6�
16 to 20�
4�
�
Ancient�
8�
32//�
48// D�
20d12 (120)�
23�
17�
20�
22�
9�
17�
8�
20�
17.0�
18d6�
16 to 20�
3�
�
Wyrm�
8�
32//�
52// D�
23d12 (150)�
24�
18�
21�
23�
9�
18�
8�
21�
17.75�
20d6�
21+�
2�
�
Great Wyrm�
9�
32//�
56// D�
26d12 (169)�
25�
19�
22�
24�
9�
19�
8�
22�
18.5�
22d6�
21+�
1�
�



Table: Earth Dragon Saving Throws and Resistances


(Do not add Attribute bonuses to the Saving Throws)





Age�
AC�
Death Magic �
Magic weapon�
Area Effect�
Poison�
Sys Shock�
Spiritual Power�
Sleep Charm�
Magic Resist.�
Damage Resistance�
Empathic Resist.�
�
Wyrmling�
4�
16�
16�
16�
14�
14�
14�
14�
5�
2�
25�
�
Very Young�
3�
14�
14�
14�
12�
12�
12�
12�
10�
2�
30�
�
Juvenile�
2�
14�
14�
14�
12�
12�
12�
12�
15�
3�
35�
�
Young Adult�
1�
12�
12�
12�
10�
10�
10�
10�
20�
3�
40�
�
Adult�
0�
12�
12�
12�
10�
10�
10�
10�
25�
4�
45�
�
Mature Adult�
-1�
10�
10�
10�
8�
8�
8�
8�
30�
4�
50�
�
Old�
-2�
10�
10�
10�
8�
8�
8�
8�
30�
5�
55�
�
Very Old�
-3�
8�
8�
8�
6�
6�
6�
6�
35�
5�
60�
�
Ancient�
-4�
8�
8�
8�
6�
6�
6�
6�
35�
6�
65�
�
Wyrm�
-5�
6�
6�
6�
4�
4�
4�
4�
40�
6�
70�
�
Great Wyrm�
-6�
6�
6�
6�
4�
4�
4�
4�
40�
7�
75�
�



�
Water Dragon





Creature Type: Dragon (Water)


Climate/Terrain: Cold coastal regions, particularly rocky shores, glacial expanses, and deep rivers and lakes.


Organization: From eggs to Young Adult: 1d4 +1, from Young Adult to Great Wyrm: 1, 2, or mated pair with 1d4 + 1 offspring.


Frequency: Extremely rare


Treasure: Normal – high numbers of sapphires and diamonds.


Alignment: Neutral with regards to structure.





Racial Traits: 


	Water Dragons are rather gruff, solitary explorers who seek new places in far-off realms that others can only imagine. Their inquisitive minds dream of: shipwrecks upon the ocean floor, lost islands, and forgotten shores. As a race, they are very curious and can be single-minded once they decide upon a course of action, thus making them great allies or relentless opponents. This curiosity and drive make them somewhat restless, and Water Dragons are often on the move, seeking new lands and challenges. They are rather territorial, and their unpredictable travels can leave conflicts in their wake.


	Wanderers at heart, Water Dragons will join with an adventuring party only if their goals or destination happen to be interesting enough to merit the time. Water Dragons have an interest in good and evil, but they rarely base their lives around such concerns. However, if a cause is great enough, a Water Dragon will see that it is finished. Similarly, an evil Water Dragon will pursue its targets to their deaths, thus insuring its own peace and sovereignty over its territory. 


	Though sea-born, Water Dragons bear the characteristics of all Dragons. Their sleek, shiny scales are deep blue, letting them blend in with the dark depths of the oceans, while the small horn upon their snout lets them punch through the thick ice-sheets that cover their frozen seas. Their underbellies and wing webbing may be of various colors, including shades of blue and purple, sand-like copper, or even sea-foam green. 


	Water Dragons make their homes in the depths of the ocean or along its more desolate shores. Their immunity to cold allows them to call many inhabitable places home and further reduces the contact between these Dragons and most other creatures. A Water Dragon’s nest will usually be a low-lying cave along a cliff-side that faces seawards and lies around the high-tide line. When not raising their young, Water Dragons build their homes in the depths of the seas or in frozen caves on far-off shores. For this reason, and because of their wandering nature, Water Dragons often have relatively few items in their possession – only that which can survive the cold seas, such as jewels, will be found in their lairs.


Water Dragon’s have no problems finding food to eat thanks to the sea’s rich bounty, and they are the undisputed masters of their territories – even sharks are merely prey for them. The more malicious among them, however, will attack ships at sea, thus giving rise to the legends of sea serpents.


	


Combat and Spell-like Abilities:





Breath weapon: A blasting Cone of frozen shards and stinging ice that saps away life and freezes flesh in place. Victims may save vs. area effect for half damage. This can be used once every 2d4 rounds.





Immunity to cold: No form of magical or normal cold or ice can harm a Water Dragon.





Water Dwelling and Keen Sense of Direction:  Can breath underwater and swim at the same speed as it can fly. Cannot become lost in empty areas, such as open seas. Immune to Maze-like effects





Minor Water Control: Water Dragons have limited control over any reasonably large body of water. This power is a minor one, but it can let them create a well-timed wave to hit a ship, or an undertow to drag somebody out to sea. It cannot, however, deal much of any damage directly or create amazing effects like tidal waves. If used to distract or harm ships, this power imposes a –5 penalty to Ship handling and a –3 penalty to Navigation. For swimmers, this power penalizes all Swim checks by –8. This power lasts 1 round per size category and costs 1/4 point of B-M-S. This ability is gained once the Water Dragon is Very Young.





Create/Destroy Water:  This spell can create or destroy up to 10 cubic feet of water. If this power is used against a living person, the target takes 4d8 points of damage with a Save vs. System Shock for half damage. All liquid-based potions or items in that player’s inventory must make a Save vs. Fire or be destroyed. This power costs 2 points of B-M-S. This ability is gained once the Water Dragon is a Juvenile.





Wall of Ice: Calls forth a towering wall of impenetrable ice – the ice wall is 20 feet high, 5 feet thick, and up to 100 feet long. Each man-size section of the wall has 3 Structural Points. The Water Dragon may have the wall of ice take upon any general shape desired, so long as the area in which the wall is going to be placed is clear of obstacles and can be seen. Thus, a wall of ice could be used to make a straight barricade, or to encircle a group of adventurers, but not trap or kill a person by appearing on top of him. The wall of ice lasts 1 hour per size category of the Dragon, after which it melts normally as ice would melt (assuming the ambient atmospheric temperature is above freezing.) This power costs 4 points of B-M-S. This ability is gained once the Water Dragon is a Young Adult.





Ice Storm: This calls forth a storm of ice shards that rain from the heavens in a deadly hail. The storm affects an area 100 feet in diameter and can be cast anywhere within line of site of the Dragon. All within the area of effect take 1d6 points of cold damage and 1d6 points of Bludgeoning damage per round. The storm lasts 1 round per size category of the Dragon. This power does not work deep underground, but it can destroy the roof of a building if cast within it or over it. This power costs 4 points of B-M-s to invoke. This ability is gained once the Water Dragon is an Adult.





Horrid Wilting: The Dragon may target a single victim with this powerful spell that drains away the water in the victim, leaving him a withered husk. That person immediately takes 2d8 points of damage and loses 1 point of Endurance per size category of the Dragon up to a maximum of 5 points of Endurance lost. The victim may attempt a Save vs. System Shock to avoid losing Endurance. Additionally, all water-based items that the person is carrying are destroyed. Plants and water-based creatures have a –2 penalty to their saving throw for this spell. This power costs 4 points of B-M-S. This ability is gained once the Water Dragon is a Mature Adult.





Open World Gate: This power allows the Dragon to open a temporary rift from the current location to some other plane of existence. While the Dragon cannot use this power to breach the gates of Heaven or Hell, almost every world, plane, or sphere is accessible. An Old Dragon of this type automatically knows how to reach the plane of Water and the plane of Dark Matter, but other realms must be studied in order to transcend. When using this power, only the Dragon and any persons or objects touching the Dragon are transported. If a Dragon has studied poorly, it may not necessarily reach the desired world or plane. In this event, a random location should be generated. This power uses 12 points of B-M-S and takes 1 turn to activate.


�
Table: Water Dragon Basic Stats





Age�
Size�
Run�
Fly�
HD (Avg HP)�
STR�
INT�
WIS�
CON�
DEX�
CHA�
COM�
FAI�
B/M/S�
Breath Weapon�
EL�
BAtCh�
�
Wyrmling�
3�
4//�
14// C�
4d12 (26)�
12�
11�
11�
11�
10�
11�
8�
11�
10.625�
2d8�
1 to 3�
13�
�
Very Young�
4�
6//�
18// C�
5d12 (33)�
13�
12�
12�
12�
10�
12�
8�
12�
11.375�
4d8�
4 to 6�
12�
�
Juvenile�
5�
8//�
24// C�
7d12 (46)�
14�
13�
13�
13�
10�
13�
8�
13�
12.125�
6d8�
4 to 6�
11�
�
Young Adult�
5�
10//�
28// C�
8d12 (52)�
16�
14�
14�
15�
10�
14�
8�
14�
13.125�
8d8�
7 to 9�
10�
�
Adult�
6�
14//�
32// C�
10d12 (65)�
17�
15�
15�
16�
10�
15�
8�
15�
13.875�
10d8�
7 to 9�
8�
�
Mature Adult�
6�
18//�
36// C�
12d12 (78)�
18�
16�
16�
17�
10�
16�
8�
16�
14.625�
12d8�
10 to 15�
7�
�
Old�
7�
24//�
40// C�
14d12 (91)�
20�
17�
17�
19�
10�
17�
8�
17�
15.625�
14d8�
10 to 15�
6�
�
Very Old�
7�
28//�
44// C�
17d12 (111)�
21�
18�
18�
20�
10�
18�
8�
18�
16.375�
16d8�
16 to 20�
4�
�
Ancient�
8�
32//�
48// D�
20d12 (120)�
22�
19�
19�
21�
10�
19�
8�
19�
17.125�
18d8�
16 to 20�
3�
�
Wyrm�
8�
32//�
52// D�
23d12 (150)�
23�
20�
20�
22�
10�
20�
8�
20�
17.875�
20d8�
21+�
2�
�
Great Wyrm�
9�
32//�
56// D�
26d12 (169)�
24�
21�
21�
23�
10�
21�
8�
21�
18.625�
22d8�
21+�
1�
�



Table: Water Dragon Saving Throws and Resistances


(Do not add Attribute bonuses to the Saving Throws)





Age�
AC�
Death Magic �
Magic weapon�
Area Effect�
Poison�
Sys Shock�
Spiritual Power�
Sleep Charm�
Magic Resist.�
Damage Resistance�
Empathic Resist.�
�
Wyrmling�
5�
16�
16�
16�
14�
14�
14�
14�
5�
1�
25�
�
Very Young�
4�
14�
14�
14�
12�
12�
12�
12�
10�
1�
30�
�
Juvenile�
3�
14�
14�
14�
12�
12�
12�
12�
15�
2�
35�
�
Young Adult�
2�
12�
12�
12�
10�
10�
10�
10�
20�
2�
40�
�
Adult�
1�
12�
12�
12�
10�
10�
10�
10�
25�
3�
45�
�
Mature Adult�
0�
10�
10�
10�
8�
8�
8�
8�
30�
3�
50�
�
Old�
-1�
10�
10�
10�
8�
8�
8�
8�
30�
4�
55�
�
Very Old�
-2�
8�
8�
8�
6�
6�
6�
6�
35�
4�
60�
�
Ancient�
-3�
8�
8�
8�
6�
6�
6�
6�
35�
5�
65�
�
Wyrm�
-4�
6�
6�
6�
4�
4�
4�
4�
40�
5�
70�
�
Great Wyrm�
-5�
6�
6�
6�
4�
4�
4�
4�
40�
6�
75�
�
�
Air Dragon





Creature Type: Dragon (Air)


Climate/Terrain: High mountains and plateaus that are often isolated and storm-tossed.


Organization: From eggs to Young Adult: 1d4 +1, from Young Adult to Great Wyrm: 1, 2, or mated pair with 1d4 + 1 offspring.


Frequency: Extremely rare


Treasure: Double normal – high numbers of unusual inventions, books, magical items, and scrolls.


Alignment: Chaotic with regards to structure.





Racial Traits: 


	Air Dragons are dreamers and scholars above all else. They are curious, unpredictable and have great love of long talks and good jokes. Art interests them greatly, and they hold artists and storytellers in high respect. Warriors, however, usually offend them, for they know that warfare often destroys knowledge and art. When not socializing with whomever happens to pass through their realms, Air Dragons will spend long hours studying lost stories and fragments of artifacts and relics.


	Air Dragons have little interest in the law, for they do as they please regardless of society. Most members of this species are willing to offer information or assistance to a group of adventurers in return for a good story or fascinating item, though they rarely share the secrets of their lairs.


 In most cases, Air Dragons hold a deep understanding of many diverse topics, but they rarely apply this knowledge to any long term goal: the challenge of finding lost lore is the fun part from their viewpoint. Because of their love of knowledge, art, and inventions, Air Dragons are rarely evil – their hearts in most cases can only be blackened by a desire to horde their discoveries and destroy those who might compete with them for knowledge.


	Air Dragons are slightly smaller and noticeably more slender than most Elemental Dragons, but that should hardly diminish their status in the eyes of most creatures. Their shiny scales are mostly as white as the clouds, with hints of other colors in them. Usually, their scales will fade to hues of purple or blue around their wing webbings and flanks, but their underbellies are mostly white. Rarely, an Air Dragon will be born with scales the color of twilight in winter. They have a crested head with a sharp, beak-like snout and unusually fine motor-control – they alone among the Dragons have been known to produce large carvings with their talons.


	The highest mountains are the abode of the Air Dragons, and they usually inhabit windswept caves on storm-wracked peaks – they find the dancing and flickering lightening fascinating to watch. Their nests are built in regions that are inaccessible to most creatures, and their treasures are similarly well protected. Their lairs are their libraries and studies, and Air Dragons will guard their knowledge almost as well as their children.


	Air Dragons generally feed upon whatever they can catch – they are rather nimble for a Dragon, and they have been known to snatch birds straight out of the sky. Still, little is known of the diet of these creatures, and it sometimes seems as if their research sustains them as well as food.





Combat and Spell-like Abilities:





Breath weapon: A devastating Line of lightning that melts metal, cracks stone, and blows people apart. Victims must save versus area effect for half damage. Constructs made from metal take double damage. This can be used once every 2d4 rounds.





Immunity to Electricity:  No form of magical or normal lightning or electricity can harm an Air Dragon.





Cloudwalk and Featherfall: Air Dragons can walk on clouds at will. If falling from a height, the Air Dragon will gently float to the ground like a leaf and take no damage – this will occur even if the Dragon is stunned or otherwise unable to take actions





Minor Weather Control: This power gives the Air Dragons limited control over the weather. This can let them create simple effects like a well-timed gust of wind or a small patch of fog, but it cannot cause much of any damage or great amazing effects like hurricanes or tornadoes. This power can knock a Fey or Changeling off course, as well as foul the path of a hang glider. Likewise, this power can be used to suppress all winds, and thus becalm a sailing ship. This power lasts 1 round per size category and costs 1/4 point of B-M-S. This ability is gained when the Air Dragon is Very Young.





Mist Cloud: This power creates a cloud of grey mist around the Air Dragon that extends outwards up to 100 feet in all directions. All within the cloud, with the exception of the Air Dragon, suffer a -4 penalty to BatCh. This power lasts 1 round per size category of the Dragon. This power costs 2 points of B-M-S to invoke. This ability is gained once the Air Dragon is a Juvenile.





Whirlwind: This power creates a towering column of wind that is about 20 feet across at the base and 300 feet high anywhere within line of sight. No missile weapon or thrown object can pass through the whirlwind, and any being that is less massive than Size Category: 7 who attempts to cross through the vortex and who fails a Save vs. Area Effect will be sucked up into the sky. When cast indoors, this will result in the victim being pinned helplessly to the ceiling, but if cast outside, the victim will be carried aloft about 100 feet before being tossed from the whirlwind and thus taking Falling Damage from the landing. 


Against large, common structures, such as wooden homes and ships, the Whirlwind does 1 structural point of damage per round, but it has little effect against large metal or stone structures. Once cast, the Dragon can, with little concentration, slowly move the whirlwind, at a speed of 10 feet per round. This spell lasts 1 round per size category of the Dragon. The cost is 4 points of B-M-S. This ability is gained once the Air Dragon is a Young Adult.





Thunderblast: A sudden storm of lightning erupts from the sky, striking each of the Dragon’s foes. All hostile enemies within 50 feet of the Dragon take 2d6 points of lightning damage per size category of the Dragon with a Save vs. System Shock for half damage. This spell will not function deep underground, but it can destroy the roof of a building if cast within it. The power costs 5 points of B-M-S to invoke. This ability is gained once the Air Dragon is an Adult.





Major Weather Control: A very open-ended spell that gives the Air Dragon mastery over the weather. This power will let the Dragon gradually change the conditions of the weather in a 10 mile-radius around him, but it will not let him immediately conjure up a windstorm or blizzard from a clear day. The closer the desired condition is to the current weather condition, the less time it will take for the Dragon to change the weather. It might take only a few rounds to change a light rainstorm into a blinding downpour or a raging windstorm, but it would take much longer to change a clear sky to the same weather state. 





No matter the case, the quickest weather change can take place in 5 rounds, while the longest will take about 2 hours. Note that once the Dragon begins this spell, it requires no more concentration even if the desired weather condition is hours away. Once the desired weather condition is reached, it lasts 1 hour per size category of the Dragon.





This spell has limited uses when cast directly in battle unless some foresight has been used. The weather around the lair of an Air Dragon is usually under its control. These creatures will often cast Control Weather at the beginning of each day, thus there is a good chance that the players will always have terrible or dangerous weather to contend if there are attacking an Air Dragon’s lair and the beast is aware of them. Even if the Air Dragon is not expecting an attack, the paths leading to its lair will still often be covered in deep fog, buried in snow, or filled with rainstorms and flashfloods. The power costs 5 points of B-M-S. This ability is gained once the Air Dragon is a Mature Adult.





Open World Gate: This power allows the Dragon to open a temporary rift from the current location to some other plane of existence. While the Dragon cannot use this power to breach the gates of Heaven or Hell, almost every world, plane, or sphere is accessible. An Old Dragon of this type automatically knows how to reach the plane of Air and the Imaginary Ream, but other realms must be studied in order to transcend. When using this power, only the Dragon and any persons or objects touching the Dragon are transported. If a Dragon has studied poorly, it may not necessarily reach the desired world or plane. In this event, a random location should be generated. This power uses 12 points of B-M-S and takes 1 turn to activate.





�
Table: Air Dragon Basic Stats





Age�
Size�
Run�
Fly�
HD (Avg HP)�
STR�
INT�
WIS�
CON�
DEX�
CHA�
COM�
FAI�
B/M/S�
Breath Weapon�
EL�
BatCh�
�
Wyrmling�
3�
6//�
18// C�
4d12 (26)�
10�
12�
11�
10�
12�
12�
8�
11�
10.75�
2d10�
1 to 3�
13�
�
Very Young�
4�
8//�
24// C�
5d12 (33)�
11�
13�
12�
11�
12�
13�
8�
12�
11.5�
4d10�
4 to 6�
12�
�
Juvenile�
5�
10//�
28// C�
7d12 (46)�
12�
14�
13�
12�
12�
14�
8�
13�
12.25�
6d10�
4 to 6�
11�
�
Young Adult�
5�
14//�
32// C�
8d12 (52)�
13�
15�
14�
13�
12�
15�
8�
14�
13.0�
8d10�
7 to 9�
10�
�
Adult�
6�
18//�
36// C�
10d12 (65)�
14�
16�
15�
15�
12�
16�
8�
15�
13.875�
10d10�
7 to 9�
8�
�
Mature Adult�
6�
24//�
40// C�
12d12 (78)�
16�
17�
16�
16�
12�
17�
8�
16�
14.75�
12d10�
10 to 15�
7�
�
Old�
7�
28//�
44// C�
14d12 (91)�
17�
18�
17�
17�
12�
18�
8�
17�
15.5�
14d10�
10 to 15�
6�
�
Very Old�
7�
32//�
48// D�
17d12 (111)�
18�
19�
18�
19�
12�
19�
8�
18�
16.375�
16d10�
16 to 20�
4�
�
Ancient�
8�
32//�
52// D�
20d12 (120)�
20�
20�
19�
20�
12�
20�
8�
19�
17.25�
18d10�
16 to 20�
3�
�
Wyrm�
8�
32//�
56// D�
23d12 (150)�
21�
21�
20�
21�
12�
21�
8�
20�
18.0�
20d10�
21+�
2�
�
Great Wyrm�
9�
32//�
60// D�
26d12 (169)�
22�
22�
21�
22�
12�
22�
8�
21�
18.75�
22d10�
21+�
1�
�



Table: Air Dragon Saving Throws and Resistances


(Do not add Attribute bonuses to the Saving Throws)





Age�
AC�
Death Magic �
Magic weapon�
Area Effect�
Poison�
Sys Shock�
Spiritual Power�
Sleep Charm�
Magic Resist.�
Damage Resistance�
Empathic Resist.�
�
Wyrmling�
6�
16�
16�
16�
14�
14�
14�
14�
5�
0�
25�
�
Very Young�
5�
14�
14�
14�
12�
12�
12�
12�
10�
0�
30�
�
Juvenile�
4�
14�
14�
14�
12�
12�
12�
12�
15�
1�
35�
�
Young Adult�
3�
12�
12�
12�
10�
10�
10�
10�
20�
1�
40�
�
Adult�
2�
12�
12�
12�
10�
10�
10�
10�
25�
2�
45�
�
Mature Adult�
1�
10�
10�
10�
8�
8�
8�
8�
30�
2�
50�
�
Old�
0�
10�
10�
10�
8�
8�
8�
8�
30�
3�
55�
�
Very Old�
-1�
8�
8�
8�
6�
6�
6�
6�
35�
3�
60�
�
Ancient�
-2�
8�
8�
8�
6�
6�
6�
6�
35�
4�
65�
�
Wyrm�
-3�
6�
6�
6�
4�
4�
4�
4�
40�
4�
70�
�
Great Wyrm�
-4�
6�
6�
6�
4�
4�
4�
4�
40�
5�
75�
�
�
Abyssal Dragon


Creature Type: Dragon (Spirit or Abyss)


Climate/Terrain: Shadowy caves and ruins


Organization: From eggs to Young Adult: 1d4 +1, from Young Adult to Great Wyrm: 1, 2, or mated pair with 1d4 + 1 offspring


Frequency: Extremely rare


Treasure: Normal – often a few items of great power or historical meaning


Alignment: Lawful with regards to structure





Racial Traits: 


Abyssal Dragons are the most mysterious of Dragon-kind. Far less is known about them than any other species, and they are much more rare than their kin. Some say they are not even of this world, and there may be some truth to this rumor.


	The Abyssal Dragon is said to represent the final element of the world – the spirit or soul. This may explain the elusiveness of these creatures, for they are as hard to glimpse as the spirit itself. From what has been said by those who have encountered these Dragons, they are a majestic race that has an eerie sense of foresight. They appear unpredictably and disappear just as fast, but many have come to believe that these Dragons walk the lands in cloaks of shadows, working towards unknown goals. Even other Dragons know surprisingly little about their dark kin, and it is unlikely that the truth of their nature will ever be fully revealed.


	Abyssal Dragons usually appear in times of great need or before a pivotal moment in history. For good or evil, these creatures help turn the tides of fate towards whatever shadowy goals they seek. They appear as noble and wise beings with a disturbing aura about them, perhaps caused by their often-accurate warnings of what is yet to come. In all cases, the appearance of an Abyssal Dragon is a cause for alarm, and fear usually walks in its footsteps even when its warnings prevent ill fate.


	In appearance, Abyssal Dragons are slender and a bit smaller than most of their kind. Their scales are black in color, though often flecked with green or purple. A pair of forward swept horns curves from their head, and their facial features are often gaunt with piercing eyes. Their underbellies and wing webbing are colored with shades of greens or purples.


	Abyssal Dragons can appear anywhere, but they are most often found in ancient ruins, forgotten crypts, or overgrown battlefields. They have deep interest in relics from the past, and the treasure they keep – weapons and items of lore – reflect this fact. They usually prefer to build their nests and raise their young in swampy areas, but few are those who have found the well-hidden lairs of these Dragons. It is assumed that Abyssal Dragons eat the plants and animals that live in their marshy realms since they have never been seen to attack towns or cities directly. 





Combat and Spell-like Abilities:





Breath weapon: A Line of black energy that deals damage and saps the soul. The Breath Weapon does the first damage listed and the victims DO NOT get a Save versus Area Effect for half damage. Anyone who takes damage from this attack must make a Save vs. Death Magic or suffer the additional Dark Energy Damage (DE), which is listed next to the normal damage. If anyone fails this Saving Throw, the Abyssal Dragon gains that many hitpoints immediately. The Abyssal Dragon can only gain hitpoints from a successful Dark Energy attack once per round. The breath weapon can be used once every 2d4 rounds.





Resistance to Death Magic: Abyssal Dragons are considered to always make their Save vs. Death Magic.





Blind fighting: Can fight in melee combat even in the deepest natural darkness. This skill takes the form of the Blind Fighting proficiency, with an effective two intensities per size class. 





Foresight: Abyssal Dragons have a +4 bonus to their initiative rolls and cannot be backstabbed or caught off guard in a surprise round. All simple traps, such as pits or snares, cannot fool Abyssal Dragons. This ability is gained once the Abyssal Dragon is Very Young.





Darkness: This power creates a shroud of gloom that encompasses a sphere of up to 100 feet in diameter, centered on the Dragon. This power creates a -4 BatCh penalty to all within the Darkness. Note that the Abyssal Dragon can see through its own Darkness without any penalties. This power lasts for 1 round per size category and costs 2 points of Body-Mind-Spirit. This ability is gained once the Abyssal Dragon is a Juvenile.





Word of Command: Sleep:  When these words of power are called upon, a single target who can hear the Dragon must make a Save vs. Sleep/Charm or fall into a comatose state for 1d4 rounds. This power costs 2 point of B-M-S. This ability is gained once the Abyssal Dragon is a Young Adult.





Twilight’s Call: When this power is activated, all enemies of the Dragon within 50 feet have their souls shifted partially into the realms of Shadow. Vision becomes blurred, edges dulled, and colors lost in a sea of dismal grey. Sounds become muffled, and there is a rushing noise of unseen winds - breezes that blow across the world at the edge of perception. 


The effects of this power are that foes fight at -2 to hit, and both hearing range and seeing range are cut in half. Note that the shift into the Shadows is always brings about brief, horrific images of Wraiths and Lost Souls, thus leaving all affected by this power helpless for the round after they enter the Shadows if they fail to make a Panic Check. Worse still, the Shadows are as frigid as a grave, and all affected by this power take 1d6 points of cold damage per round. This power lasts 1 round per size category of the Dragon and costs 4 points of B-M-S.  This ability is gained once the Abyssal Dragon is an Adult.





Word of Command: Terror:  This powerful phrase causes horrible fear in its victims. Once cast, a single target that can hear the Dragon must make a Save vs. Spiritual Power with a -2 penalty or go insane with fear for the duration of the spell. Victims of this power will either: run away from the Dragon, run around aimlessly while screaming, stand motionless with terror, or beg the Dragon for mercy while offering it gifts and loyalty. Determine the results randomly by rolling a d4. This power lasts for 2d4 rounds and costs 4 points of Body-Mind-Spirit. This ability is gained once the Abyssal Dragon is a Mature Adult.





Open World Gate: This power allows the Dragon to open a temporary rift from the current location to some other plane of existence. While the Dragon cannot use this power to breach the gates of Heaven or Hell, almost every world, plane, or sphere is accessible. Unlike other Dragons, an Old Abyssal Dragon has an innate knowledge of the planes and automatically knows how to travel to any plane of existence. Typically, an Abyssal Dragon will feel called to the world in greatest need (if good) or the world richest in strife (if evil). When using this power, only the Dragon and any persons or objects touching the Dragon are transported. This power uses only 10 points of B-M-S and takes 1 turn to activate.





�
Table: Abyssal Dragon Basic Stats





Age�
Size�
Run�
Fly�
HD (Avg HP)�
STR�
INT�
WIS�
CON�
DEX�
CHA�
COM�
FAI�
B/M/S�
Breath Weapon�
EL�
BAtCh�
�
Wyrmling�
3�
6//�
18// C�
4d12 (26)�
11�
10�
13�
10�
11�
10�
8�
13�
10.75�
1d8 (DE: 3)�
1 to 3�
13�
�
Very Young�
4�
8//�
24// C�
5d12 (33)�
12�
11�
14�
11�
11�
11�
8�
14�
11.5�
2d8 (DE: 5)�
4 to 6�
12�
�
Juvenile�
5�
10//�
28// C�
7d12 (46)�
13�
12�
15�
12�
11�
12�
8�
15�
12.25�
3d8 (DE: 7)�
4 to 6�
11�
�
Young Adult�
5�
14//�
32// C�
8d12 (52)�
14�
13�
16�
13�
11�
13�
8�
16�
13.0�
4d8 (DE: 9)�
7 to 9�
10�
�
Adult�
6�
18//�
36// C�
10d12 (65)�
16�
14�
17�
15�
11�
14�
8�
17�
14.0�
5d8 (DE: 11)�
7 to 9�
8�
�
Mature Adult�
6�
24//�
40// C�
12d12 (78)�
17�
15�
18�
16�
11�
15�
8�
18�
14.75�
6d8 (DE: 14)�
10 to 15�
7�
�
Old�
7�
28//�
44// C�
14d12 (91)�
18�
16�
19�
17�
11�
16�
8�
19�
15.5�
7d8 (DE: 16)�
10 to 15�
6�
�
Very Old�
7�
32//�
48// D�
17d12 (111)�
20�
17�
20�
19�
11�
17�
8�
20�
16.5�
8d8 (DE: 18)�
16 to 20�
4�
�
Ancient�
8�
32//�
52// D�
20d12 (120)�
21�
18�
21�
20�
11�
18�
8�
21�
17.25�
9d8 (DE: 20)�
16 to 20�
3�
�
Wyrm�
8�
32//�
56// D�
23d12 (150)�
22�
19�
22�
21�
11�
19�
8�
22�
18.0�
10d8 (DE: 23)�
21+�
2�
�
Great Wyrm�
9�
32//�
60// D�
26d12 (169)�
23�
20�
23�
22�
11�
20�
8�
23�
18.75�
11d8 (DE: 25)�
21+�
1�
�



Table: Abyssal Dragon Saving Throws and Resistances


(Do not add Attribute bonuses to the Saving Throws)





Age�
AC�
Death Magic �
Magic weapon�
Area Effect�
Poison�
Sys Shock�
Spiritual Power�
Sleep Charm�
Magic Resist.�
Damage Resistance�
Empathic Resist.�
�
Wyrmling�
6�
Na�
16�
16�
14�
14�
14�
14�
5�
0�
30�
�
Very Young�
5�
Na�
14�
14�
12�
12�
12�
12�
10�
0�
35�
�
Juvenile�
4�
Na�
14�
14�
12�
12�
12�
12�
15�
1�
40�
�
Young Adult�
3�
Na�
12�
12�
10�
10�
10�
10�
20�
1�
45�
�
Adult�
2�
Na�
12�
12�
10�
10�
10�
10�
25�
2�
50�
�
Mature Adult�
1�
Na�
10�
10�
8�
8�
8�
8�
30�
2�
55�
�
Old�
0�
Na�
10�
10�
8�
8�
8�
8�
30�
3�
60�
�
Very Old�
-1�
Na�
8�
8�
6�
6�
6�
6�
35�
3�
65�
�
Ancient�
-2�
Na�
8�
8�
6�
6�
6�
6�
35�
4�
70�
�
Wyrm�
-3�
Na�
6�
6�
4�
4�
4�
4�
40�
4�
75�
�
Great Wyrm�
-4�
Na�
6�
6�
4�
4�
4�
4�
40�
5�
80�
�
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