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be greatest scholar of draconic mysteries on the
. Sword Csast looked out over the walls of Baldir's
Gate toward the.Sea of Swords and the setting

sun. He thought to bimself, “At-last; a moment’s peace Srom the
incessant woice that keeps}-ammering at the back of my skull?

“Master Velsaert, if I may, I bave another question about the
Dracorage;” spoke a bigh-pitched whine of a voice.

“Blast! There it is again,” he sighed.

With a barely controlled snarl, p!amred sver with a smile,

Q uillfeather, late of Trwilight Hall.
“dh yes, Master Baltron, what a surprise. Tow've been bere,
what, nearly a ride now? And yet we still haven't begun to ex-
haust your store of questions, apparently. I do believe Pve come to
understand why the wise leaders of Those Who Harp thought to
send you here to further your studies. Please proceed”
Almost without thinking, the Balduran loremaster immediately
tuned out the intricate and thoroughly irrelevant question that
followed, perceiving little more than a rapid [fire Burst of high
pitched squealing. How many apprentices had he had over the
years? What was it about this one that irritated him so? Baltron's
mission was a noble one, 1o review and analyze'all available lore
regarding the Dracorage so that the Harpers might know how to
proceed. in the face of reporis of spreading madness among the
continent’s great dragons. And yet, there was something so insistent,
so demanding about Baltror's questions that Felsaert could bavely
contain his frustration. Couldr't the bookish young buman accept
that Faerin's great wyrms simply succumbed to madness from
time to time, no matter bow noble they might otherwise be?
“Arrgh!” Velsaert screamed in [rustration, rending the
soft meat between his claws into a bloody pulp. “Get out of my
head”” :

the great sage turned around fogreet his latest apprentice, Baltron

This book gives-you everything you need to make dragons a
focal point of your, FORGOTTEN Rrearms” campaign. Dragons
are the embodiment of all that is the DuxgEONs & DRaGONS®
game, and an epic confrontation with a powerful dragon is the
highpoint of many campaigns. Dragons are an integral part of
life in Faertn, and their depredations and intrigues play a great
role in shaping its history. ]

Using this Book

This book is of benefit to players and DMs who wish to play a
dracocentric campaign or even just a dracocentric character in
Faertn, | : .

Chapter 1: True Dragons of the World. This chapter details
the history of dragonkind and integrates the Dragonfall War
(introduced in Races of the Dragon) into Faern. It then details
a sampling of powerful wyrms and their younger kin, focusing
on their intrigues and entanglements in recent years (including
the Year of Rogue Dragons). DMs can draw general inspiration
ot specific foes from this chapter, while players can find draconic
patrons and learn what their knowledge of draconic lore has
taught them. | !

Chapter 2: The Cult of the Dragon. This chapter details
the Followers of the Scaly Way, legendary creators of Faeran’s
powerful dracoliches, who instigated the Rage of Dragons that
beset Faertin in the Year of Rogue Dragons (1373 DR). Players of
power-hungry evil characters can tie their history to the Dragon
Cult, while DMs can use the group as sinister Opponents of a
good-aligned group. This chapter also includes an adventure for
mid-level PCs, ;

Chapter 3: Tyranny of the Dragon Queen. This chapter details
the Church of Tiamat, followers of the ascendant Dragon Queen,
who overthrew the last god-king of Unther and now seeks to
rule the South in his stead. This chapter also updates the-state
of affairs in Threskel and Unther. Players of dragon-loving evil
characters can tie their history to the Dragon Queen’s faith, while

DM:s can use the group as powerful opponents of & good-aligned.

group. This chapter also includes a high-level adventure.

b}
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Chapter 4: Orders of Dragonkind. This chapter details six
dragon-focused organizations of varying alignments. Players

can associate their character with groups such as the Blood

of Moruemé, the Church of Tchazzar, the Confluence, House
Orogoth, the Sisters of Essembra, or the Talons of Justice, while
DMs can use diametrically opposed groups as draconic-themed

. foes. This chapter also summarizes rules for playing some more

unorthodox player character races of the half-dragon variety and
gives details for those seeking to worship draconic deities.
Chapter §: Dragon Lairs. This chapter details a variety of
dragon-related challenges, including new dragon-related monsters
and traps and hazards commonly encountered in dragon lairs.
Chapter 6: Dragon-Related Spells. This chapter details a
variety of new spells. Some are useful to PCs battling dragons,
while others are useful to DMs pitting dragons against their play-
ers’ characters. This chapter includes several epic spells as well,
including the epic spell responsible for the Rage of Dragons.
Chapter 7: Magic Items. This chapter details,new magic to
help characters battle dragons as well as fitting rewards for dragon
slayers who manage to plunder a dragon’s hoard. This chapter also

includes a discussion on the consequences of releasing historical”

artifacts into the modern age.

Chapter 8: New Dragons. Here you'll find descriptions of
three new dragon varieties—mercury, steel, and mist—presented
in the classic Monster Mannual format, with statistics and rules
text updated to reflect the v.3.5 version of the D&D game.

the bracocentric

L] -
cam P Ql (g'Q_
Dragons can play a central role in a FORGOTTEN REALMS cam-
paign in a variety of fashions. If some or all of the players are
descended from dragons (such as draconic creatures, half-dragons,
or creattires with certain sorcerous bloodlines) or aspire to become
part dragon (by taking the dragon disciple prestige class) or serve
one or more dragons (by taking one of the various prestige classes
found in Draconomicon, by joining a dragon-ruled organization,
or by simply pledging themselves to serve a particular dragen),
then the campaign can revolve around their ties to dxagonkind

and the conflicts and intrigues thus entailed.

Alternatively, dragons are well suited to play the role of promi-
nent opponents in a Realms-based campaign. Such campaigns
might focus on a specific, powerful wyrm such as Iryklathagra,
Dragon Q ysara of Shoon, and the countless historical threads

the tie into her plots and schemes. Such campaigns might also-

focus on a group of dragen-oriented villains such as the Church
of Tiamat or the Cult of the Dragon or a dragon clan, such as
the Blood of Morueme or House Orogoth.

The rage of bragons

The Year. of the Rogue Dragons trilogy (The Rage, The Rite,
and The Ruin) by Richard Lee Byers, as well as Byers's Q ueen
of the Depths, his short story, “Traitors™in Realms of the Elves,
and the anthologies Realms of the Dragons and Realbms of the
Dragans 11, collectively tell a tale of the greatest peril to all

living creatures of Faertn, a tale roo::.d deep in the arcane
my:.tEI'IEE of the past,
Thousands of years ago, before the Reign of Giants and

" Elven Crown Wars, Faertin lived in the Time of the Dragons,

o

an age when dragons ruled with impunity over all the lesser
races (“meat”). The elves in particular chafed under the yoke
of the dragons and sought a way to free themselves from their
oppression. After years of secret research in the frozen north of
Faeriin and exteiisive debate about the costs and risks, the elves
weaved the Dracorage mythal®, a permanent crafting of elven
high magic and one of the most powerful spells ever woven into
the Weave. This epic spell made it impossible for dragonkind
to continue its collective dominion of Faerun. The Dracorage
mythal caused all dragons (including those of type dragon and
creatures with the dragonblaod subtype) to become reckless and
run amok across their lands, slaughtering their young and vas-
sals, and destroying all in their wake, but it also gave the Fair
Folk the opportunity to break free of dragon rule, marking the
denouement of the Reign of Dragons. ' .

As a result of this ancient curse, dragons have periodically gone
berserk, rampaging across the Realms. Like some sort of disease,
the so-called Dracorage (sometimes known as the Dragon Rage
or simply the Rage) lays dormant, erupting forth every several
decades or even few centuries—an event seemingly associated
with the reappearance of the King-Killer Star (actually a bright
red comet that winks like a baleful nyc)—tu infect dragons for
several tendays at a time.

The intensity, breadth, and duration of a Dracorage has his-
torically depended on the astrological position of the King-Killer
Star. As a result, sometimes the effects of the Dracorage have
been localized, leading to a so-called “flight of dragons.” The
most recent Flight of Dragons occurred in the Year of the Worm
(1356 DR) and resulted in the destruction of cities and deaths of
thousands across the Moonsea, Dalelands, Cormyr, and beyond.
At other times (approximately every 300 years, but recorded
intervals have ranged from 100 to 700 years), the Dracorage has
affected all Faeriin, precipitating a full-blown Rage of Dragons.
The last true Rage of Dragons precipitated by the King-Killer
Star occurred in the Year of the Dracorage (1018 DR).

-T]'l.ﬁ DFO.COTO‘;'G (:Qmpaign

The most recent Rage of Dragons occurred prematurely in the
Year of Rogue Dragons (1373 DR) as a result of the manipula-
tions of the mighty lich and leader of the Cult of the Dragon,
Sammaster, and not the wanderings of the King-Killer Star
across the heavens. ;
The premature eruption of the Dracorage allows DMs to in-
troduce this continent-spaniling event into a campaign set roughly
in the current timeframe. (Other than a less appropriate year
name, there is little reason why Sammaster’s Dracorage could not
have unfolded the year before or the year after the Year of Rogue
Dragons, if that works better for your campaign.) A Dracor-
age campaign revolves around a period of aberrant behavior by

Faern’s greatwyrms. Like all periods of transition, 2 dramatic’

change in the status quo unleashes a period of change that can

in turn precipitate all manner of adventures. For example, the

——
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PCs might be directly involved in unraveling the secrets behind ‘xr;r d
Sammaster’s Dracorage, as the heroes do in the Tear of” Rogue hoj- YOU Nee TO pl()ll] !
Dragons trilogy, or they might focus more on the consequences of - You need .the three D&D core rulebooks—Player’s Handbook ~
a particular dragon awakening from a long sleep or abandoning its  (PH), Dungeon Master’s Guide (DMG), and Monster Mannal [
- (MM )—plus the ForcoTTEN REALMS Campaign Setting (FRCS) we

' responsibili- -
ties as it suc- and Draconomicon (Dra) to make the best use of Dragons of -
cumbs to the Faeriin. , L |

Several other books are referenced herein. In many cases,

this reference is in the form of a superscript abbre-

viation of the book’s title, which is racked

onto the end of the name of a spell,

monster, or some other game

element. The books (including

some of those mentioned e
above) and their abbrevia-

Dracorage. The novel

K ueen of the Depths
by Richard Lee Byers
! gives a good example
of what this type of
Dracorage campaign
might look like.

0 TUE ni no tions, when applicable, are
\ f _l_h 2 . as follows: Book of Ex-
_; o € grea alted Deeds (BoED),
f C llj Cl e Book of File Darkness
r £ 1
As discussed in Chapter 1, the (f;" m’(cc:’f’? é‘f’.’ %
) Year of Rogue Dragons culminates in paane LiaTE LI
; 5 ey : of Splendors: Warer-
the unraveling of the Dracorage mythal deep (CS), CE ;
and marks the turning of the Great eep VJ;, X Jé»;f: g
Cycle. In the wake of Sammaster’s gﬁ ﬂf, & g;d,[ f _;J’ g
Dracorage (presumably in the Year G”:‘;gw;} ED:;GE’QI 5
of Lightning Storms [1374 DR], but I;”‘ -ELW*-Z H (3’ é-
again the exact year can be varied ;p:; E;EH' a; 3 ﬁ
as appropriate for the individual % d( r 'P?:' _ 52 g‘t f
campaign), no- barrier re- panae REBIIUES 4
; mains to the great Hapaboll BB T @ :
{ : Faiths and Pan- &
; theons (FP), Fiend 3
{ Folio (FF), Heroes of

Battle (HoB), Libris
Mortis (LM), Lords
of Darkness (1LD), Lost
Empires. of Faeriin
(LE), Lords of Mad-
ness (LM), Magic of

Faerdn (Mag), Monster

Manual IT (MMY2), Mon-
ster Manual 11T (MM3),
Monsters of Faerdin (Mon),
Player’s Guide to Faeriin
(PG), Races of the
Dragon (RD), Sand-
storm (San), Serpent
Kingdoms (SK), Shining
South (SS), Unapproach- &
able Eaqst (Una), and Un-
derdark (Und).
Throughout this book, an asterisk (*)
denotes a spell, feat, monster, or magic item
described elsewhere in the book. ;

F wyrms of Faertn reestablishing the

' Reign of Dragons over the Realms. A
post-Dracorage dracocentric campaign 15

f focused on what comes next. The PCs

! might get swept up in the resumption

of ‘the Dragonfall War between the fol-

lowers of Bahamut and the servitors of Tiamat, or they might

get involved in the machinations of a great wyrm such as

Alasklerbanbastos or Tchazzar who seeks to carve out

a new kingdom before rivals claim the terri-

tory for themselves. Re- .

gardless of their patron or _ 2l

motivation, the PCs A T - 5 -

might become ' = T

skilled dragon- e : - -_-__ S o

hunters, tracking — T e

down rival wyrms

and eliminating them

and the threat they pose.

——_-—'--'"’.'-—u_

Under the baleful gaze of the
King-Killer Star, the Rage of Dragons .
- sweeps over Faerdin
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his chapter lays out a history of dragonkind in

Faertin, discusses the varied. roles played by true

dragons, and details individual dragons, living
and undead, active in Faerin today.

History of D_ragonl{ind

Although dragons are powerful, long-lived creatures, draconic
history is little known even among the longest-lived members of
the race. Philosophers have speculated that the oral tradition of
draconic historians and the innate self-centeredness of dragonkind
have combined to undermine the
accumulation of a permanent
draconic histdrical record. In
fact, much of what is known
of the history of dragonkind
has been recorded by the Proud
Peoples (elves and dwarves),
but their decline has led to the
fragmentation of the historical
record, and the records that remain display a perspective that
reflects their creators’ biases regarding dragonkind.

Time of Dragons

In the wake of the Days of Thunder, dragons rose to rule Faertin.
Elven myth, recorded in the form of the Parwiccan Cycle, speaks
of the Tearfall, thought to refer to a rain of meteors that fell
from the sky. Some scholars interpret the ancient texts as sug-
gesting the meteors precipitated a dramatic climatic change,
which in turn sparked the rapid evolution of proto-dragons (lirtle
more than large lizards) into the varied forms of dragonkind
known today. Others claim that the meteors were in fact falling
dragon eggs, from which the varied races of dragonkind were
born into this world.

The Time of Dragons, also known as the Dawn Ages, began
circa —30,000 DR and lasted some six millennia. Individual
dragons and dragon clans ruled large swaths of territory and
battled with their rivals for control of the land, seas, and skies.

Great treasures lie beneath the slumbering forms of Faeriin's

majestic wyrms. Be thankful such boards occapy the dreams .
of dragonkind and leave them undisturbed, for when the

great dreamers awake fo thieving hands, all the wonders of

our world quickly fall to their wrath.

Year of Wild Magic (1372 DR)

RVE Dracers
EWJORLD

The dragons of this age were devout followers of the draconic
pantheon, and many wars of this period were fought over religious
issues. Over time, however, religious ferver waned, as philosophers
of different faiths came to the conclusion that the draconic deitics
» were not the guardians and protectors of dragonkind, because
they had allowed dragons to fight
such genocidal conflicts in their

that continued unabated was the
Dragonfall War®®, which pitted
the followers of Bahamut against
thie spawn of Tiamat.

During this period of devastat-
ing warfare among the dragons of
Faertin, isolated pockets of formerly dragon-ruled territory fell
under giant control. Over time, such giant-ruled kingdoms came
to threaten the hegemony of dragonkind, leading to'great battles
between giantruled kingdoms such as Darchar, Grunfesting,
Helligheim, Nedeheim, Ostoria, and Rangfjell, and dragon-ruled
realms such as Caesinmalsvir, Darastriverthicha, and Tharkrixg-
hontix. While Faertin’s dragons and giants battled for dominance
of Toril, the smaller humanoid races began to carve out their
own kingdoms. In one such instance, the Parwiccan Cycle speaks
of the descendants of Tintageer, now known as moon and gold
elves, who carved a realm from the northlands of Faerin by
defeating a red great wyrm named Mahatnartorian, Master of
the Mountains.

The Time of Dragons drew to an end with the dawning of
the Rage of Dragons. The High Mages of the Fair Folk hit upon
a plan that involved the creation of a high magic effect tied to
appearances of the King-Killer Star (also known as the King-
slayer Star among the Fair Folk) in the heavens. In an ancient

Velsaert of Baldur’s Gate
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citadel in the northernmost reaches of Faertn, they created the
Dracorage mythal, encompassing all Faerun and periodically driv-
ing Faeran’s wyrms to madness. The King-Killer Star appeared
in the heavens just often enough for the Dracorage mythal to
disrupt the dominance of the dragon race over the continent,
but not so often as to prevent the rise of humanoid kingdoms in
the inter-Rage periods.

underthe king-killer star

In the twenty-five millennia that followed, the collective power
of Faeron’s wyrms waxed and wared, but dragonkind never
reclaimed its absolute rule over Faeran. Every time individual
wyrms or dragon clans sought to reestablish their dominance
over large swaths of Faertin, either the lesser humanoid races
united to bring them down (see the Dragonmoots sidebar) or,
failing that, the King-Killer Star returned to drive them into
madness, destroy what they had wrought, and turn theém against
their own offspring. Only once did an allied group of dragons
come close to unraveling the Dracorage mythal, but the long-
forgotten wyrms of that day were turned aside by the sacrifice
of nearly the entire subrace of avariels, who mustered a great
crusade to fly north and defend the ancient citadel that housed
the Dracorage mythal capstone.

Although exceptions are recorded throughout history, in time
the majority of Faerin’s dragons came to occupy the niche of
top predator, not king: Notable exceptions include Anaglathos,
who ruled over Turmish for six years; Kisonraathiisar, who
ruled over Westgate until the Year of Bold Poachers (=349 DR);
Tchazzar, who ruled over Chessenta for nearly a century (and

has now returned); and Ylveraasahlisar the Rose Dragon, who »

ruled over Calimport for a century.
The last Rage of Dragons unleashed by the King-Killer Star

unfolded in the Year of the Dracorage (1018 DR). The last Flight

of Dragons occurred over the Dalelands and the Moonsea in the
Year of the Worm (1356 DR). 3 '

=
‘

“sung of when dwarves empty tankards. Of old, Dragonmoots
were “called” (by messenger-dwarves sent from one dwarf clan
to another) whenever the leader of a dwarf clan decided that
a particular dragon was too bothersome to be left alone any
longer and too powerful for a-clan to risk tackling alone.

* Most Dragonmoots involved two or threecdwarf clans,
the elders of all meeting to decide just how a specific dragon

_ would be fought, and how its hoard would be divided after

victory (and such forays almost always ended in victory). -

Adventurers from the ranks of the clan would be asked to
lead the attack, bolstered by the axes of old dwarves desiring
to die'in battle and the frightened strength of younglings
wanting to prove themselves worthy, in the eyes of their
clan, of becoming warriors.

Dragonmo ots '

The proud but now-vanishing tradition of Dragomnmts is much-

——
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Drugonfoll war

Although the Time of Dragons is long forgotten, even among
the most ancient of great wyrms, the ancient conflict between
Tiamat and Bahamut has continued, increasing and decreasing
in/ intensity over time, gradually subsuming other races and
cultures as well.

The last great era of conflict between the PI:ltmum Dragon.

and the Chromatic Dragon raged from —2087 DR to —1071 DR,
during the first millennium of the Untheric empire. Tiamat’s cult
was brought to Faertin (at least among humans) by the Mulan.
The clergy of Enlil preached that Tiamat was the Nemesis of
the Gods, and she was blamed by the god-kings for every setback
Unther experienced as it rose to greatness and then decayed over
the centuries. Tiamat battled an Untheric alias of Bahamut,
known as Marduk the Justice Bringer, time and again, but neither
wyrm could prevail.,

In -1,071 DR, the Untheric pantheon marched to war

against the deities of the orc pantheon in a cataclysmic conflict

that saw the death of many gods. During the final Battle of the
Gods, Tiamat launched a surprise attack against Gilgeam while
he battled Ilneval. The ever-vigilant Marduk intervened, killing
Tiamat before she could land a death blow against Gilgeam, but
at the cost of his own life,

In the wake of the Battle of the Gods, the Platinnm Dragon
was reduced to the rank of celestial paragon™®” (with divine
rank 1 if celestial paragons are considered demigods in your
campaign), and the Chromatic Dragon was reduced to the rank
of archfiend™"" (with divine rank 1 if archfiends are considered
demigods in your campaign). Marduk’s church vanished entirely,
his name remembered only as one of the Old Ones of Unther,
but Tiamat’s cult survived after a fashion. As Gilgeam grew
mereasingly tyrannical, the people of Unther never forgot the
Nemesis of the Gods zmd thcy nlcrc.ism[,ly turned to her in secret
for succor.

Clan elders encouraged Dragonmoots as occasions when
dwarf clans would meet, feast together, discuss trade, cast eyes
on eligible dwarves of other clans, and “take measure” of each
other (marking the likenesses and characters of important
dwarves for future diplomatic use). It took as many as seven
clans to defeat some wyrms, and more than one dragon rav-
aged those sent against it,

Dragonmoots began to fade when dwarves grew too few
to dare openly challenge dragons (except as members of
“crazed advénturing bands”), and certain clan elders grew
too suspicious of other dwarves, and of the risks of gathéring
anywhere, to enthusiastically support future moots. However,
several clans.reyived the old practice during the recent Rage
of Dragons, since the Thunder Blessing has increased the
ranks of their watriors.

!
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rollowers of the scaly way

TIn the Year of Fell Pearls (887 DR), a former Chosen of Mystra
named Sammaster became convinced that dead dragons would
one day rule Toril, a path he named the Scaly Way. Sammaster
created his first dracolich in the Year of Queen’s Tears (902
DR), and the ranks of the Cult of the Dragon soon swelled. In
the years that followed, Sammaster suffered a series of setbacks,
but the Cult of the Dragon continued to follow his teachings.
(Further details on the history of the Cult of the Dragon can
be found in Chapter 3.

After his last defeat in the Year of the Blacksnake (1285 DR),
the lich Sammaster returned to unlife once again thanks to the
magic of his phylactery. Once he did, however, Sammaster saw
little point in resuming command of the Followers of the Scaly
Way immediately, for he had tried that path before. The founder
of the Cult of the Dragon was frustrated by the inability of the
secret society, strong in magic but numerically weak, to stand
against its foes, and by the reluctance of many €vil dragons to
embrace his vision of a future when they, as undead dracoliches,
would rule supreme. Plainly, he needed a new strategy, and he
sought inspiration in ancient texts and places of power.

return of the pragon Queen

In the Year of the Bloodbird (1346 DR), after centuries of silence
from the Dragon Queen, the few remaining followers of the
Nemesis of the Gods successfully summoned an aspect of Tiamat
known as the Dark Lady to Unther, an event that had been her-
alded centuries before by Ochir Naal, prophet of Tiamat. Over
the next dozen years, the Dark Lady secretly fomented rebellion
throughout Unther, seeking to overthrow the hated Gilgeam, and
the ranks of her followers swelled once again (elevating her to
the rank of demigod).

Unknown to her followers in Unther, the Dragon Queen had
her own reasons for finally answering their prayers. While the
Church of Tiamat grew in opposition to the despotic rule of Gil-
geam, the Dragon Queen turned her baleful gaze to Sammaster’s
studies, in which she saw suggestions of mad gemus. Through
subtle hints and divinely inspired bursts of intuition, Tiamat
helped Sammaster rediscover the secrets of the Dracorage mythal
without revealing to him that his discoveries were shaped by the
claws of a dark god. In time, roaming the Moonsea region and
the Cold Lands in disguise, Sammaster discovered the existence
of the Dracorage mythal and its secrets. As Tiamat had hoped,
he set about harnessing the power of the Dracorage for his own
ends.

Time of Troubles
In the Year of Shadows (1358 DR), the Avatar Crisis forced the
gods of Toril to walk among their followers in mortal form, upset-

.ting many divine machinations, including those of the Dragon

Queen. During the Time of Troubles, Gilgeam destroyed Tiamat,
seemingly ending her threat to his efernal rule. In truth, however,
Tiamat’s essence was splintered among three powerful dragons
in the region. The largest of the three, Tchazzar, consumed'the
other two, therefore meeting the conditions the Dragon Queen
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had laid down in advance. Tchazzar was thereb\ transformed
into Tiamat anew.

" The Fall of the Gods also returned Bahamut to the land
in avatar form for the first time since the death of Marduk.
During his sojourn on Faertun, the Platinum Dragon caught
wind of Tiamat’s brewing plots, which presaged a resumption of
the Dragonfall War,

rise of the Dragon K’ingr

In the Year of Serpent (1359 DR), Gareth Dragonsbane, future
king of Damara, and his adventuring companions returned from
an expedition to the Abyss, having stolen the #and of Orcus,
shattered- it in the blood of an avatar of Tiamat (checking her
plans once again), and returned to Damara with the blessing of
Bahamut. Gareth brought with him the Tree-Gem, which, once
planted, represented Bahamut’s covenant to protect Damara
against the influence of demons as long as the kingdom 6f Damara
allied itself with the forces of good. In so doing, Gareth brought to
Damara a measure of peace and freedom from demonic meddling
that the rest of the Demonlands has never experienced.

" As Bahamut had hoped, the planting of the Tree-Gem sparked
renewed interest in his teachings among the nondragon races. In

‘the years that followed, good-aligned mortals across Faertn heard

the Call of Bahamut, and many pledged themselves to the service
of the Platinum Dragon. The elite became platinum knights®=

or vassals of Bahamut®FP, Some of those who were called by

Bahamut chose to undergo the Rite. of Rebirth, transforming
themselves into a long-forgotten race known as the dragonborn®”.
As the ranks of his followers swelled, Bahamut rose in power,
assuming the rank of lesser deity once again, while Tiamat did
the same. '

The planting of Bahamut’s Tree-Gem also drew the attention
of the Dragon Queen. In response, Tiamat dispatched an avatar
to Castle Perilous in the cold wastelands of Vaasa. Scores of
chromatic dragons heeded her call and descended on the ruined
fortress.-With their participation, the Dragon Queen initiated
a massive breeding program, creating all manner of spawn of
Tiama, horrifying monstrosities that had not been seen in Toril
since the Battle of the Gods. The spawn of Tiamat then spread far
and wide. (Several varieties of spawn of Tiamat are presented in
Monster Manual IV Two new ones—the bluespwan stoneglider
and the rédspawn birther—are in this book.)

vear of Rogue pragons

In the Year of Rogue Dragons (1373 DR], Sammaster finally
completed his transformation of the Dracorage mythal, tying
his phylactery to the chamber that served as the capstone of the
ancient Dracorage mythal o that the mythal’s effects were no
longer constrained by the appearance of the King-Killer Star
in the heavens, but linked instead to his own life force. Only
dracoliches would remain unaffected by Sammaster’s endless,
ever-intensifying Dracorage, and wyrms of every species would
have to ally themselves with the Cult and accept transformation
into the form of a Sacred One, or suffer permanent madness.
The lich then set about reasserting his control over individual
Cult of the Dragon cells across Faerin. From the isle of Tan in
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the Pirate Isles to Dragonback Mountain, northernmost peak
of the Riders to the Sky mountains, Cult members transformed

their secret strongholds into laboratories in which dozens if not

hundreds of dragons could be transformed into dracoliches in a
short period of time.

As the Rage of Dragons spread and worsened, chromatic
dragons across Faertin either succumbed to its effects and turned
on whoever crossed their path or desperately embraced the
Dragon Cult as an alternative. Rampaging wyrms wreaked great
destruction across Faertn, from A¥arem to Calimport and from
Asavir’s Channel to the Tannath Mountains, but Sammaster’s
guiding hand focused their destruction on Damara, Impiltur,
Narfell, Sossal, Vaasa, and the Cold Lands north of the Moon-
sea. Communities such as Bloodstone Pass, the Monastery of the
Yellow Rose, Uluvin, and Ylraphon were destroyed or nearly so
by dragons who succumbed to madness, and other groups, such as
the Thousand Fists orc tribe of the Nether Mountains and the
navies of Cimbar and Soorenar, were decimated by the dragons’
wrath,

Lareth, sovereign of the gold dragons, called for a great
council in the Galena Mountains, where he unveiled his plan
for all the metallic dragons to enter a magical slumber until the
Dracorage subsided, as his kind had done time and ﬂgaiﬁ. {(While
many clder metallic dragons had the magical ability to flee to
another plane, due to long-standing draconic traditions regarding
territorial claims, they did not do so, fearing the effect of “aban-
doning” territory on the Material Plane to their hated chromatic
cousins.)Although many wyrms agreed with the King of Justice,
a few rebels rejected this approach, maintaining (thanks to subtle

hints from the Lord of the North Wind) that this episode of «

Dracorage was like no other and would last forever. Displaying the
first tinges of madness, Lareth threatened to use his minions to
coerce or destroy any dragon who resisted. In time, the great gold
wyrm Tamarand, second only to Lareth, was forced to destroy
the King of Justice, but he refused the mantle of royalty.

Only the gem dragons largely escaped the effects of the’

Dracoragg, for they had the power (and the willingness) to flee
to the Inner Planes for however long it lasted. However, a few
waited too long and succumbed to the effects of the Dracorage
as well. !

As Sammaster’s plot unfolded with astonishing swiftness,
a group of heroes led by Dorn Graybrook (CN male half-iron
golem™™* [augmented Vaasan human] fighter 10/ranger 3) and
Karasendrieth (CG female adult song dragon sorcerer 3/bard 2)
worked to unravel the effects of Sammaster’s Art. In locales such
as the Gray Forest, the Monastery of the Yellow Rose, North-
keep, and Thar, the heroes retraced Sammaster’s path, seeking
the lore first found by the lich that allowed him to manipulate
the Dracorage mythal.

Eventually, the allies discovered how to counter the Dracor-
age mythal (using the ‘spell abate Dracorage™) and turned their
efforts toward finding the Dracorage mythal’s capstone. Their
search led them to a lost elf city in the Novularond Mountains
in the heart of the Great Glacier and from there, through a
portal, to the ancient citadel in the northernmost reaches of
Faertn in which the mythal had been raised millennia ago.
After a great battle with Sammaster and His summoned planar

10

dragon allies, the heroes prevailed, destroying the lich, his
phylactery, and the Dracorage mythal once and for-all, thereby
forever ending the magical madness that had long afflicted the
dragons of Faertin.

rurning of the great cycle.

In the wake of Sammaster’s Rage of Dragons, Faertin’s Wyrms

returned to their lairs, greatly reduced in number. Many had died
unleashing orgies of destruction on the lesser races of Faertin.
Others had embraced dracolichdom, and some now found them-
selves magically beholden to the Dragon Cult’s Wearers of Purple.
Few among the dragonkind races realized that Tiamat had sct in

‘motion the events that led to the destruction of the Dracorage

mythal, but word quickly spread that Sammaster and the Cult
were behind the most recent rage (thanks to skilled rumormon-
gering by both the Harpers and the Church of Tiamat). Even
fewer realized the end of the Dracorage marked the Turning of
the Great Cycle, the long-foretold resumption of religious feryor
among dragonkind. ’

In the Year of Lightning Storms (1374 DR) Faertn was
beset by great lightning strikes the length and breadth of the
continent. At least some of those lightning strikes marked the
impact points of an unusual year-long rain of meteors. In a
series of visions, Bahamut and Tiamat instructed their respec-
tive followers to seck out such sites, for each contained some
form of draconic egg within. In the months that followed,
the Church of Tiamat recovered more than half of the eggs
of the latest Tearfall and brought them back to the Altar of
Scales in Unthalass in preparation for the looming war. The
rest were lost, hatched on their own, or recovered by followers
of Bahamut.

Now, with Faerin still reeling from the aftereffects of
Sammaster’s rage, the Dragonfall War threatens to erupt anew,
pitting the followers of Bahamur and Tiamat against each other
in an ancient holy war last fought centuries ago, while the Church
of Tiamat and the Wearers of Purple struggle for control of
Sammaster’s legacy.

Dragon Roles

Dragons are skilled, fearsome predators capable of devastating
attacks and able to withstand all but the most grievous wounds.
Even the youngest dragons are elite predators, capable of preying
on most creatures in Faertn today. By adulthood, most wyrms are
nigh undefeatable, threatened only by other dragons or powerful
adventurers armed with magic and luck.

While some dragons use their natural cunning, physical prow-
ess, and magical abilities simply to stay atop the food chain, many
dragons are much more than “just” monsters. Scholars of dragon-
kind divide dragons into two camps: predators and schemers. The
former are considered quantifiable, albeit extremely dangerous,
threats to humanoid societies, while the latter represent a wide
range of possible threats with the potential for wildly outsized
influence on the shape of Toril today. In game terms, predator
dragons are powerful or even epic adversaries in a single contest,
while scheming dragons shape entire campaigns, interacting
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with the PCs-nitially through their minions and eventually in
multilayered plots.

Predators oscillate between two basic states: hunter and sleeper.
Predatory wyrms spend the bulk of their days sleeping atop
their hoards, reducing the number of dragons who are hunting
concurrently. Some sages believe that something about dragon
physiology causes the larger wyrms to awake at different times,
minimizing the disruption to the ecosystem that multiple wyrms
could inflict. If this is indeed the case, then something in the
magic of the Dracorage mythal must artificially adjust such sleep
patterns so that multiple wyrms awake simultaneously prior toa
Rage or Flight of Dragons. Arauthator (page 42), Arveiaturace
(page 17), and Klauth (FRCS 167) are elite examples of preda-
tory Wyrms.

Schemers, on the other hand, have unique, individnal goals and
hence exhibit all manner of behaviors. Most seck to manipulate
the lesser races and their fellows to serve their own ends. The
goals of scheming dragons can often be categorized as one or
more of the following: hoard-building, encouraging personal wor-
ship, preserving the status quo, fear-mongering, power-seeking,
lore-seeking, or observing. Astute sages have noted that each of
these categories is associated with a general draconic trait, but
individual dragons sometimes evince a stronger expression of one
or more particular traits than the norm.

Hoard-building dragons are focused primarily on the acquisi-
tion of wealth. Whereas most dragons are content to simply seize
treasure from those they slay, hoard-building dragons employ all
manner of unusual schemes to acquire coins, gems, and items of
magic, from outright theft to extortion to running their own
businesses. For example, Ganlauntyr the Thief Dragon spends
her days stealing gems and food (chicfly exotic cheeses), while
Iryklathagra extorts a percentage of Amn’ annual tax receipts
from the Council of Six, and Lhammaruntosz runs a Sword
Coast merchant shipping fleet. \

Although some dragons encourage lesser races to worship them
in a cynical ploy to increase their power, most wyrms who build
cults of followers have a strong streak of narcissism and believe

themselves equal to the gods. For example, Augaurath, a female
mature adult white dragon of Anauroch’s High Ice, commands
the worship of nearby yeti, winter wolves, and semisentient
remorhaz. Likewise, Ghaulantatra has established a small eult
among the Sandskull orc tribe in the Fallen Lands, and Maughry-
sear, a female ancient red dragon better known as “Flashburn,”
is worshiped by a tribe of monastic orcs from the High Moor.
The Dragonclaws, as members of the tribe have taken to calling
themselves, have transformed an ancient Ammarindan citadel
in the southern Graypeaks overlooking the High Moor into a
fortified monastery dedicated to the veneration of Maughrysear.
Elite members of the order train as monks and then take the
initiate of the draconic mysteries™ prestige class.

Due to their extended life spans, dragons who reach their prime
often witness the rise and fall of empires and the transformation
of the natural world. In response, some wyrms seek to maintain
some measure of the status quo, despite the passage of time. For
example, Aerosclughpalar, better known as “Gildenfire,” once
sought to “preserve” the High Forest by preventing the spread
of forest fires. '

Most dragons have an unsettling presence that induces fear in
most of the lesser races. A few evil dragons seem to feed off such
fear, literally gaining sustenance from terrifying other sentient

‘beings. Many dragons of this type adopt the bloodscaled fury”™

prestige class and lead brief (by draconic standards) but bloody
lives. One long-surviving exception is Jaxanaedegor (LE male
vampiric™* very old green dragon), who claims most of Threskel
as his domain and draws strength by terrorizing the inhabitants

of surrounding communities.

Most dragons claim domains, ranging in size from the immedi-
ate environs of their lair to the entirety of the Sword Coast, but
few attempt to enforce their will outside the ranks of dragonkind,
blithely ignoring the implicit challenge to their dominion posed
by settlements of lesser races, no matter how powerful, that lie
within their territories. In the tradition of ancient draconic kings,
a few dragons seek absolute power in their demesne, demanding
fealty from every living or undead creature in their territory.

planar pragons of the great Tree

- The planar coan:tology of Abeir-Toril is unique, arranged like a
 great tree:with many branches. All varieties of epic and planar
dragons detailed in Draconomicon and Epic Level Handbook
arc found in Dragon Eyrie, but many are not uncommon on
other planes as well, as noted below.
, Battle Dragons: Arvandor, Dragon Eyrie, House of the
Triad Warrior’s-Rest.

Chaos Dragons: Abyss, Arvandor, Bnghtwater, Dragen !

_ Eyrie, Gates of the Moo, Supremc Throne, Warrior’s Rest.
Ethereal Dragons: Dragon Eyrie, Ethereal Plane,
Porce Dragons: Dragon Eyrie.
Howling Dragons: Dragon Eyrle, Fury s Heart, Supreme
Throrte.
Oceanus Dragons: Arvandor, Dragon Eyrie, Gates of the
Moon, Heliopolis, Warrior’s Rest. :

*

Prismatic Dragons: Dragon Eyric.

Pyroclastic Dragons: Dragon Eyrie, Fury’s Heart.

Radiant Dragons: Dragon Eyrie, House of the Trlacl House
of Nature. :

Rust Dragons: Barrens of Doom and Despair, Clangor,
Dragon Eyrie, Hammergrim, Nishrek.

* Shadow Dragons: Dragon Eyrie, Plane of Shadow.

Styx Dragons: River of Blood (Abyss, Barrens of Doom
and Despair, Bloed Rift, Clangor, Fated Depths, Fury’s Heart,
Hammergrim, Nine Hells, Nishrek).

- Tarterian Dragons: Dragon Eyrie, Deep Caverns.

With the exception of shadow dragons, planar dragons rarely
if ever make their homes in Toril. :
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Some such wyrms even claim the thrones of lesser creatures. For
example, Alasklerbanbastos, the Great Bone Wyrm of Dragonback

Mountain, is actively seeking to rule Chessenta, Threskel, and:

Unther, while Tchazzar has returned claim to the same territories
as well. Likewise, Mithbarazak regularly occupied the throne of
Tltkazar, at least until his recent abduction, and Valamaradace
rules the lands around Everlund from her throne at the heart
of the Floatipg: Mountain.

For some dragons, the twin urges to acquire hoards and
advance their mastery of the Art combine to form a powerful
craving for lore. Some, such as Daurgothoth, “The Creeping
Doom,” seek to master new forms of magic, while others, such as
Olothontor, the Minstrel Wyrm, delight in the endless possibilities
of musical expression. Thalagyrt, known as Old Lord Memory,
collects actual memories from other sentient creatures.

Although most dragons spend much of their lives dozing
atop a bed of coins and jewels, few can afford to remain ignorant
about events in the territories surrounding their lairs that might
prompt a band of powerful adventurers to go “dragon hunting” A
few dragons become consumed with events in surrounding lands.
Some, such as Nymmurh, the Wyrm Who Watches, focus on a
single bloodline and follow the family for generations. Others
become obsessed with a particular settlement, such as the interest
Claugiyliamatar evinces for the City of Splendors.

TCUE Df(l‘g‘O[lS

Although Toril is home to many races of dragonkind, the chil-

dren of Io are dominated by the true dragon subraces, most of
which fall in one of four categories: chromatic, gem, metallic, and
undead. Chromatic dragons include such varieties as black, blue,
brown™*", green, red, and white dragons. Gem dragons*™* include
such varieties as amethyst, crystal, emerald, sapphire, and topaz

dragons. Metallics include such varieties as brass, bronze, copper,

gold, mercury*, silver, and steel” dragons. Other living varieties.

include dcep dragons™, fang dragons™°*P=, mist dragons®, sand
dragons™”, song dragons™™, and rattelyrs*S.

aerosclughpalar, “glldenflre”

N male old gold dragon
Guarded like a dr agon’s hoard, a forest doth expire.
LJ)‘E' reborn and enduring, is wrought by gilded fire.
parable entitled “By Gilded Fire”
attributed to Mintiper Moonsilver,
Year of the Moonfall (1344 DR)

Born in the Year of the Burning Tree (890 DR), Acrosclughpalar
has now entered his prime, with swept-back twin horns, twin frills
adorning his long neck, and catfishlike whiskers common to gold
dragons. His golden scales are tinted with green-gray lichen, and
his pupils have faded to resemble liquid emeralds.

Hoard: Gildenfire’s hoard is barely recognizable as such, for he
truly cherishes the High Forest in its entirety. Nevertheless, the

Druid Dragon has established eight “treasure caches” throughout

the great northern woods. Each cache consists of a grove of weir
trees, a highly prized species that is now’quite rare, carefully

shaped over the centuries into living sculptures of dragons of
yore. Lingering enchantments (akin to dancing lights) placed by
Gildénfire cause these weir trees to flicker with dancing balls of
light, leading some travelers to mistakenly conclude such groves
are inhabited by will o’ wisps. Gildenfire’s groves are warded
against interlopers (with various symbols and gfyphs), -but those

of pure heart (good or at least non-evil alignment) can wander,

through them unhindered.

At the center of each grove lies a single tree fashioned of gold,
silver, or some other precious metal and cloaked in a permanent
if{usion to resemble a living weir tree: Such trees are typically
worth more than 20,000 gp in precious metal alone, and some

‘have one or more magic items encased in their trunks. Those

items include amber acorns of the Moonwood Circle®, Azlaer’s
harp™#, golden orb of Siluvanede'®, armor of dragonshape™™
(green), haircloth mantle of Tappan (mantle of giant strength +4),
scroll of control weather, creeping doom, and summon nature’s
ally VT, silver sickles of Soranth®, thrysus of the druid® (25
charges), and a wreath of Turlang (bracélet of friends).

Lair: Aerosclughpalar dwells in a small-stone cave beneath
the roots of a great’ weir tree in the settlement now known as
Tall Trees, once the Eaerlanni capital city of Teuveamanthaar.
However, he spends the hylk of his time wandering the High
Forest, tending to its inhabitants and guarding the great wood-
lands against extraplanar agents who would despoll it.

Tactics: Aerosclughpalar is cautious, patient, and prone to
careful observation and deliberation before acting. He has learned
the hard way that nature is very adaptable and that the cycle
of life can address most imbalances in its own natural course.
He does not hesitate to act quickly, with decisive force, when he
perceives threats from the Lower Planes. Tactically, he is con-
cerned primarily with getting the job done, and he evinces little
consideration for laws or othm moral codes once he is persuaded
to act.

Known Allies: For years, Acrosclughpalar has lived in human
guise under the name Vaeros Fireshield as an Initiate of the 11th
Circle in the Church of Mielikki. Many followers of Our Lady of
the Forest suspect that “Vaeros” might eventually succeed Uth-
gang Jyarl as Great Druid of the North. As such, Acrosclughpalar
considers all who worship Mielikki, Eldath, Silvanus, Lurue, and
Gwaeron Windstrom as allies. Gildenfire is close friends with the
ancient treant Turlang, and he has worked on many occasions
with both Those Who Harp and the Fair Folk who seck to found
New Eaerlann. ; ]

Known Enemies: As a member of the druids of the Tall
Trees®™, “Vaeros” opposes the machinations of the surviving
demons of Hellgate Keep, the orcs of the Nether Mountains and
the High Forest, the recently released fey’ri of House Dlardrag-
eth®, and the Eldreth Veluuthra®®,

Schemes: Although Aerosclughpalar is not considered a rogue
by other gold dragons, he does hold to philosophical positions at

odds with most others of his kind. The Druid Dragon (as those -

who are aware of his true identity sometimes call him) acknowl-
edged Lareth, before his death, as his liege and the sovereign
of all gold dragons on Abeir-Toril, but the two had significant
philosophical differences. Gildenfire believes that all species are
best served by allowing the hand of nature, however harsh, to
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The High Forest is renemed by Aerosclughpalar

cull weakness and disease from the cycle of life and to allow
new life to flourish. As such, in the guise of Vaeros he strives to
eliminate extraplanar threats to the High Forest and the world
beyond that seek to upset the natural order.

Knowledge Checks: Only Sinklayr Greenstroke, Uthgang Jyarl,
and a few gold and silver dragons know Vaeros’s true identity, so
PCs must deduce the connection between Vaeros Fireshield and
Gildenfire themselves through careful investigation and roleplay-
g or by 2 DC 37 bardic knowledge, Knowledge (geography), or
Knowledge (local High Forest) check. Once Vaeros Fireshield

15 identified as Acrosclughpalar, locating the dragon’s lair on a

map requires a successful DC 15 bardic knowledge, Knowledge
(geography), or Knowledge (local High Forest) check. PCs who
question one or more druids of the Tall Trees can learn about
Vaeros Fireshield’s description, lair, tactics, known allies, and

known enemies with a successful DC 20 Gather Information-

check. They can learn about Gildenfire’s rumored hoard and
schemes with a DC 30 Gather Information check.

Adventure Hooks: PCs are likely to encounter Vaeros in
human form while exploring the High Forest. If the PCs are bat-
tling demons from Hellgate Keep or House Dlardrageth, Vaeros
‘might join them in battle. If the PCs are attacking powerful
predatory-monsters, however, Vaeros might attempt to intercede,
arguing that nature should be allowed to take its course.

Rage of Dragons: Gildenfire prepared for the Dracorage by
relocating to the heart of the Dire Wood, a cancerous blot in
the héart of the High Forest. As planned, when he eventually

13

succumbed to the magical madness, the gold dragon spent his
fury shattering the petrified trees of the Dire Woods and hunting
the aberrations that stalk beneath their boughs.

AFEROSCLUGHPALAR ik CR 26

“Male old gold dragon druid 11 [Mielikki]

N Gargantuan dragon (fire)

Init +4; Senses blindsense 60 ft., darkvision 120 ft., keen
senses; Listen +54, Spot +74

Aura frightful presence (240 ft., DC 31)

Languages Draconic, Druidic, Sylvan

AC 34, touch 6, flat-footed 34
(—4 size, +28 natural)

hp 391 (29 HD}); DR 10/magic; ring of regeneration

Immune fire, paralysis, poison, sleep

SR 27

Fort +30, Ref +19, Will +32; +4 against spell-like abilities
of fey - ok

Weakness vulnerability to cold

Speed 60 ft. (12 squares), fly 250 ft. (clumsy), swirh 60 ft.;
Flyby Attack, Hover, Wingover; woodland stride
Melee bite +50 (4d6+16) and ,
2 claws each +45 (2d8+9) and
2 wings each +44 (2d6+9) and
tail slap +44 (2d6+23)
Space 20 ft.; Reach 17 ft. (20 ft. with bite)

4
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Base Atk +37; Grp +63
Atk Options Awesome Blow, Blind-Fight, Cleave, Improved

Bull Rush, Improved Sunder, Power Attack, Snatch; crush, -

tail sweep
Special Actions breath weapon
Druid Spells Prepared (CL 11thy):
6th—Fire seeds (DC 25), transport via plants
Stli—awgaken (DC 24), call lightning storm (DC 24),
commune with nature, sioneskin (DC 24)

dth—command plants (DC 23), control water (DC 23),
dispel magie, ice storm, serying (DC 23)

3rd—greater magic fang (DC 22), meld into stone, plant
growth, protection from energy (DC 22), quench
(DC 22), remove disease (DC 22)

Ind—animal messenger, bear’s endurance, buil’s strength,
cat’s grace, flame blade, owls wisdom

Ist—ealm animals (DC 20), detect animals or plants,
entangle (DC 20, faerie fire, goodberry, obscuring
mist, speak with animals ;

O—derect magic (3), guidance, know direction, read magic

Sorcerer Spells Known (CL 11th):

Sth (§/day

4th (7/day)—fire shield, hallucinatory terrain (DC 21),
lesser globe of invulnerability

3rd (8/day)—biink, deep slumber (DC 20), lightning bolt
(DC 20), nonderection (DC 20)

nd (8/day)—fon’s cunning, gust of wind (DC.20),
invisibility, protection from arrows, owl’s wisdom

st (8/day)—alarm, expeditions retreat, feather fall,
identify, true strike

O (6/day)—arcane mark, dancing lights, detect magic,
ghost sound (DC 18), light, mage hand, openseiose,
prestidigitation; read magic

Spell-Like Abilities (CL 11th}:
3/day—a/ess . '
1/day—geasiquest :

Abilities Str 39, Dex 10, Con 275, Int 24, Wis 28, Cha 24

SQ_zlternate form, animal companion (none), detect gems, luck
bonus, trackless step, water breathing, wild empathy +18
. (#14 magical beasts)

Feats Alertness, Awesome Blow, Blind-Fight, Cleave, Fl} by
Attack, Hover, Improved Initiative, Improved Bull Rush,
Improved Sunder, Power Attack, Snatch, Weapon Focus
(bite), Weapon Focus (claw), Wingover

Skills Concentration +50, Diplomacy +52, Disguise +39,
Escape Artist +32, Heal +572, Intimidate +39, Knowledge
(arcana) +18, Knowledge (history) +18, Kriowledge
(nature) +52, Listen +54, Search +39, Sense Motive +41,

* Spellcraft +30, Spot +54, Survival +23, Swim +77

Possessions amulet of mighty fists +2

Alternate Form (8u) Acrosclughpalar can assume any animal
or humanoid form of Large size or smaller as a standard
action three times per day. This ability functions as a
polymorph spell (CL 11th), except that Aerosclughpalar
does not regain hit points for changing into humanoid
form and can only assume the form of an animal or
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humanoid. Aerosclughpalar can remain in his animal or
humanoid form until he chooses to assume a new orne or
return to his natural form.

Breath Weapon (Su) Once every 1d4 rounds, either a 60-ft.,

! cone, damage 16d10 fire (becomes superheated steam
underwater), Reflex DC 31 half; or a 60-ft. cone, 8 points
Strength damage, Reflex DC 31 negates. -

Crush (Ex) Area 20 ft. by 20 ft.; Medium or smaller
opponents take 4d6+21 points of bludgeoning damage
(4d6+23 with amulet) and must succeed on a DC 31 Reflex
save or be pinned. -

Detect Gems (Sp) Acerosclughpalar can employ a divination
cffect similar to a detect magic spell, except that it
only finds gems, three times per day. He can scan a 60-
degree arc each round: By concentrating for 1 round he
knows if there are any gems within the arc; 2 rounds of
concentration reveal the exact number of gems; and 3
rounds reveal their exact location, type, and value. This
ability is the equivalent of a 2nd-level spell.

Frightful Presence (Ex) Acrosclughpalar can inspire terror by
charging, attacking, or flying overhead. Creatures within
240 feet of the dragon that have 28 HD or fewer must
attempt a DC 31 Will save. Success indicates that the
target is immune to Acrosclughpalar’s frightful presence
for 24 hours. On a failure, creatures with 4 or fewer HD
become panicked for 4d6 rounds. Those \uth 5 or more
HD become shaken for 4d6 rounds.

Luck Bonus (8p) Aerosclughpalar can touch a gem, usually
one embedded in his hide, and enspell it to bring good luck.
As long as Aerosclughpalar carries the gem, he and every
good creature in an 80-foot radius receives a +1 luck bonus
on all saving throws and similar rolls. If Acrosclughpalar
gives the enspelled gem to another creature, only that
bearer gets the bonus. The effect lasts 1d3+24 hours but
ends if .the gem is destroyed. This ability is the equivalent
of a 2nd-level spell.

Snatch (Ex) Against Medium or smaller creatures, bite for
4d6+16 per round or claw for 2d8+9 per round.

Tail Sweep (Ex) Half-circle 30 ft. in diameter; Small or
smaller opponents take 2d6+21 (2d6+23 with amulet)
points of bludgeoning damage (Reflex DC 31 half).

antasilliz,
“pefender of the pir”’

LE male fiendish juvenile green dragon

Antasillix defends the Pit of Many Colors against enemies of
Tiamat, especially rival sects.

He bursts with energy, exhibiting fluid movements, both
beautiful and deadly. His scales are dark and glittering, reflect-
ing impetuous youth and restless agitation. Fiery green eyes are
just visible below facial crests; betraying a greater curlosiry than
cruelty, and an eagerness bordering on obsession.

Hoard: Mixed coins (4,500 gp total), 3 black pearls (SO0 gp
each), 1 amethyst (100 gp), 3 blue zircons (50 gp each), wand
of Meif’s acid arrow (4% charges).
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Lair: Antasillix resides in an abandoned bathhouse in the same
ruined quarter of Unthalass that contains the Pit of Many Colors.
The bathhouse is in mostly good condition and still contains a
natural spring; this suits the dragon fine, for he enjoys idly swim-
ming, waiting for his dark goddess to call him to duty.

Tactics: Antasillix lives the normal existence of a youthful
green dragon until he receives a summons from Tiamat. She
sends him whenever a cleric of another deity casts a spell, at-
tempts a ritual, or channels divine energy within 20 feet of the
Pit of Many Colors. He does not attack the cleric and his allies
in Unthalass, but waits until they leave, ambushing them at the
most opportune time. Against physically powerful opponents,
he prefers to alternate between his breath weapon and his wand.
Against weaker enemies, he pounces into melee.

Known Allies: Antasillix has no known dragon allies, though
he has had occasional contact with Kolchis of the Altar of Scales
(see Chapter 4). The dragon is unaware of the activities of the
temple, but does perform m_lssmus for the priests in return for
treasure.

Known Enemies: Antasilliv hates non-Tiamatan priests,.

especially those who worship Gilgeam, and goes out of his way
to devour them whenever possible.

Schemes: Antasillix is still rather young and has not ventured
outside Unther. Recently he spied a flight of wyverns and out of
«curiosity followed them, hoping to learn more about dragonkind.
Several unfortunate stings later, he.learned his lesson, though his
curiosity did not abate, .

Knowledge Checks: Locating Antasﬂ.hx’s lair on a map is
possible’ with a successful DC.20 bardic knowledge, Knowledge
(geography), or Knowledge (local Unther) check. Questioning
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Hot Springs

(treasure at bottom)

Cold Rain Pool
(treasure at bottom)

squatters in the ruined areas of Unthalass reveals more about
the dragon’s description, lair, and tal:tics, with 2 DC 17 Gather
Information check.

Adventure Hooks: While poking amund for information about
the Altar of Scales, characters might learn that the dragon preys
on the poor in the ruins of Unthalass. If the PCs explore the
Pit of Many Colors (see pages 102-103 of Champions qf Ruin),
they might attract his attention. =~

Rage of Dragons: During the Year of Rogue Dragons, Anta-
sillix heeded a call from Tiamat to plunge into the Pit of Many
Colors and join her. After the Rage was over, he emerged from
the pit infused with infernal energy.

Statistics: Use the statistics for the juvenile green dragon on
pages 249-250 of Draconomicon or page 103 of Champions of
Ruin, Add the fiendish template, MM 108.

Arsekaslyx,

“guardian of the well”’
CE female psendonatural mature adult red dragon

Arsekaslyx- provides the miight necessary for the Cult of the
Dragon to maintain its stronghold above the Well of Dragons
(see page 117 of Champions of Ruin). 5

She carries herself with the dignity and grace of a creature
that has seen much. Her thick scales have matured toa deep red;
her eyes smolder like malevolent magma, hinting at the cunning
thoughts within. : ;

Hoard: Mixed coins (42,000 gp total), 8 iolites (O gp each),
3 blue pearls (100 gp cach), ¥ aquamarines (500 gp each),
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5" emeralds (1,000 gp each), 5 pink diamonds (5,000 gp each),
ivory comb (55 gp), obsidian dagger (105 gp), crystal vase
(550 gp), amethyst-encrusted shawl (1,050 gp), +3 dwarven
waraxe, iron bands af Bilarro, rod of flailing, rod of the python,
4 serolls of illusory wall (she had many of these, but has used
‘most of them). In addition, she has numerous spellbooks and
books of lore on all ‘manner of subjects, especially arcana
concerning dragons.

Lair: Arsekaslyx lives in a cavern thiat connects to a network of

tunnels expanding from the Well of Dragons. Her lair is a recent
one, for she just arrived in secret to bolster the Cult’s defenses
during the group’s building process. It contains immense piles
of coins, valuables, and food. She frequently brings in artifacts
and lore excavated- from the Well, to ensure that these sccrets
do not fall into the wrong hands. Unlike with the lairs of many
dragons, most tunnels and openings that lead to her lair do not
_ appear particularly large (some look much smaller, due to i/n-
sionary walls, she uses polymorph to enter and exit the others).
She feels that this deception makes it less likely for her lair to
be discovered, and harder for other dragens to bother her.

Tactics: While physically powerful, Arsekaslyx is very much
a mental dragon. She likes to learn about a foe, befiiend it, and
trick it into defeating itself. She prefers spells to physical combat
but is willing to do whatever it takes to most expediently deal
with whatever opponent she is facing,

Known Allies: Arsekaslyx is a strong ally of the Cult of the
Dragon and a permanent fixture at the Well of Dragons:

Known Enemies: It is only a matter of time before Naergoth

(the taskmaster of the Well project) discovers that Arsekaslyx -

is more valued at the stronghold. At that point, he might seck
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to surmount the dragon to prove his worth. Currently he is not
aware of her presence, due to her frequent use of the polymorph
spell to appear as a human and observe.

Schemes: As a pet project, she has taken on the half-black
dragon evoker Vargo—the Cult’s operations leader at the Well.
She is molding the wizard, promising him the possibility of per-
forming a special ritual that would turn him into a half-dracolich.
Vargo is forever secking to emulate dra.gonkmd and Arsekaslyx
is preying on this desire.

Knowledge Checks: Locating Arsekaslyx’s lair on a map is
possible with a DC 25 bardic knowledge, Knowledge (geography),
or Knowledge (local Western Heartlands) check. Infiltrating
the Cult might provide information on her description, lair, and
tactics, with a DC 25 Gather Information check (along with the
requisite checks for infiltration).

Adventure Hooks: Powerful characters secking to put a stop
to the Cult’s plans to harvest the bones of thousands of dead
dragons might seek to infiltrate the operation. The-Talons of
Justice are especially likely to hire characters to do this, pitting
them directly against Arsckaslyx.

Rage of Dragons: During the Year of Rogue Dragons, Ar-
sckaslyx discovered a long-buried secret artifact known as the bone
scepter of Zeeryll “the star-spawn” that allowed her to resist the
effects of the Rage. The sceprer warped her physiclogy, causing
her to develop aberrant-appendages.

Statistics: Use the statistics for the mature adult red dragon

on page 258 of Draconomicon. Add the pseudonatural template,

‘page 160 of Complete Arcane. Change fire shield to polymorph.
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Arvelaturace,
‘““rhe white worm”’

CE female ancient white dragon

Arveiaturace is a mammoth creature, with scales of pale powder
blue and fading alabaster that are a subtle contrast to the spar-
kling luster of the ice all around her. Her eyes hint at a cunning
intelligence unusual for white dragons, but her expression betrays
her kind’s tendencies toward brutishness and savagery.

Hoard: 26,000 gp in assorted coin, 10 brown garnets (100 gp
each);, 3 golden yellow topazes (F00 gp each), 4 violet garnets
(500 gp each), 6 assorted opals (1,000 gp each), ¥ assorted sap-
phires (1,000 gp each), 2 jacinths (5,000 gp each), 9 assorted
diamonds (5,000 gp each), 9,065 gp worth of masterwork weap-
ons (some of special materials) and armor, mammoth jet idol
of Gargauth (5,000 gp), life-size phosphorescent rock statue of
an alhoon (+,400 gp), 6 Malarite tapestrics depicting massacres
of the elves (12,000 gp), +3 slick improved shadow improved
silent moves mithral shirt, +3 longsword, crystal ball, flesh golem
manual, rod of metamagic empower, ring of protection +4, Stone
golem manunal, siaff of frost (18 charges), wand of slow (42
charges), wand of unseen servant (34 charges).

Lair: Arveiaturace lives in carefully hollowed-out ice caves
attached to the complex of the deceased wizard Meltharond, her
former master, Meltharond was the ruler of the Ice Peak, an
isolated island south of the Sea of Moving Ice and west
of Fireshear. She has carefully carved
out her lair so that she can access
Meltharond’s belongings
without harming
them with
her bulk
Despite
this,

the ice caves are precariously fragile, and it is only a
matter of time before they collapse. Two sfone golems and one
flesh golem guard her treasure.

Tactics: Arveiaturace became particularly adept at
battling wizards after years of serving Meltharond as
a steed in mage-battle. The dragon has learned a great
deal about arcane mattersfrom her master, and she uses
this knowledge in battle against wizards. One of her favorite
tactics is to skew the aim of combatant wizards by skimming
the waves, making her a difficult target. She is also very patient,
‘planning her battles ahead of time rather than attacking spon-
tanwusl)" When she 1s angcred, however, she tends to losc focus
and strategy.

Known Allies: Arveiaturace is the occasional mate of, the
white wyrm Arauthator. When she hears his call, she of! ten fhe:.
over te join him. She has a strange relationship with Laeral of

the Seven Sisters, having spent a considerable amount of time
conversing with the archmage. This is probably the reason she
has stopped harassing ships near Waterdeep.

Known Enemies: Many seafarers along the Sword Coast
consider her an enemy. Some consider her a maritime legend,
usually to their detriment.

Schemes: More paranoid than ambitions, Arveiaturace has
yet to concoct particularly grand plans. She would like to find
a wizard to replace Meltharond, but no suitable candidates have
presented themselves. For now, she is content to plague the Sword
Coast, though her attitude is changing since the Dracorage.

Knowledge Checks: Locating Arveiaturace’s lair on a map is
possible with a successful DC 25 bardic knowledge, Knowledge
(geography), or Knowledge (local Sword Coast) check. Well-trav-
eled seafarers can provide more accurate information about her :
with a DC 25 Gather Information check. “

Adventure Hooks: Scasoned Moonshaevian seafarers would
like little more than to be rid of Arveiaturace forever. She has iy
been a constant bane to the populace, inspiring terror that pte- T !
vents people from visiting many of the beautiful lands in the E
northern islands. A party could be hired to slay the dragon and ‘
rid the region of her menace.
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Arveiaigrace and ber mysierious rider
tirelessly patrol their domain



Rage of Dragons: During the Year of Rogue Dragons, Arve-
iaturace was tempted by the Cult of the Dragon in her search to

find a new wizard master. One of the Wearers of Purple named-

Lashivian (NE Tethyrian male human necromancer 14) con-
vinced her to work with the Cult as an agent, but he has not yet
persuaded her to become a dracolich. :

Statistics: Use the statistics for the ancient white dragon on
page 274 of Draconomicon.

guchembrallor, .

“the Terror of velen”’
LE male young green dragon

Buchembrallor has hunted the sea lanes of Cape Velen in County
Fyraven at night for 75 years, claiming the lives and gold of
merchants and pirates. -

Consistent with his age, Buchembral-
lor has bright spring-green scales with
a glossy shine. He has the impetuous
expression of an overconfident youth,
and green eyes more like a cat’s
than a reptile’s.

Hoard: 1,200 gp, 100 pp,
1 jasper (12 gp), 1 canary
diamond (3,000 gp), ivory
tray with platinum inlay
(1,050 gp), black pearl cameo
with color «change alexan-
drite inlay (5,050 gp), fold-
ing boat, potion of delay
poisorn.

Lair: Buchembrallor lives
on the northern shore of Cape
Velen in County Fyraven. His lair
is in a sea cave leading deep into
the cliffs, just under the treeline
of the forest. It contains more
treasure than most dragons his
age have, though most of this
is strewn about in disorganized
piles.

Tactics: Buchembrallor is
extremely overconfident, un-
aware that despite his prowess,
numerous greater predators
live in the region. When enter-
ing a fight, he assumes that any
creature of equal size or smaller is
inherently inferior. This has helped
him to acquire a hoard significantly
larger than most dragons of his age.

Known Allies: Buchembrallor’s youth-
ful impetuousness amuses Linussaxannol,
and while he is not quite a mentor to the
young green dragon, they are on friendly
terms.
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Known Enemies: Buchembrallor is becoming more than just
a nuisance among the sailors of Wealdath. A 3,000 gp bounty
has been set for whoever brings back his skull.

Schemes: Buchembrallor is obsessed with older dragons, and he
wants to accumulate a large treasure hoard, His hoard is already
considerably larger than those of most dragons his age, but he

is not satisfied. He hopes to steal treasure from sailing ships and.

the lairs of other dragons.

Knowledge Checks: Locating Buchembrallor’s lair on a map is
possible with a DC 17 bardic knowledge, Knowledge (geography),
or Knowledge (local Wealdath) check. Seafarers can provide more
accurate information about his suspected lair and habits with a

.DC 19 Gather Information check. -

Adventure Hooks: The bounty on the dragon is a great incen-
tive for money-hungry adventurers, though some might simply
hunt down the dragon to say they’ve slain a wyrm.

Rage of Drago