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DRAGON, (GENERAL DESCRIPTION)

Dragons come in many colors, sizes, shapes, and alignments.  All dragons descend from the greater god Bahamut.  The chromatic dragons are also the spawn of Tiamat, Each of the sub-race (Precious Metallic, Chromatic, Land, ‘Elemental’, Oriental, Ferrous, Gemstone, Dragonel/Drakes, and Wyrms) of dragon descends from a separate consort of Bahamut.  Each dragon sort will be treated individually hereafter.  General information and common characteristics will be given here.

Dragons pass through eight ages in their lives.  These growth stages are:

       Category

Age

Minimum hp/die
Fear/Inspiration Effect
Damage Modifier

1.  Very young

1-5 years
1 hp/die (minimum)
Cowardice/Bravery

Base x 1

2.  Young

6-15 years
2 hp/die (minimum)
Cowardice/Bravery

Base x 1

3.  Sub-adult

16-25 years
3 hp/die (minimum)
Timidity/Berserker

Base x 1

4.  Young Adult
26-50 years
4 hp/die (minimum)
Timidity/Berserker

Base x 2

5.  Adult

51-100 years
5 hp/die (minimum)
Timidity/Berserker

Base x 2

6.  Old


101-200 years
6 hp/die (minimum)
Timidity/Berserker

Base x 2

7.  Very Old

201-400 years
7 hp/die (minimum)
Fear/Heroism


Base x 3 

8.  Ancient

401 + years
8 hp/die (minimum)
Fear/Heroism


Base x 3

All species of dragon have three general size categories (small, average, and huge) according to the size typical of each.  All dragons are gigantic but in dragon terms sizes 1-2 = small, 3-6 = average, 8 = huge.  

All dragons see equally well in daylight or darkness.  They have excellent sight, smell, and hearing.  Because of these keen senses, all dragons are able to detect hidden or invisible creatures.  Dragons also develop the power to panic enemies by their mere presence.  

Dragon Fear/Inspiration aura is in constant affect around the dragon.  Those supporting the dragon gain the positive affect (at the rate of 1 creature per HD of the dragon * Damage Modifier of the dragon) so long as they remain in proximity to the dragon.  Likewise all those opposing the dragon are subject to this fear aura (effectively 1 casting per round) at the dragon’s discretion.

Dragons have a keen ear and much time to learn.  As a result they have the ability to speak most of the languages commonly spoken in their area, the fluency listed for each dragon is for any non-draconic speech spoken in the range of his territory.  

Dragons are often worshiped in many cultures.  This is due to their highly magical natures.  Each species of dragon has a percentage chance of being able to provide magical support for the use and propagation of spells above 3rd level.  Dragons between age categories 1-6 may provide this service up to 6th level spells.  Dragons with this ability who are at age category 7 or 8 may provide this service for the casting of up to 9th level spells (i.e., as per a Cathedral).

Due to the vast amount of energy required while active, dragons spend most of their time in a very low activity mode to conserve their energies.  By this restriction on their activity level, dragons can go for weeks or even months between meals.  If they are forced to go longer between feeding they slip into a state of hibernation, which can last years.  However, catching a dragon unaware even in this state is nearly impossible due to its exceptional senses.  Any unexpected presence or activity within 120’ of the dragon will rouse it in one round.

Although it has been rumored that dragons can be subdued with force or flattery this is a mistake.  It is true however that due to the power, intelligence, and awe inspired by a dragon as many dragon hunters seek the dragon out as an ally/mount as to slay the dragon for its treasure and bodily parts.

Dragons attack with a virtual arsenal of weaponry.  Dragons attack with their claw, claw, bite attacks; they also use their wing claws, a hind claw and their tail.  In addition to their physical attack forms they use magic and possess their most terrifying ability: their breath weapon.  And the older the dragon the more skilled at dealing death they are.

Dragon breath does an amount of damage equal to D6*HD of the Dragon*Damage Modifier of the Dragon.  It can be used as a ranged attack in place of spell casting or the bite attack.  This damage is aimed at a target creature often continues to affect others (i.e., see trample damage rules).

Encountering Multiple Dragons:  Any young in lair are eggs (10%) or very young (90%).  If either young or wounded dragons are attacked in a lair all adults present will automatically gain a ferocity bonus of +2/+2 to hit and damage with all attacks.

Treasure:  Very young dragons will usually have no treasure, but there is a 10% chance that they will have one-quarter the possible listed treasure.  Young dragons have a 25% chance for one-quarter the possible listed treasure.  Sub-adults have a 50% chance for one half the possible listed treasure.  Young adults and old dragons have normal treasure.  Very old and ancient dragons are 50% and 75% likely to have 150% and 200% respectively of the listed treasure.

Lack of Maneuverability due to large size may seem to put dragons at a disadvantage in the air, but their powerful breath weapons somewhat make up for this.  On an attack pass, a dragon can use all of its physical attacks, magic, or breath weapon.  A swooping attack by a dragon that scores a successful hit with either both its front claws or either rear claw attack captures any prey size L or smaller.  That prey may attempt to break free but it will then most likely fall from a great height, of course that may well be the idea the dragon had in mind in the first place.

Abilities:  Extended Senses (provides sensory input sufficient for optimal operations, at 120’ range; including detecting invisible objects); Charm Enchantment (varies by age and whether it is attempting to inspire or terrify);

Immunities:  Dragon Breath (of the type(s), even those of other dragon species, used by their species).

References:  Self Defense for Dragons, Dragon#50; 

||Monster Manual I; Added verbiage on Flying Class E and tactics; Included reference to Dragon #50; Added information about auxiliary attacks listed as CLAW, CLAW, WING, WING, BITE, TAIL, HIND CLAW; added reference about damage multiplying with add category; Made size ranges 1-3 small, 4-6 average, 7-8 large; Made change to hp per hit die to reflect that instead of 1hp/age category per hit die 1/hp/age category is the minimum per hit die; Gave extended senses to replace infravision/detecting invisible objects increased range to 120’ to go with comments on waking a dragon; brought fear radius more in line with FL rules using Fear/Inspiration effects; HD no longer varies based on age/size of the dragon, largest category given; Altered descriptions related to the chance of a dragon speaking, casting spells, or sleeping; removed all the stuff of subduing damage; Added information about dragons being used by spell casters being able to draw magic from dragons for either 4-6 level spells or for 7-9 level spells;  Cleaned up verbiage on dragon breath and associated damage; immunity to the breath weapons of their own species was added by me as I hate the idea of a dragon giving itself a hot foot;

Terrain

Gigantic in size, dragons require significant amounts of, what is for them, open territory.  Safest in the air where they can fly above most concerns, they fly extremely high when traveling to avoid detection or attack.  On the ground they prefer areas of heavy dense foliage, deep mud, loose sand, steep or un-level ground, high water, or other terrain that does not impede them at all but can cause severe movement and combat penalties for smaller creatures.

Weather 

Their scaly hides provide protection from weather equal to “sheltered protection”.  Thus protected they are immune to all but the worst weather or environmental conditions.

Disasters 

If basic precautions are taken, dragon are virtually immune the affects of disasters of any type.  Given that they can typically sense the arrival of natural disasters with uncanny accuracy, they are seldom unprepared.  Even if they choose not to take these precautions, their innate resistance to weather (i.e., as per “sheltered protection”) protects them from all but direct exposure to most disasters.

Government 

Draconian government is similar in many ways to the idealized form of government in Plato’s republic.  All members of the society take on the role best suited for them and they are lead by a Dragon Lord that could easily be considered a form of philosopher king.  They thrive on a system based on rigid obedience and devotion to the wisest and most experienced dragons.  

Population & Demographics 

Males and females are born with about equal frequency.  

Wise and experienced males, usually the oldest and most successful ones, control the basic territorial units of dragon-kind.  Frequently these encompass the territories of one or more females.  Younger, less experienced males accept submissive roles to Dragon Lords in a large territory for mutual protection.  In exchange for unquestioned obedience, the Dragon Lord provides protection of course but also educates and trains the younger males in skills they will need for survival.  In addition to these young subordinate dragons, Dragon Lords that live to become ancient may have many adult, old, or even very old dragons that take a subordinate role in their territory.

Females typically have multiple nesting sites within their territories.  These are not lairs and seldom are more then temporary refuges for the female or nest sites for her eggs.  Eggs are always protected by magic and concealment, occasionally a female may also stand permanent guard until the eggs hatch, though this does not always occur as the presence of the female may be used as a beacon to her clutch of eggs.  Dragon Lords whose territories overlap a female’s meet them at these locations for mating.  These locations are also used as refuges by any male dragon in the territory that may have suffered critical wounds.  When the refuges are used in this fashion the dominant female dragon and any younger females stand constant vigil over the wounded until they are fully healed.  

Capital & Commodities 

Neither craft nor trade is practiced by dragon-kind.  Material goods are of very low importance to them.

Food animals, magic, knowledge, and service by their mere presence are the common commodities available in draconian society.

Technology (stone/bronze/iron/steel/mithral) 

There is no appreciable technology present in draconian society.

Magic (none/superstition/natural/synthesized/low-lv/ common items/mid-lv/unique items/hi-lv/artifact) 

Dragons are themselves quite magical by nature.  Virtually all dragons possess at least rudimentary spell casting ability and some are quite adept.  With their innate abilities, particularly their breath weapon, it is not unreasonable to say that mid level magic is typical in draconian society.  

They themselves are a source of significant natural magic.  Dragon pieces and parts can be fashioned into a wide array of runed items.  Live dragons are frequently worshiped by younger species, as they are themselves sources of magical power equal in the oldest dragons to that of a cathedral.

Offensive Tactics

Although powerful warriors, dragons are not indestructible and certainly not easily replaced.  As such draconian tactics stress short, but extremely violent, engagements that allow their enemies the minimum amount of response.  To do this, like modern attack helicopters they fly nap-of-the-earth, come into attack range briefly (this may look similar to a cat pouncing and then jumping away), and unleash their powerful attacks, their momentum keeping them in Hand to Hand combat range for only one round at a time and their flight pattern minimizes the time they are in unobstructed missile range.

Against large numbers of adversaries they prefer hit and run tactics against sub-groups that cannot be supported within the time it takes the dragon to make its combat pass.

It is undeniably true that spell casters present the single greatest danger to dragon-kind and these individuals will be priority targets.  Dragon use the advantage of their innate abilities (i.e., breath and claw) to attack spell casters before they can cast their devastating spells whenever possible.  Guile, ambush, and surprise are particularly used against potent spell casters whenever possible.  It is far from unheard of that libraries, wizard’s towers or cathedrals have been razed to the ground, in pre-emptive strikes against potentially hostile spell casters by dragons as a means of reducing their overall risk from younger races.

Defenses (none/militia/warrior/fort/castle) 

Frequently patrolling their territories and often using magic to augment this, dragons easily spot most intruders well before those intruders get beyond the fringe of their territory.  Dragons easily identify animals not native to the territory, sweaty unwashed humanoids, and the waste products of both.  Campfires are a glowing beacon warning of intruders.  Possessing supernaturally keen senses, dragons are seldom surprised by intruders even without forewarning.  

The safety and security of the nesting areas and the protection of the territory’s females provide wounded and weary dragons a place to rest and heal between fending off the attacks of intruders.

Taxes, Tariffs & Tithes

Younger males and females serve and obey the Dragon Lord whose territory they inhabit.  All they have belongs to him.  Any valuables collected by the group that are not directly useable by the dragons are either discarded by the dragons in randomly buried troves or are used to form hoards.  A “hoard” or valuable collection of treasure typically depicted in dragon lore is used by dragons able to cast 4-6th level spells as their required “advanced equipment” for these levels of spells.

Tax and tariffs may be collected from other races whose territories are within the dragon’s territory.  This may take the form of an honorific tribute or may perhaps be better defined as “protection” money depending on the relationship between the dragons and the other race(s).

Dragons do not tithe in the traditional sense but instead serve and obey more dominant dragons in whose territory they may live. 

Cycle of activity (day, night, anytime)

Possessing some of the keenest senses of any mortal race, dragons are capable not only of operating equally well in day or night but in almost any weather condition.  It is their preference to be most active during times or weather when their prey or opponents are virtually deaf, dumb, and/or blind.  Darkness, howling winds, thick fog, and driving rain or snow are ideal conditions for draconian activity.

Food

Dragons are carnivores of the first order.  They prefer large herd animals or often similarly large marine animals (whales, sharks, seals, walruses, etc…).  Smaller prey is seldom worth the time to hunt.

Social order (distribution of wealth, castes, responsibilities, hunting male vs gathering female)

Dragon Lords rule all within their territories with near autocratic authority, though even they subordinate themselves to even more experienced and wise dragons.  Ultimately all dragons follow Draconic Law.  These laws provide a practical if somewhat ritualistic code of behavior and conduct set down by Bahamut himself and have remained unchanged since the earliest days of dragon-kind.

Subordinate males and females hold near even rank as loyal attendants to the master of the territory.

Male dragons must pass rites of passage to increase their status.  Such challenges are not based on trials by combat but involve tests of knowledge and experience.  A classic, if somewhat overly simplified expression of such a contest has been termed “Chess with a Dragon”.  The three most noteworthy rites are that of:

1. Adulthood – At this point a dragon is given respect as a peer to other adult dragons and although he continues his role as a subordinate male in his Dragon Lord’s territory he is granted some additional privileges and/or exclusive rights to distinguish him from adolescents.

2.  Dragon Lord – At this stage a dragon is granted the privilege of establishing his own territory and is given a start in his new life by the donation of young females and a clutch of eggs.

3. Dragon Master – Exceptional wise and experienced Dragon Lords that pass this test provide guidance and direction on matters involving groups of dragon territories.

Marriage and Family

Dragon Lords have harems composed of all breeding age females within their territory.  Subordinate males have no breeding rights.

Civilization (barbaric, tribal, nomadic,...) 

Dragons build no cities or monuments, they have no written language, no technology, and no tools.  Their ancient culture is expressed only in themselves and by themselves and where they are no more they become little more than legend.  Thus they are best described as a barbaric culture in comparison to the other races in spite of their numerous achievements.

Law (anarchy/.../martial) & Crime rate (% chance of being victim) 

The word of the Dragon Lord within his territory is law.  Crime of any sort is unheard of within dragon society, though other species may think differently when a dragon swoops down on cattle or demands payment for “protection”.  However in either case it is the dragon’s perspective that such is the perfectly correct order of things if the other species happens to live in the area that the dragon claims as his territory.

Alignment (lawful/neutral/chaotic, good/neutral/evil) 

Dragons are an ancient race and hail from a time when the moral considerations were Law versus Chaos.  They have always been a strong force for Law, though amongst themselves their inclination towards good or evil is immaterial from the draconic view.

Neighbors

Dragons on the whole are difficult to describe as either good or bad neighbors.  On the one hand, dragons are almost arrogantly egocentric and care little for laws and customs of other races.  On the other hand they typically do not compete with other races for the same resources and, although they will fight to protect themselves and their territory, they are not a civilization easily geared to organized warfare.  In the most general terms, dragons are good neighbors to those that respect them and are willing to deal with them on their own terms.  Cultures that insist that it is not they but the dragons that must adjust to make peace will almost certainly be doomed to nasty confrontation.

Non-Weapon Proficiencies

Dragons are adept at magic, lore, knowledge, combat, survival and other skills that can be used or applied based on personal prowess only.  

Skills related to technology and tools of any kind are completely unnatural to the way of dragons.
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MMI, FF, MMII or issue as appropriate with stats and info

	Dragon

	Frequency:
	Uncommon to Very Rare

	No. Appearing:
	1-4

	Armor Class:
	3 and better

	Move:
	9”+/24”+ typical Fly class E

	Hit Dice:
	7 and better

	% in Lair:
	Varies

	Treasure Type:
	Varies

	No. of Attacks:
	7 typically

	Damage/Attack:
	Varies

	Special Attacks:
	Breath and Magic

	Special Defenses:
	Varies

	Magic Resistance:
	Standard

	Intelligence:
	Average and Better

	Alignment:
	Lawful (any)

	Size:
	G

	Psionic Ability:
	Nil All Books


Optional statistics for leaders or special characters

	Cleric
	Druid
	Fighter
	Paladin

	Some Species
	Some Species
	Unlimited
	Some Species

	Ranger
	Magic-User
	Thief
	Assassin

	Some Species
	Unlimited
	Some Species
	Some Species

	Listed limitations may be used in place of listed information for 'leaders' or other 'special' individuals typical of this culture if the individuals are determined by the DM to be advanceable.



	Exceptional or unique figures, equaling <1% of a population, are not restricted to these limitations.


Racial Attributes

	Race
	Str
	Int
	Wis
	Con
	Dex
	Chr

	Dragon (Typical)
	22-24
	5-20
	5-20
	22-24
	15-20
	3-18 (and a separate 3-18 for dragons)


· The average/normal range of ability scores for dragons varies depending on sub-species.

Height, weight, age

	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Dragon
	24’+
	Varies
	Varies
	24’+
	Varies
	Varies


	Race
	Male Average
	Plus
	Minus
	Female Average
	Plus
	Minus

	Dragon
	8,000lbs
	Varies
	Varies
	8,000lbs
	Varies
	Varies


	Race
	Young Adult
	Mature
	Middle Aged
	Old
	Venerable

	Dragon
	26-50
	51-100
	101-200
	201-400
	400+


· Dragons do not suffer infirmities of old age but continue to grow and gain strength throughout their lives.  They do however have a tendencies to hibernate longer the older they become and the most ancient wyrms seldom wake.

Appendix B:

The gods of the Dragons

BAHAMUT

(The Platinum Dragon) 

Precious metal dragons, wind

Greater god

ARMOR CLASS: -3

MOVE: 9”/30” Fly Class E

HIT POINTS: 168

NO. OF ATTACKS: 9 (Wing x2, Claw x2, {Bite/Breathe}, Tail, Back Claw)

DAMAGE/ATTACK:  8-48x2, 8-48x2, 24-192, 4-38, 8-48

SPECIAL ATTACKS: Breath Weapons and Magic Use

SPECIAL DEFENSES: +3 Weapons to be hit

MAGIC RESISTANCE: Standard

SIZE: Gigantic (72’ long)

ALIGNMENT: Lawful Good

WORSHIPPERS’ ALIGN: Good (Metallic Dragons)

SYMBOL: Star above a milky nebula
PLANE: The Seven Heavens

CLERIC/DRUID: 14th level cleric

FIGHTER: As 21 HD monster

MAGIC-USER/ILLUSIONIST: 14th level magic user

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S: 25 (+7 +14) I: 20 W: ?? D: ?? C: 25 CH: ?? (25 to Metallic Dragons)

The King of Good dragons, Bahamut the platinum dragon, dwells in a great fortified palace behind the east wind.  (No one knows for certain if this place is on the elemental plane of air or some plane betwixt it and the Seven Heavens or Tri-Paradises, save Bahamut and his court.)  About one-quarter of the time he roams the earth in the guise of human or nearly any other form he chooses, for Bahamut is able to shape change freely.  He can travel astrally or ethereally.

In attacking, the platinum dragon can opt to fight with a pair of clawing attacks and a bite, or he can breathe any one of three forms of breath weapon – cold in a cone 8” long with a base diameter of 3”, a cloud of vapor which causes persons therein to save versus dragon breath or lose their substance and assume gaseous form for 12 full turns, or a sonic vibration which will disintegrate up to 150 hit points.  He is capable of using each breath weapon twice per day.  All saving throws against his breath are at –3 due to the powerful nature of their originator.

Bahamut is able to employ any spells of 1st through 7th level; two each of magical and 1 each of clerical spells per day or a maximum of 21 spells.  He possesses books listing all known magic spells of these levels.

There are seven huge ancient gold dragons of highest abilities and loyalty who sever as guards, companions, and advisors to Bahamut.  He seldom (10%) is without them. (A sage tells of encountering Bahamut in the guise of an old hermit, with seven canaries singing sweetly as they flitted nearby.  The sage relates that he would never have known that he was anything other than what he appeared to be except that a group of ogres and trolls happened by much to their sorrow…)

TIAMAT

(The Chromatic Dragon)

Lesser god

ARMOR CLASS: 0

MOVE: 6”/18” Fly Class E

HIT POINTS: 128 hit points

NO. OF ATTACKS: 11 (wing x2, {bite/breath}(x5), tail

DAMAGE/ATTACK: 4-48x2, 8-64/12-72/8-80/12-96/12-120/4-24+poison

SPECIAL ATTACKS: Breath weapon, poison, magic

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Standard

SIZE: Gigantic (60’ long)

ALIGNMENT: Lawful Evil

WORSHIPPERS’ ALIGN: Evil Any (Chromatic Dragons)

SYMBOL: Five headed dragon
PLANE: The Nine Hells

CLERIC/DRUID: 9th level cleric

FIGHTER: 16+ HD Monster

MAGIC-USER/ILLUSIONIST: 16th level magic use

THIEF/ASSASSIN: 9th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S: ?? I: 18 W: ?? D: ?? C: ?? CH: ?? (24 as regards Chromatic Dragons)

Tiamat rules the first plane of the Nine Hells where she spawns all of evil dragonkind. She hates all good as fiercely as she loves cruelty and hoards wealth.  She is seldom (10% outside her lair, but occasionally she comes to earth to place a new dragon or to seek more treasure.  She can travel astrally or ethereally.

Although her sheer size prevents claw attacks, Tiamat can bit with all five of her heads and sting with her tail at the same time, breathe with one or more of these heads or cast spells with one or more heads at the same time.  Tiamat’s heads are white, black, green, blue, and red.  Her breath weapons correspond to the color of each head, exactly duplicating the size and shape of the appropriate dragon’s breath weapon and doing damage equal to a huge ancient dragon of the species applicable.

She can use each breath weapon but once per day.  Note that each of her heads is also capable of employing two spells.  Tiamat’s white head is able to cast two 1st level spells, her black head two 2nd level spells, her green head two 3rd level spells her blue head two 4th level spells and her red head two 5th level spells.

When encountered in her lair, Tiamat will always have five consort/guards with her – one huge, adult male dragon of the white, black, green, blue, and red types respectively.  They are all able to speak and use spells, if applicable.

Description:  Tiamat’s heads have already been noted.  These colors run the length of each neck and into the forepart of the body as stripes, gradually blending to three stripes of gray, blue-green, and purple over her back and hind quarters, and merging into a muddy dark brown tail.  Her underbelly and legs are greenish white fading into her upper body colors.

PHOLZUS

(of the Blinding Light)

Light, Resolution, Law, Order, Inflexibility, Sun, Moon

Lesser god


[image: image1.png]



ARMOR CLASS: -5

MOVE: 21”

HIT POINTS: 286

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 3-12 +2 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better weapon to hit

MAGIC RESISTANCE: 85%

SIZE: M

ALIGNMENT: Lawful good (neutral)

WORSHIPPERS’ ALIGNMENT: Lawful, Lawful (evil), Lawful (good)

SYMBOL: The Silvery Sun

PLANE: Arcadia

CLERIC/DRUID: 20th level cleric

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: 12th level illusionist

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: III

Attack/Defense Modes: All/all

S: 18 I:17 W:23 D: 19 C: 23 CH: 20

It is said the regularity of sunrise and sunset, the cycles of the moon, are as fixed as the resolve of Pholtus to show all creatures the One True Way, a strict path which allows no deviation but gives absolute assurance of rightness. Some followers of the Blinding Light actually claim it is their deity, Pholtus, who ordered the rigid progression of the sun and moon and maintains them in his regimen. Such claims are not regarded as doctrine.

Pholtus appears as a tall and slender man, pale of complexion, with flowing white hair and bright blue eyes from which the fire of devotion to the cause shines forth. He always wears a gown of white, silky material and a cassock trimmed with suns and moons embroidered in gold and silver. In his hand is an ivory staff shod in silver, topped by a disc of electrum that represents the Silvery

Sun. 

Pholtus’ staff, The Staff of the Silvery Sun, strikes as a +6 weapon, although it only causes from 3-12 points of damage (plus wielder’s strength bonus, if any). Its major powers, however, are in its magic. The staff can shoot forth various forms of lights as if it were a wand of illumination. The top, however, can cause blindness or cure blindness by touch, or shoot forth a pulsing flash of radiation which plays from the infrared, into the visible, and through into the ultraviolet spectrum. This spectrum beam is 8’ wide and 80’ long. Any creature struck by it must save versus magic or be unable to remove its gaze from the Staff of the Silvery Sun and be subject to each and every command uttered by the holder of the device. 

It can also release a globe of great brilliance, an expanding sphere of light which begins from the staff and spreads to a 40” diameter. All within the globe (except Pholtus himself) must save versus magic or become permanently blind. Curing this blindness is possible only by means of the staff, a wish spell, or by a deity able to cure blindness or fulfill another’s wish. The spectrum power of the staff is usable 4 times per day, the globe but once per day.

In addition to the usual spells known to a cleric or illusionist of the same level, Pholtus has these spell-like powers: 

Dispel darkness: By merely touching any area of magical darkness, Pholtus is able to cause it to instantly dissipate and be unable to return/reform for 8 turns. When this power is used as a cleric spell (see below), it is necessary to have Pholtus’ holy symbol and speak his name when using the power. Duration is 4 rounds, +1 round per level of the cleric.

Glow: By pointing, any creature within an 8” distance from the caster will be caused to glow brightly, shedding radiance equal to light in a 10” radius, for 8 rounds, no saving throw. If the caster chooses, the glow can spring forth from his (or her) own body, with effects as follows: if the glow comes from the face, the caster has +2 to charisma for the duration of the glow; if it radiates from the eyes, the glow produces light beams 40” long with a 4” base diameter. When used as a cleric spell, Pholtus’ holy symbol and a 1 segment prayer to the Blinding Light are required. Casting time is 2 segments, and duration is 1 round/level of the caster.

Reflect: By means of a mystic pass and reference to the Blinding Light, Pholtus can cause his body to eflect all forms of radiation, thus becoming mirror- bright. Gaze weapons are reflected back upon their users, heat has no effect, and even creatures using infravision or ultravision will be struck sightless for 1-8 segments after looking upon Pholtus, unless they save versus magic. If light conditions are very bright, such as in full sunlight, sightlessness will last 2-16 segments. When used as a cleric spell, reflect has a duration of 1 round, requires 3 segments to cast, and requires a holy symbol of Pholtus plus the use of crystal prayer beads.

Pholtus can employ each of these powers four times per day. Pholtus otherwise has all of the abilities and powers typical of a lesser deity.

The Ethereal Plane, the Positive Material Plane, and the Prime Material Plane are open to Pholtus, although the deity typically remains on his own plane (Arcadia). He can gate in from 1-4 monadic devas to do his bidding.

Following the inflexible example of their deity, the clerics of Pholtus continually seek to reveal the Light to unbelievers. They will brook no argument, of course, and resisters will be shown the way of the Blinding Light. There are three ranks of this priesthood:

Glimmering: Clerics of levels 1-4; white vestments, dispel darkness (as above) as a special spell.

Gleaming: Clerics of levels 5-8; white and silver vestments, glow (as above) as a special spell.

Shining: Clerics of levels 9 and above; white and gold vestments, reflect (as above) as a special spell.

Upon a cleric’s attaining a certain rank, the ability to use the special spell is gained, and special spells of lower ranks are retained; i.e., a shining cleric can use each of the special spells once per day.

The priesthood of Pholtus is at its most active in urban districts. Consecrated buildings are white. Typical services feature many burning candles and long sermons. The anthem of the worshippers is “O Blinding Light.”

HEIRONEOUS

(The Invincible)

Lesser God

Chivalry, Honor, Justice, Valor, Daring
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ARMOR CLASS: -4 (plus armor bonus, typically +5 for a -9 AC)

MOVE: 21”

HIT POINTS: 217

NO. OF ATTACKS: 4

DAMAGE/ATTACK: 1-8 +4 (magic weapon bonus) +8 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 80%

SIZE: M (6%’ tall)

ALIGNMENT: Lawful good

WORSHIPPERS’ ALIGNMENT: Lawful neutral, lawful good, or neutral good

SYMBOL: Silver lightning bolt

PLANE: Seven Heavens

CLERIC/DRUID: Nil

FIGHTER: 17th level paladin/12th level ranger

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: II

Attack/Defense Modes: All/all

S:20 I:18 W:19 D:20C:20 CH:19

Heironeous is the champion of rightful combat and chivalrous deeds. Likewise, he is the deity of those who fight for honor and strive for order and justice. Heironeous often leaves the Seven Heavens in order to move around the Prime Material Plane, aiding heroic causes and championing Lawful Good.

Heironeous is tall, with coppery skin, auburn hair, and amber eyes. However, he has the power to create an illusion, which makes him appear as a young boy, a mercenary soldier, or an old man. In the latter guises he will be garbed appropriately, but he always wears a suit of fine, magical chain mail with a bonus of +5. At his birth, Heironeous had his skin imbued with a secret solution. Weapons under +2 value cause him no harm, shattering upon contact (scoring a hit). Weapons of +2 quality score only 25% of their normal damage, while +3 weapons score 50%. Only +4 or greater weapons cause full damage. Note that weapons whose magic power would normally sever body parts will not do so to Heironeous, although they will inflict full damage.

His personal weapon is a great magical battleaxe (+4), which shrinks to one-twentieth of its normal five-foot length, or back to full size, upon Heironeous’ willing such. Thus, in another guise, his weapon is not noticeable.

In addition to his normal attacks, Heironeous can loose a bolt of energy drawn from the Positive Material Plane. He can draw and loose these lightning-like strokes as frequently as once every 7 rounds, but he can cast no more than seven such bolts in any given week. Creatures of the Prime Material Plane suffer 5-30 points of damage from a stroke; those of the Elemental Planes suffer only 5-20 points of damage, as do those of the lateral neutral planes (Lawful Neutral-Chaotic Neutral). The energy bolt does no harm to inhabitants of the Positive Material Plane or those of

the Upper Planes. It causes 10-60 points of damage upon those native to the Lower Planes (Lawful Evil-Chaotic Evil), and to all undead creatures as well. Denizens of the Negative Material Plane suffer 15-90 (15d6) points of damage from a stroke. (A wand of negation or a sphere of annihilation can effectively discharge the stroke without harm.)

The bolt strikes but a single target. It is not magical in nature. It always hits its target. Range is 70’. Casting time is 1 segment. Duration is instantaneous.

Heironeous has all of the powers typical of a lesser deity.

There is great enmity between Heironeous and his brother, Hextor (q.v.), who chose a different course. Each seeks to destroy or thwart the other. 

Worshippers of Heironeous are found everywhere, but are particularly likely to be found among those who follow military professions or do heroic deeds. Clerics of Heironeous are especially war-like, always wearing chain mail. Their robes are dark blue with silver trim indicating their station. At 11th level, clerics of Heironeous can, in addition to their normal spells, use a bolt of energy once per week. Places of worship of Heironeous are usually adorned with blue trappings, silver, and occasionally windows of colored glass depicting scenes of Heironeous triumphant. A copper statue of the deity, armed with a silver battle axe and covered in silver mail, with seven silver bolts radiating from behind his head, typically stands behind the altar.

HEXTOR

Lesser god

War, Discord, Conflict, Fitness
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ARMOR CLASS: -5 (plus armor bonus, typically +3 for a -8 AC)

MOVE: 24”

HIT POINTS: 200

NO. OF ATTACKS: 2, 4, or 6 (see below) 

DAMAGE/ATTACK: By weapon type (see below) +6 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better weapon to hit

MAGIC RESISTANCE: 90%

SIZE: M (6½’ tall)

ALIGNMENT: Lawful evil

WORSHIPPERS’ ALIGNMENT: Lawful neutral, lawful evil, or neutral evil

SYMBOL: Six red arrows fanned to point outwards

PLANE: Acheron

CLERIC/DRUID: Nil

FIGHTER: 16th level fighter

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: 12th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: II

Attack/Defense Modes: All/a//

S:18/00 I:18 W:16 D:19 C:20 CH:18 (-2)

Hextor, Champion of Evil, Herald of Hell, Scourge of Battle, is the deity of many soldiers and fighters who deem lawful evil most fit to rule, admiring war and discord. Of course, others besides those of military calling follow him. Hextor dwells on the Planes of Acheron, but can wander to those of Hell or even Nirvana. Most frequently, though, Hextor treads the Prime Material Plane in search of warfare, aiding lawful evil, opposing good. Especially does Hextor seek to overthrow those serving Heironeous (q.v,). The latter is his half-brother and chief enemy. When Heironeous chose lawful good, Hextor opted to serve lawful evil. Since Hextor was always inferior to his half-brother, the Lords of Evil granted Hextor six arms, instead of only a pair, so as to be able to best Heironeous and all other opponents.

Hextor appears as a normal, handsome man when in disguise, for he can cause four of his arms to meld with his torso whenever he so desires. His complexion is fair and his hair jet-black, as are his eyes. He is well spoken and charming, a hale fellow and a man’s man, yet irresistible to women. He can converse with sages, reason with philosophers, argue with clergy, discuss arcane secrets with dweomercrafters. When in his true form, however, Hextor is gray of skin, lank-haired, with red-rimmed eyes bulging from a visage horrible to look upon. Then he cares only to fight and slay.

In battle, Hextor draws two great bows (24” range), which fire iron-barbed shafts of +3 quality and inflict 10-15 points of damage (d6+9) per hit. At close range he employs two spiked bucklers and four weapons. The bucklers can be employed as weapons if his opponents have eight or fewer levels or hit dice; otherwise, Hextor attacks four times per round. His typical weapons are:

Two bucklers, 7-10 (d4+6) each 

One +2 fork, 9-16 (d8+8)

One +3 scimitar, 10-17 (d8+9)

One +2 flail, 10-15 (d6+9)

One +3 morning star, 11-17 (2d4+9)

Hextor wears armor consisting of iron scales’ with strips of metal at shoulder and cuff. A corselet of iron guards his waist and groin. His legs are greaved. This armor is +3 and everywhere decorated with skulls. Around his neck is the Symbol of Hate and Discord, the six red arrows of Hextor, hanging from a chain of crudely wrought iron links. In addition to the powers normal to his station, his fighting ability, and his assassin’s skill, Hextor is able to arouse discord in a radius of 60’. Friends will argue with friends, irksome things will become hatreds, and petty jealousy will grow to seething rage. Victims with 7 or more levels or hit dice are given a saving throw versus magic. The effect lasts six rounds. Without his Symbol of Hate and Discord, Hextor does not have such power, although he is also able to use a symbol spell {discord) as if he were a magic-user, but only once per day. He lays the dweomer by merely tracing the symbol with his finger.

Hextor also is prone to carry a magic device, the Trumpet of Acheron, with him. This instrument can be winded once every six days. When sounded, it calls forth from 6-60 skeletons that obey Hextor’s command. Once every six years, the Trumpet of Acheron can summon a horde of 60-600 skeletons and 30-300 zombies.

Hextor otherwise has the powers typical of a lesser god. 

Places of worship of Hextor are grim, dark, and bloody. Major shrines and temples are usually built on some field of slaughter. His clerics wear black robes, adorned with white skulls or gray visages embroidered thereon. Only the higher-level clerics have arrows of hate and discord in red, lower-level clerics being permitted gray ones. Much chanting accompanies all ceremonies honoring Hextor. Wind instruments sound discordant tones, shouts and screams are voiced, and iron weapons are struck during such an offery. Priests of Hextor are trained in assassination, so that at the gaining of sixth level of clerical ability, one level of assassin ability is also gained. Thereafter, every two levels of advancement in clerical skill means one level of gain in assassin ability. The maximum level attainable in assassin ability is sixth, which is reached by a cleric upon attaining 16th level in that class.

Hextor is much honored in the Great Kingdom.

ST. CUTHBERT

(. . . of the Cudgel)

Lesser god

Wisdom, Common Sense, Truth, Forthrightness, Dedication, Zeal
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ARMOR CLASS: -3 (-8 if in his plate mail)

MOVE: 21”

HIT POINTS: 224

NO. OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type, +8 (strength bonus)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better weapon to hit

MAGIC RESISTANCE: 80%

SIZE: M

ALIGNMENT: Lawful good (neutral)

WORSHIPPERS’ ALIGNMENT: Lawful good — lawful neutral

SYMBOL: Wooden billet, starburst, crumpled hat

PLANE: Arcadia

CLERIC/DRUID: 22nd level cleric/8th level druid

FIGHTER: Nil

MAGIC-USER/ILLUSIONIST: Nil/Nil

THIEF/ASSASSIN: Nil/Nil

MONK/BARD: 7th level monk

PSIONIC ABlLITY: VI

Attack/Defense Modes: All/all

S:20 I:10 W:23 D:19 C:25 CH:19

St. Cuthbert appears as a stout, red-faced man, with a drooping white moustache and flowing white hair. He wears simple plate mail of +5 magic value. Atop his helmet is a crumpled hat, and a starburst of rubies set in platinum hangs on his chest.

In his left hand he carries a billet of wood. This bronzewood cudgel is actually a +3 weapon equal to a Morningstar in St. Cuthbert’s grasp. Any human touched by this weapon must save versus magic or be beguiled for 5-20 turns. In his right hand is the fabled Mace of St. Cuthbert. This weapon is +5, disrupting (as a mace of disruption), and any “to hit” score of a natural 20 permanently reduces by 1 point the intelligence of the creature struck (magic resistance check withstanding). This mace also has the following powers: bless (by tapping touch); know ‘alignment (once/day); tongues; exorcise (once/month); and remove curse (7 times/week). 

St. Cuthbert hates evil, but his major interest is in law and order and the dual work of conversion and prevention of back-sliding by “true believers.” He seldom leaves his plane, unless some great duty brings him forth. When on the Prime Material Plane he will sometimes appear as a manure-covered yokel, a brown-and-green-robed wanderer, or a slight and elderly tinker. In these guises he tests the doctrine of the faithful or seeks new converts. He can gate to or from Arcadia or the Prime Material Plane at will. He otherwise has the powers of a lesser god.

There are three orders of the priesthood of St. Cuthbert: 

Members of the order of the Chapeaux dress in varying garb, but all wear crumpled hats. They seek to convert people to the faith. When they attain third level, clerics of the Chapeaux order gain the ability to cast one shillelagh spell per day.

Members of the order of the Stars wear dark green robes with a starburst holy symbol of copper, gold, or platinum (depending on their status). They seek to retain doctrinal purity amongst the faithful.  Clerics of the order of the Stars gain the ability to cast one ESP spell per day upon attaining fourth level. 

Members of the order of the Billets are the most numerous, serving as ministers and protectors of the faithful. Clerics of this order, upon attaining second level, gain the ability to cast one friends spell per day. They dress in simple brown and russet garments, and wear a holy symbol of an oaken or bronzewood billet. 

While St. Cuthbert has many large places of worship, wayside shrines and small, crude chapels are usual. His followers are found mainly in the Central Flanaess, around Greyhawk, the Wild Coast, Urnst, and Verbobonc. (See The Village of Hommlet, Dungeon Module T1.) A great rivalry exists between those who follow St. Cuthbert and the followers of Pholtus (of the Blinding Light).

WEE JAS

Goddess of Magic and Death

Greater goddess
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ARMOR CLASS: -5

MOVE: 13”

HIT POINTS: 205

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 5-8 +3

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 90% plus globe of invulnerability

SIZE: M (5’ 9” tall)

ALIGNMENT: Lawful neutral (evil)

WORSHIPERS: ALIGNMENT: Highly intelligent lawful figures

SYMBOL: A skull lit from behind by a fireball

PLANE: Acheron

CLERIC/DRUID: See below

FIGHTER: Nil

M-U/ILLUSIONIST: See below

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

S: 18 (+1, +3) I: 24 W: 17 D : 1 7 C : 8 Ch: 20

Wee Jas is an attractive woman who never diminishes her awe ability when appearing to mortals. She wears beautiful and expensive gowns and delights in changing them often (instantly, by magic). If she gives a gown to a woman, it will act as a cloak of protection +3 for the next 72 hours. Wee Jas wears no armor; her excellent armor class comes from the powerful magic that surrounds her. She cannot be harmed by non-magical weapons or missiles. 

In addition to her high magic resistance, she has a permanent globe of invulnerability around her which cannot be brought down, making her immune to magics of the 1st through 4th levels, even from devices. She can, at will, make the globe radiate as much light as she desires, up to the brightness of a sunburst from a wand of illumination. 

Wee Jas is a master of magic. She knows every magic-user spell of any level, plus every cleric, druid, or illusionist spell of 5th level or lower. She can cast up to 9 spell levels worth of magic in a single round (maximum of three separate castings per round), mixing them as to type and level as she sees fit, and casting each at the 25th level of ability. She can use up to five magic-user spells per day of each spell level from 6th through 9th, and can use an unlimited number of 1st-5th level spells per day, taking them as desired from the spell lists of all the spell-casting classes.

As the goddess of death, Wee Jas can turn or command undead as a 25th level cleric. Intelligent undead creatures often try to flee from her to avoid the sunburst effect of her globe of invulnerability which she can maintain indefinitely. She is the guardian of the dead as well; her clergy are forbidden to use raise dead or resurrection magic on any character or creature before communing with her directly and gaining permission. Wee Jas is loath to allow anyone to be raised or resurrected who is lower than 9th level or not lawful. It is 50% likely that she will not allow her clergy to raise a being who is neutral with respect to law and chaos, and there is only a 15% chance that she will allow the raising of a chaotic creature or character. A priest of Wee Jas who goes against her wishes or does not consult her in the matter of raising dead will be demoted one experience level and forfeit three levels’ worth of spell casting ability until he or she performs atonement.

She can summon groups of lawful undead or lawful dragons (but not Tiamat or Bahamut or their attendants) to do her bidding, but the task she sets for them must not be in violation of their alignment. Summonable undead are wights, wraiths, spectres, mummies, or ghosts, as she chooses. Any dragons she summons will be of adult age or older and capable of speech and magic use; she can call blue, green, bronze, silver, or gold dragons, as she chooses. Summoned creatures will come to her in Acheron or on the Prime Material plane within 1-4 rounds, and from 2-5 of any creature will appear to answer a single call. 

Wee Jas has the power of ability alteration. She can raise or lower the intelligence, wisdom, and/or charisma of any character, to a maximum of 4 points’ worth of alteration on any single figure (one ability 4 points; two abilities 2 points each; one ability 2 points and the two others 1 point each, and so forth). Her alteration cannot raise a score above 18 or lower it below 3, and she cannot affect the same character more than once, even to reverse the effects of her own tampering. Since she is highly lawful, she will only perform this alteration on someone who has done her an extreme service or disservice. 

She is not on good terms with any chaotic deity. She is favored by Phaulkon among the Suloise deities of good alignment and by Bralm among the evil Suel deities. She is on favorable terms with all lawful deities because she is known to uphold law above all else. Demons and all other chaotic figures loathe and despise her. Chaotic undead avoid her, but must obey her if she commands them into service. 

Her clergy are always lawful, and within any particular church they will all be of the same alignment (50% lawful neutral, 30% lawful evil, and 20% lawful good). Members of her clergy wear black vestments if good, gray if neutral, and white if evil. All of her churches are huge, elaborate structures, and services to her are long and complex affairs lasting for hours.

Clerics of Wee Jas receive a special bonus ó reduced casting time for their spells. Clerics of levels 1-5 can cast 1st and 2nd level spells in one less segment than normal; at levels 6-10, her clerics can cast their 1st and 2nd level spells in two less segments; at levels 11-15, they can also cast 3rd and 4th level spells one segment faster than normal. At level 16 and above, clerics of Wee Jas can cast 3rd and 4th level spells in two segments less time, and 5th level spells in one segment less. Any spell reduced to a casting time of zero or less by these bonuses is considered to have a casting time of ½ segment. In any case, the cleric can only cast one spell per round.

Wee Jas is worshiped in highly lawful and civilized communities including Lo Reltarma, the Scarlet Brotherhood, and the Theocracy of the Pale.

Clerics of Wee Jas (#88) must earn an extra 10% in experience points to rise from one level to the next throughout their careers.

SARDIOR, THE RUBY DRAGON
ARMOR CLASS -3
MOVE: 12"/32"
HIT DICE: 12 (96 HP)

% IN LAIR: 100%

TREASURE: H, Ix3, Ux5 

DAMAGE/ATTACK: 1-10/1-10/5-40
INTELLIGENCE: Supragenius
SIZE: 36’ long
PSIONICS: 344

A/D modes: All/All (4 minor and 3 major disciplines, as follows—Domination, ESP, Invisibility, Levitation, Molecular Rearrangement, Energy Control, Dimension Walk.)
CHANCE OF

Speaking: 100%
Magic-use: 100%

Sleeping: 5%

SUGGESTION: 75%

SPELLS GAINED *

**Sardior, the Ruby Dragon, has 3 each of both Druidic and Magic-User spells of levels 1-7, and has spell books listing all the Magic-User spells of those levels.
Finally, we come to the Ruby Dragon. This is not a breed of dragon, but a unique individual. Sardior the Ruby Dragon is the Prince of Neutral Dragons. He dwells in a magical castle that roams the night sky, high up in the atmosphere. He keeps his castle moving so that it is always in earth’s shadow. Often, when Sardior’s castle is sighted, sages think they are seeing a reddish star making unusual conjunctions with other stars in the night sky. 

Sardior keeps a court of 5 thanes, one each of the various breeds of neutral dragons. Their names are: 
Hrodel (a female Crystal dragon), psionic disciplines of Empathy and Invisibility; 
Tithonnas (male Topaz dragon), disciplines of Clairaudience, Clairvoyance, and Sensitivity to Psychic Impressions; 
Smargad (male Emerald dragon), disciplines of Domination, Hypnosis, and Teleportation; 
Charsima (female Sapphire dragon), disciplines of Cell Adjustment, ESP, Suspend Animation, and Etherealness; and 
Aleithilithos (male Amethyst dragon), disciplines of Detection of Good/Evil, Detection of Magic, Object Reading, Energy Control, and Dimension Walk. 

Occasionally (10%), one of these dragons will roam the earth without Sardior and the other thanes. If encountered, the thane may reward beings that find favor with it, usually in the form of gems, but sometimes in the granting of a boon.
All of Sardior’s thanes are huge, ancient dragons. It must be remembered, of course, that Sardior and company are a stay-athome lot, not given much to interfering with others’ businesses. All the Neutral dragons honor Sardior, but being what they are, his sovereignty does not much affect their daily lives of treasure-mongering. All are agreed however, that Sardior is the most brilliant conversationalist and raconteur of all dragons.

Sardior has two breath weapons which he can employ twice per day each: a shriek (like an Amethyst dragon) or a dazzling cloud (like a Crystal dragon). He has a ruddy appearance, but his handsome features and general grace ensure that only a very inexperienced dragon-hunter would mistake him for a red dragon.

Appendix C:  

Supplementary information, if any, which may be used to assist in understanding the race as presented.

