AFTERWORD -
BY JEFF
ASHWORTH

FOREWORD
 BY LUKE

. GYGAX \Ii

0000000000000

EPIC NEW DRAGONS, DRAGON-KIN AND MONSTERS, PLUS CULT, CLASS,
COMBAT AND MAGIC OPTIONS FOR 5TH EDITION RPG ADVENTURES

DILLON % HAECK % HUBRICH
LEWIS % PINTO

Plus
8 ONE-SHOT
_ ADVENTURES!




N\E MASTER’S B
%é’ 6P™ oo T O04 o
LEGENDARY

DR AGONS

EPIC NEW DRAGONS, DRAGON-KIN AND MONSTERS, PLUS CULT, CLASS,
COMBAT AND MAGIC OPTIONS FOR 5TH EDITION RPG ADVENTURES

DILLON 3¢ HAECK 3 HUBRICH
LEWIS 3¢ PINTO



OPME

e&

MASTER’

S Boolr
O

LEGENDARY @

DR AGONS

04

10

Anoth-Zuul, Mummified
Dragon Queen

Aufgeben, The Dark Cloud

Balaur, Beast of War

Balleg, The Ravaged Wyrm

Fury, Dragon Queen of Hell

Gallomarg, Disease-Ridden
Serpent of the Maw

Glitz, The Rapscallion

Ilizinnii, The Heart Eater

06

pg. 12

pg. 16

pg. 20

pg. 24

pg. 28

pg. 33

pg. 37

pg. 42

Immryg-Umryss, The Snatcher pg. 46

Jormungand,
The World Serpent

Karnaggonn, The Morning Star

Kiennavalyriss,
The Keeper of Secrets

Kundal, The Rainbow Dragon

Kur, The Dragon of the Void

Kut-Echinae,
Mother of Monstrosities

Naghi, The Stone Dragon

Pellix, The Stalker

Salathiir, Suffering Made Flesh

Tyrnin, The Two-Headed
Dragon

Umunairu, Shepherd of Storms

pg. 50

pg. 54

pg. 58

pg. 62

pg. 66

pg. 70

pg. 74

pg. 78

pg. 82

pg. 86

pg. 90




Vanadon-Necroth, The Scaled pg. 94 120

Book of the Dead
Volthaarius, The Traveler in pg. 98 Dragon Riders pg. 122
Silver Mist Drakes pg. 132
Puggons pg. 134
Dragonants pg. 135
Vyraetra, The Wretched Wyrm  pg. 103 Hand of the Dragor pg. 138
Driken pg. 144
Xavour, The Plague Bringer pg. 107 Dragon Cults pg. 152
Dragon Hunting pg. 156
Xylaarion, The Shackled Queen pg. 112 Dragon Parts Economy pg. 159
Enhanced Spells pg. 163
Zuth, The Eternal pg. 116 Aerial Combat pg. 170
Magic Items pg. 176
182
Hold My Beer pg. 184
Dragon Hunt pg. 198

Hell Hath Fury




“If you're a casual gamer, Game Master or full-time RPG enthusiast, this
book is for you. It presents an exciting, mythical and fantastical world of

dragons designed to enhance your gaming experience in ways you never
imagined.”

—Chris Seaman
DUNGEONS & DRAGONS AND MAGIC: THE GATHERING ARTIST

chrisseamanart.com



FOREWORD
o

RAGONS PERMEATE OUR MYTHOLOGY ON A GLOBAL SCALE.

All inhabited continents include some form of these beasts in their folklore, from Europe to the Far

East. The idea of massive reptilian creatures inhabiting the edge of civilization crosses cultures and

is one of the threads that binds us together as human beings. Our literary history is replete with

dragons serving as the archetypal foe that opposes the hero from the Argonautica in antiquity to
the tales of Beowulf and King Arthur. And dragons grew in popularity in the 20th century in the stories of authors
such as C.S. Lewis, Ursula K. Le Guin, Robert A. Heinlein and famously the evil red dragon Smaug from my favorite
childhood book, The Hobbit, by J.R.R. Tolkien.

Given all of these factors, it is no surprise that when my father, Gary Gygax, created the fantasy role-playing genre, he
chose to name that revolutionary new game Dungeons & Dragons. Dragons are the stuff of legends, so this tome could
not be more aptly named than it is: The Game Master’s Book of Legendary Dragons.

Let’s face it, if you love fantasy role-playing gaming like me (and since you're reading this foreword the chances are that
you do share my passion for gaming), you are fascinated with dragons. And why shouldn’t you be? When I think of my
favorite fantasy artwork, it includes dragons. Larry Elmore’s rendering of the red dragon on the iconic Basic D&D red
box, Clyde Caldwell’s Tiamat, Erol Otus’s Basic D&D cover—or a personal favorite that I commissioned from Jeff Easley
for Gary Con VI, “An Aerial Duel,” depicting a flying wizard battling a dragon. Something about these mystical beings
touches our souls, ignites our sense of adventure and sends our imagination soaring on massive bat-like wings.

Some of my earliest memories around the gaming table are of listening to the likes of Rob Kuntz and my dad talking
about their adventures in the World of Greyhawk. Each one of them had gone searching through dangerous territory in
the wilderness to find and subdue a dragon. Rob played the evil hero, Lord Robilar, who overcame a green dragon and
forced it into his service. Mordenkainen, a powerful archmage played by my father, gained control of a pair of ancient red
dragons. It was a mark of prestige to be able to conquer and control a being of such raw power.

Don’t you want to have one of these magical beasts at your beck and call?

It’s clear that the people who put together this resource are fascinated with dragons too. It’s packed with information
and ideas that will bring dragons to the forefront of your favorite fantasy role-playing game. Inside, you’ll find a
selection of ancient wyrms with colorful stories that bring their personalities to life and make it easier for the Game
Master to understand and play them. From the fearsome Balaur and Balleg, both left twisted and filled with rage

at the wizards that cruelly subjected them to tortures to gain power, to the intriguing and compelling Fury, Dragon
Queen of Hell, and the wise Kiennavalris whom you can use to add layers of story to your campaign. In addition to
the more than two dozen of these Legendary Dragons, the book includes a new character class, spell enhancements,
the driken race, information about hunting dragons, dragon cults, new magic items and even rules to manage aerial
combat.

Dragons have a special place in our folklore, mythology and fantasy gaming. I encourage you to have fun using

this book to reinvigorate the role that dragons play in your campaign and watch how much fun your players have
interacting with them.

LukEe Gygax
Founder of Gary Con
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COME NOT
BETWEEN
THE DRAGON

AND HIS WRATH.
-William Shakespeare
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WELCOME TO
THE GAME MASTER’S BOOK
OF LEGENDARY DRAGONS...

e’'ve all been there. You pore over monster manuals, searching
for a compelling creature with which to test, taunt and otherwise
terrify your players. You gauge stat blocks and customize your
creation, even practicing your sinister snarl in the mirror so

you can bring it to life at your table. But as you look at your
reflection, embodying an ancient draconic menace with a subtle lip curl and a
Rasputin-like accent, it begins to dawn on you that you have no idea who this
dragon is. What he wants from your party. Why he would even exist in your world.
As a GM, you know what the dragon can do—but you're plagued by the question
that hangs over any quality actor: “What’s my motivation?”

Now, thanks to The Game Master’s Book of Legendary Dragons, you’'ll have the

answers to this and many other questions about dragons and the impact they have
on the world around them.

THE GAME MASTER’S BOOK OF LEGENDARY DRAGONS 7



WHAT THIS BOOK Is

The Game Master’s Book of Legendary Dragons is
meant to provide information on more than two dozen
unique dragons, with rich histories, motivations and
strategies that anyone can add to any sandbox. Your
players will also find ways to boost spells with harvested
dragon scales or organs and even play a new dragon-
related race. Perhaps a player wants to become a dragon
rider or join a dragon-hunting faction that uses airships
to track down and destroy evil dragons. The content
contained within this book can provide mechanics for
both, offering a staggering number of options for anyone
who loves dragons as much as we do.

This book is a resource meant to inspire. There is so
much more to a dragon than the overwhelming power of
their breath weapon or the color of their scales. Dragons
are not ordinary creatures. They are highly intelligent,
equally charismatic and in most cases long-lived. They
have unique goals, a plethora of personalities and are
steeped in lore and allure built up over their centuries of
roaming the realm. They are more than a stat block. This
was one of the primary reasons for the development of
this book. We wanted to elevate dragons to the level they
deserve and provide a deep understanding of what makes
each dragon unique, special, even awe-inspiring. With
each dragon comes their backstory, details related to
their lair as well as encounter conditions and tactics. This
information is intended to serve as a tool for you to craft
your own stories as opposed to the story in total. In short:
These creatures are still your characters, and you should
take them wherever you and your party decide they need
to go. Like all legends, they change a bit based on who is
presenting the tale.

Each Legendary Dragon featured is distinct, and
you are encouraged to choose one that’s appropriate for
your current campaign. Even a new campaign can feature
one or several dragons as a major antagonist in your
game'’s storyline. Need a dragon of war? Go with Balaur.
Want a dragon that is a step beyond the fabled and fierce
tarrasque? Select Zuth. Need to save the princess, but
with a twist? Choose Immryg-Umryss. There is a good
chance a Legendary Dragon in this book will suit your
desire to tell any number of stories, ensuring you're giving
all your players a memorable experience.

WHAT THIS Book Is Not

The Game Master’s Book of Legendary Dragons is not
just a big book of dragons with stats or variations of the
same dragons found in other 5th Edition sourcebooks.
Our approach with this book was to go much deeper
with lore to give you inspiration. Entire campaigns can
be built around a single Legendary Dragon’s own rich,
detailed history, but you can also lay the foundation for
a one-shot encounter with one of these creatures if your
party is simply spoiling for an unforgettable fight.

None of the dragons within are variations of the
more common and familiar types of dragons in 5th
Edition. These dragons have proper names, histories
and motivations that transcend metallic or chromatic
stereotypes. While many traditional and familiar 5e
dragons are already quite formidable, Legendary
Dragons are one-of-kind and well-deserving of their
epic status. That said, most basic dragons are not
suitable for encounters with lower level players, and
in that way, the Legendary Dragons featured in this
book do align with their more generic cousins. These
creatures could kill a low-level party with a single breath
(weapon), so use them at your discretion.

This is not railroad information. Each dragon entry
provides the “Goldilocks zone” of intel so you can have
enough information to run them well while still leaving
room for your unique interpretation.

How 1o Usk TH1S Book

The Game Master’s Book of Legendary Dragons
was created using the System Resource Document for
the 5th Edition of the world’s most popular tabletop
roleplaying game. The lore within could undoubtedly
be used for other well-known games, but the stats are
optimized for 5e. The license for the SRD is printed
for your convenience on pg. 234. Passing references
to material from this resource have been marked in
bold (monsters or NPCs), are in italics (spells) or both
(magic items). All other content is new and created
specifically for this book.

It is encouraged that new GMs explore the SRD so
they can best understand the basic rules of the game.
With that foundation of knowledge, you can more
readily translate the specifics of each dragon presented
to your world. As you weave your own narrative,
consider the impact any one of these creatures may have
on a kingdom’s economy (pg. 159), travel (pg. 170) or on
the land itself (Gallomarg [ pg. 33], Kut-Echinae [ pg.
70] and Zuth [pg. 116] are great examples of this).

When you use this book, you’ll be able to choose
from several of the Legendary Dragons featured within.
Do you need a unique dragon for a particular part of
your world? A large city, forest, mining town or seaside
village? Chances are good you will find a dragon that
fits your needs. Do you require a powerful NPC to guide
your group or thwart their best-laid plans?



A shapeshifting Legendary Dragon may just fit the bill.
Most of these dragons would function well as a powerful
“end of the campaign” finale.

Dragons are smart. Perhaps smarter than you. That’s
OK—you'’re only human. In order to more effectively
challenge your players, plan a little strategy ahead of
time. Dragons know the look of a healing spell, the
tell-tale signs of a powerful warrior or trappings of a
would-be wizard. They can discern who the strong,
skilled or spellcasting are with a simple considered gaze,
and theyre not above ripping a cleric apart, fairness
or honor be damned. Legendary Dragons have lived a
long time, and they didn’t do so by fighting to the bitter
end. They will flee as necessary, forcing your party to
give chase, perhaps over several months, if that’s what’s
required to bring in a bounty.

A Legendary Dragon is rarely caught flat-footed.
Several tactics are provided within these pages to help
run them to their maximum potential, and each dragon
features unique abilities, lairs and legendary actions.
Some have minions or companions to tip them off of
any PC activity that threatens a dragon’s plans or if they
encroach upon its lair, and others have regional effects
that will make things even harder on your party. If your
players have fought dragons before, they may be in for a
big shock.

And look, we see what you're thinking. “But these
dragons are so powerful. My players won’t stand a
chance!” Perhaps. In some cases, assuredly. But...

You can always start small. If a Legendary Dragon
is introduced to an adventuring party early into their
careers, it should be set up for a future encounter. It
can become a memorable part of the grand story. A
dragon (or several dragons) can weave in and out of
the adventurers’ lives over several months or years.
Imagine the Legendary Dragon as a slow drumbeat—a
steady pulse in the background that is always there,
guiding your group to glory or attempting to subvert
them at every turn. Not every Legendary Dragon needs
to be tangled with. In fact, several dragons could be
very helpful to an adventuring party just starting their
journey. Glitz, Jormungand, Kiennavalyriss, Kundal,
Naghi, Umunairu, Vanadon-Necroth, Volthaarius,
Vyraetra and Zuth are all neutral or even good-aligned.
That’s not to say there won’t be a conflict with any of
these Legendary Dragons. Still, the dragon’s demeanor
or outlook may give the party a chance to be creative in
how they interact. Some Legendary Dragons might even
request help from adventurers.

The writers of this book haven’t forgotten about
players, either. Imagine creating a character directly
tied to a dragon’s regional magic. As the character
matures, this proximity of birth manifests unusual and
exceptional powers. Your players can become a draken
with a combination of abilities unique to them and them
alone. No two driken are alike, as each region’s draconic

magic affects different characters in many divergent ways.
The roll tables associated with draconic mutations are

so diverse and numerous that the possible outcomes will
ensure a one-of-a-kind character players can bring to life
at your table.

A player can also become a dragon rider that
utilizes a dragon companion as a loyal mount and
sidekick by rolling up a PC using the Dragon Rider class
exclusive to this book. As the player character progresses
into higher and higher levels, so does their draconic
companion, and the bond that forms between dragon
and rider is strong enough to sunder an entire kingdom
(though you may be inclined to balance it at your own
table if you feel other PCs are getting a little jealous).

Your party can choose to go professional and
become fearsome dragon hunters. Be sure to encourage
them to keep it a secret, though. Dragons loathe the
practice (for a good reason!) and have exacted revenge
upon dragon hunters and their communities many,
many times before. They can learn from veteran hunters
who have the fortitude to take on these fabled beasts or
play as those archetypes themselves. Dragon hunters are
seasoned adventurers, and those who still remain are
likely to share invaluable knowledge on how to take on
an ancient leviathan like Anoth-Zuul.

Or take to the skies! This book includes mechanics
that enable players to take to the air and navigate an
airship in order to more doggedly pursue their quarry.
Additionally, after the players master the ability to
hunt dragons, they can be rewarded by selling valuable
harvested dragon parts or enhancing spells with the
dragon components. It’s nice to know there’s a payoff
when a dragon is defeated. But be sure to keep it
confidential, as this trade is highly illegal in many areas
of the world. Buying and selling dragon parts is a black
market venture (at least unless you decide it isn’t), but
if your party is crafty and intelligent, there is plenty of
coin to be had.

We invite you to enjoy the contents of The Game
Master’s Book of Legendary Dragons. We hope you find
the Legendary Dragons within to be an inspiration to
you and your players for many years to come. Or at least
until the first TPK.

Happy adventuring!

THE GAME MASTER’S BOOK OF LEGENDARY DrRAGONS 9
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ANOTH-ZUUL,
MUMMIFIED DRAGON QUEEN

ol SO

terror into souls both young and old. It is not the

I n the lands of Graal, the name Anoth-Zuul strikes
great dragon queen they fear so much, however, as

the zealous cultists who worship her mummified remains.

With her dual heart in an unholy clay jar and her body
wrapped in clinging magical rags, the great dragon queen
is a source of power that fuels the foul rituals of Anoth-
Zuul’s deranged supplicants. This is, however, not a fate
the mighty dragon would have chosen for herself, and
should she ever rise again, she will be more powerful than
any thought possible.

As the story goes, Anoth-Zuul was betrayed by a
loyal retainer—Nemoz—who tended to her during
her hibernation. As her two hearts still beat, Nemoz
tenderly carved them from her breast over the course
of several weeks and placed portions of each into a
desecrated clay vessel. A ritual was performed to ensure
she would remain in perpetual sleep for at least 101
years. Only then would she fully regain consciousness,
an unholy specter of her powerful form.

Only that’s not exactly what happened.

Nemoz’s original plans were to use the mummified
dragon as a sepulchre of magic and make himself
immortal, placing his faith in the ritual he had paid
so dearly for. But an unpredictable result of the ritual
allowed Nemoz to use Anoth-Zuul’s body to channel
unholy magic from the negative material plane and
fuel his own diabolic machinations. Decades passed.
Nemoz grew in strength, and his body barely aged.
From his power, a cult celebrating the power of the
dragon as well as unlife was born. While Anoth-Zuul
slept, Nemoz extended his own life—and the lives of his
servants—through the use of this vile magic. The great
dragon queen lay in agony, trapped in lasting torpor as a
mummified tool of the cult, biding her time.

Nemoz was ultimately slain by his own daughter—
Revora—who granted herself the rank of high priestess
of the cult of Anoth-Zuul and spread her message far
and wide through the darker corners of the land. Those
who were powerless in their regular lives turned to
the cult for the strength to slay their husbands, jailers,
lords, masters and anyone else who would exploit them.
Rumors of the cult spread throughout Graal, and terror
consumed those who refused to submit to it. The cult’s
servants were called harridans (regardless of gender)
and people feared the cultists could be living anywhere
rebellious behavior was present. Anoth-Zuul slept.

Unbeknownst to the cult, Anoth-Zuul grew in power
in her undeath. Nemoz had thought he was draining
the great dragon while channeling magic through her.
But her age and wisdom served her even in death. She
stored some vile magic inside her form, granting her
powers beyond the reach of dragons or mummies. And
though she has not yet fully woken from her slumber,
something stirs within. It is in this limbo-like state that
Anoth-Zuul has become a weapon of the cult.

As high priestess, Revora possesses the vessel. She
has the power to wake Anoth-Zuul from time to time to
enact painful acts of violence against those who are too
powerful for the cultists alone. And with this power, she
keeps the dragon under her control.

While under the cult’s power, Anoth-Zuul cannot rain
death upon the cultists. At least not yet. She remains a
tool of the cult, serving the high priestess and destroying
her enemies wherever she demands. But this could
change. Once the clay vessel storing portions of her dual
heart is broken, she will be free of the prison Revora
keeps her in. Perhaps then, the dragon queen will have
her vengeance on Revora. And the cult. And every other
living thing.

THE GAME MASTER’S BOOK OF LEGENDARY DRAGONS 13
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Hook

Revora and the cult use the myth of Anoth-Zuul to great
effect. Often they attack in the dead of night and slay
someone of importance—a guild leader for instance—to
send word to abusers that they will not tolerate the mis-
use of power. But sometimes they get it wrong and kill
someone who doesn’t deserve to die. Fear of their power
spreads nonetheless, and inside the land of Graal, the
cult is a terrifying force.

Any number of horrifying tales can drag the party into a
story about Anoth-Zuul and the cult. Such a story should
be a lengthy adventure involving numerous victims,
witnesses and trails of blood. If the party gets too close,
loyal cultists would be dispatched. And when that doesn’t
work, Anoth-Zuul would be summoned to finish them off.

ENCOUNTER CONDITIONS

A confrontation with Anoth-Zuul is nearly always at night
and always against those the cult believes have it coming,
Revora is power-hungry. While her aim is to balance the
scales of power by harming abusers, she now has a taste for
it and takes up arms against whomever she pleases. Graal
has become a nightmare of a place where any person could
be next. And while people do not know who is behind the
cult, they know the name and some have seen the great
dragon when it comes to dispense “justice.”

The land has become bleak, and hope for a better
tomorrow is gone.

An entire campaign can be built around the party
residing in Graal, living in constant fear and growing up
to vanquish the cult. Or they can stumble upon the story
like any other traditional encounter. In many ways, the
cult drives Anoth-Zuul’s actions, unless she shakes the
shackles of the dual-heart vessel.

The cult’s activities should draw the party into the
story and her appearance should shock and terrify them.
If Revora (use archmage stats with a lich spell list)
sends her to kill the party, she will present a formidable
challenge. If the party attempts to engage Anoth-Zuul
when she is within 120 feet of the dual-heart vessel, they
will understand the full breadth of the power wielded by
the cult.

TAcTICS
When Revora sends Anoth-Zuul to enact her will, she
does so without much consideration of tactics. Anoth-
Zuul is a giant, monstrous flamethrower of a weapon to
be hurled indiscriminately at her enemies. Revora has
never seen resistance to her methods and has therefore
never had to learn a better way. But while Anoth-Zuul is
nearly mindless, she is not foolish. Even though Revora
controls her, Anoth-Zuul does not behave in a way that
exposes her weaknesses (if this can be avoided).

Those who would do her the most harm are her first
targets. Trapping enemies behind a wall of force is a
favorite tactic of Anoth-Zuul, if the clay vessel is close

enough. The wall ensures the party won’t bother her for a
while, as she flanks her enemies from another direction.
Depending on the encounter the game master
creates for Anoth-Zuul, Revora and the cultists may be
present. They would certainly be a thorn in the party’s
collective sides during a fight, picking off anyone who is
undefended or distracting the most powerful warriors
using ad hoc weapons and commando tactics (developed
from years of their raids).

TREASURE

Anoth-Zuul herself is unlikely to have any treasure, but the
cult is wealthy enough for a thousand peasants. Over the
years, they have collected countless small treasures from
their victims. Gems, coffers, coins, relics, heirlooms and
even the occasional magic item have all found their way
into the cult’s hoard. Journals of misdeeds are also kept, as
well as maps of dozens of people’s homes—targets for the
cult’s unyielding vengeance.

These treasures are secured across the city in makeshift
vaults and storage centers, all controlled or manipulated
by the cult. The party might get a glimpse of these storage
centers, providing another opportunity for adventure and
investigation.

ANOTH-ZUUL’'S DUAL HEART
The dual-heart vessel used to control Anoth-Zuul functions
as a lair for her. It weighs 100 Ibs, has an AC of 20, 100 hit
points and is enchanted to withstand area of effect damage
from natural or arcane effects. If the vessel of hearts were
destroyed, the magic associated with controlling Anoth-
Zuul would dissipate and she would be free.

When fighting within 120 feet of the dual-heart
vessel, provided it is intact, Anoth-Zuul can utilize its
ambient magic to take lair actions.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Anoth-
Zuul can take one lair action to cause one of the
following effects:

¢ A mummy bursts through the ground and attacks
any enemy it can see. It acts on initiative 20.

¢ Until initiative count 20 on the next round, any non-
undead creature that tries to cast a spell of 6th level
or lower in Anoth-Zuul’s lair is wracked with pain.
The creature can choose another action, but if it tries
to cast the spell, it must make a DC 16 Constitution
saving throw. On a failed save, it takes (1d6) necrotic
damage per level of the spell, and the spell has no
effect and is wasted.

 An invisible wall of force springs into existence at a
point of Anoth-Zuul’s choice within range.

Anoth-Zuul can’t repeat an effect until they have all
been used, and she can’t use the same effect two rounds
in a row.



ANOTH-ZUUL,
MUMMIFIED DRAGON QUEEN

Gargantuan dragon, lawful evil, undead

Armor Class 20 (natural armor)
Hit Points 492 (24d20 + 240)
Speed 20 ft., fly 60 ft.

STR DEX CON INT WIS CHA
28 (+9) 11(+0) 30 (+10) 24 (+7) 24(+7) 16(+3)

Saving Throws Dex +7, Con +17, Wis +14, Cha +10

Skills Arcana +21

Damage Resistances fire

Damage Immunities bludgeoning, piercing and slashing from
nonmagical attacks, necrotic, poison

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned

Senses blindsight 30 ft., darkvision 120 ft., passive Perception 17

Languages Common, Draconic

Challenge 24 (62,000 XP)

Fire Resistance. Anoth-Zuul is protected from fire. All fire
damage she receives is reduced by half.
Innate Spellcasting. Anoth-Zuul can cast the following spells
without need for components. Her spellcasting modifier is
Wisdom (+13, DC 21).

At will: chill touch (17th level)

1/Long rest: animate dead (5th level)

2/Long rest: finger of death, vampiric touch (8th level)
Auwra of Exultation. The cultists and undead who worship Anoth-
Zuul are empowered by her presence. Any cultist or undead that
starts their turn within 60 feet of Anoth-Zuul gains 10 temporary
hit points at the start of their turn and while in this aura makes all
attacks with advantage.
Legendary Resistance (3/Long rest). If Anoth-Zuul fails a saving
throw, she can choose to succeed instead.
Magic Resistance. Anoth-Zuul has advantage on saving throws
against spells and other magical effects.
Rejuvenation. If killed or destroyed, Anoth-Zuul gains a new body
in 24 hours if her dual heart is intact, regaining all her hit points
and becoming active again. The new body appears within 5 feet of
her dual heart.
Vessel of Hearts. Anoth-Zuul’s dual heart is contained within a
large urn. Those in possession of this urn can control Anoth-Zuul’s
actions. If the urn and dual heart are destroyed, Anoth-Zuul’s hit
points are reduced by half. The urn has an AC of 20 and 40 hp.

ACTIONS

Multiattack. Anoth-Zuul can use her Frightful Presence. She then
makes three attacks: one with her bite and two with her claws.
Breath of Harm (Recharge 5-6). Anoth-Zuul unleashes a torrent
of plague-bringing breath in a 60-foot cone. Each creature in the

cone must make a Constitution saving throw. On a failed save,

it takes 49 (14d6) necrotic damage or half as much damage on a
success. The damage can’t reduce the target’s hit points below 1. If
the target fails the saving throw; its hit point maximum is reduced
for one hour by an amount equal to the necrotic damage it took.
Any effect that removes a disease allows a creature’s hit point
maximum to return to normal before that time passes.

Rotten Bite. Melee Weapon Attack: +15 to hit, reach 15 ft., one
target. Hit: 19 (2d10 + 8) piercing damage plus 9 (2d8) necrotic
damage. If the target is a creature, it must succeed on a DC 16
Constitution saving throw or be cursed with mummy rot. The
cursed target can’t regain hit points, and its hit point maximum
decreases by 10 (3d6) for every 24 hours that elapse. If the curse
reduces the target’s hit point maximum to 0, the target dies, and
its body turns to dust. The curse lasts until removed by the spell or
other magic.

Rotten Claw. Melee Weapon Attack: +16 to hit, reach 10 ft.,

one target. Hit: 16 (2d6 + 9) necrotic damage. If the target is a
creature, it must succeed on a DC 16 Constitution saving throw
or be cursed with mummy rot. The cursed target can’t regain hit
points, and its hit point maximum decreases by 10 (3d6) for every
24 hours that elapse. If the curse reduces the target’s hit point
maximum to 0, the target dies, and its body turns to dust. The
curse lasts until removed by the spell or other magic.

Frightful Presence. Any creature within 120 feet of Anoth-Zuul
and aware of her presence must succeed on a DC 19 Wisdom
saving throw or become frightened for one minute. A creature
can repeat the saving throw at the end of each of its turns, ending
the effect on itself on a success. If a creature’s saving throw is
successful or the effect ends, the creature is immune to Anoth-
Zuul’s Frightful Presence for the next 24 hours.

Tail. Melee Weapon Attack: +15 to hit, reach 20 ft., one target.
Hit: 17 (2d8 + 8) bludgeoning damage.

LEGENDARY ACTIONS

Anoth-Zuul can take three legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature’s turn. Anoth-Zuul
regains spent legendary actions at the start of her turn.

Detect. Anoth-Zuul makes a Wisdom (Perception) check.

Glare of the Ancients. Anoth-Zuul targets one creature she can see
within 60 feet. If the target can see Anoth-Zuul, it must succeed
on a DC 18 Wisdom saving throw against this magic or become
stunned until the end of Anoth-Zuul’s next turn. If the target fails
the saving throw by 5 or more, it is also paralyzed for the same
duration. A target that succeeds on the saving throw is immune

to this glare as well as the Dreadful Glare of all mummies and
mummy lords for the next 24 hours.

Tail Attack. Anoth-Zuul makes a tail attack.

Wingstorm (Costs 2 Actions). Anoth-Zuul beats her massive
wings as blinding dust and sand swirls magically around her.

Each creature within 15 feet of Anoth-Zuul must succeed on a DC
16 Constitution saving throw or be blinded until the end of the
creature’s next turn. Anoth-Zuul can then move up to her fly speed
without provoking opportunity attacks.
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AUFGEBEN,
THE DARK CLOUD

ol OO

ufgeben is a grotesque undead abomination.
A Unlike other dragonkin, he is not a hunter, a

predator or an apex beast but a scavenger who
consumes rotten flesh, empowered by fear and death.
Immune to all diseases, he smells of rot and is almost
always preceded by a hail of buzzing flies and vermin as
well as rumors of defeat.

In many ways, Aufgeben is an omen. He is the
manifestation of fear among a gathered army—he
grows stronger when its odds of victory are bleak. As
the individual fears of each soldier grow Aufgeben
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manifests into a terrifying physical form that longs to
feast on their bodies once they fall victim to an invading
force. As he feeds, he grows stronger, spreading fear and
disaster in equal measure.

Few people have witnessed Aufgeben and stories of
him are rare. Those who have come in contact with the
beast rarely survive. Victims’ corpses are never found,
their deaths attributed to fey, ghosts, swamp creatures,
undead or the other horrors that stalk the battle-torn lands
between encamped forces. Aufgeben is a timeless beast
and his ruin has been felt around the world, whether or not
people know his name. Should anyone have a story about
the Dark Cloud—a bard or bartender, for instance—it is
often told through parable and myth, as though the story
was born of a child’s fantasies and fears.

Each time the tale is recounted, the details vary,
but one superstitious aspect is consistent. All good
generals know fear of losing a battle can manifest into
the swarming body of Aufgeben in an instant. A great
many field marshals arrive to battle with hairs on their
necks standing upright, unable to push down the fear
that they will lose the day. Acknowledging such a fear
to their soldiers is enough to summon Aufgeben to the
fight, his sole purpose to feed on ensuing failure, to
relish the taste of defeat.
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Hook

Aufgeben exists wherever there is death—battlefields,
graveyards, plague-riddled lands and the like. As such,
the beast is likely to be spotted by peasants and travelers,
with rumors of his location quick to follow. Though
heroes are unlikely to have encountered Aufgeben face to
face, anyone with a soldier’s background would at least
have heard the rumors of a decaying dragon that moves
like a murmuration, eating the dead like a carrion beast—
and it sounds like something similar is heading for the
frontlines. If not, the great dragon can always eat the
dead from a sacred cemetery, which will certainly draw
the ire of any who fight to cleanse the world of evil. Other
hooks could include:

* The party are messengers sent out to tell a general to
stand down his army, but they’ll need to get there
before Aufgeben does.

¢ The party stumble upon the two-day-old remnants
of a battlefield. The stench is unbearable, but the
spoils of war have been left behind. Armor, swords
and the like lie in puddles of gore, free for the taking.
The buzzing of flies that heralds a rotting dragon is
heard in the distance.

* The party are part of a large army that remains a
little too long after the fight, only to witness Aufgeben
land among the carnage and begin feasting on friend
and foe alike. In their weakened state, the party are
not a threat to the dragon, who has already deemed
the dead its spoils of war...

ENCOUNTER CONDITIONS

The smell of decay abounds. Aufgeben is most often
found in abattoirs, battlefields and graveyards. He has
no true lair. He nests wherever there are dead bodies,
piles of bones and rotting carcasses.

ENCOUNTER

Encounters with Aufgeben are bound to be lengthy. In the
open—on a battlefield for instance—he will see the party
coming a long way off. He will have time to prepare and to
fly away if necessary. Being undead, he does not sleep, so
attacking at him at night is unlikely. If possible, Aufgeben
would be found atop a pile of bones and corpses to give
himself a better view of the surrounding area.

TacTICS
Aufgeben is a scavenger and knows the value of killing
the weakest thing first, like a vulture waiting for a lamb to
die in the hot sun. Whenever possible, Aufgeben uses his
Consume Corpse legendary action. Beyond that, he makes
sure to use his lair actions in whatever manner will harm
the (perceivably) weakest enemy.

Despite being impervious to many attacks, Aufgeben
does not think like a traditional dragon. He is a scavenger
and eater of the dead. He does not approach anything he

cannot kill easily or that is not already dead. Fighting toe-
to-toe with the party is not his style and he keeps them

at bay with numerous ranged attacks or by dispersing
into smaller forms and flying away. Since he is rarely—if
ever—encountered underground, Aufgeben flees at the
sight of a strong force and only attacks with his breath
weapon at a distance. He will never stand toe-to-toe with
fighter types.

Even while airborne, Aufgeben can use his lair actions
on the party on the ground. When the party approaches a
body pile that the dragon is near, Aufgeben immediately
takes flight and targets the party from the air, leaving
them to deal with the effect of his presence.

Given that there may be several body pile lairs within
a few miles of each other, some lairs may be empty or
inactive. This is a prime opportunity for some body piles
to be decoys. Game masters can surprise the party with a
lair action or two to spring as a trap.

TREASURE

Aufgeben has no use for treasure. His stomach
consumes everything he eats, and only the strongest

of magic could survive his psuedo-intestines. The true
prize of defeating Aufgeben is his decaying flesh, which
could be studied by a powerful wizard, should they
reach the corpse in time.

AUFGEBEN’s LAIR

Aufgeben is likely nesting somewhere near a recent

and cataclysmic battle, his lair a mound of corpses he
collected over several weeks. Aufgeben may have several
lairs spread out across the lands.

LAIR ACTIONS
On initiative count 20 (losing initiative ties), Aufgeben can
take one lair action to cause one of the following effects:

* A pocket of rotten flesh gives way beneath one
creature of Aufgeben’s choosing. That creature must
succeed on a DC 18 Dexterity saving throw or suffer
21 (6d6) acid damage as they slip into a pool of
collected stomach acid and fetid blood.

* The rotten corpses piled about in this lair shift in

a 15-foot area of Aufgeben’s choice. Any creature in
this area must succeed on a DC 18 Dexterity saving
throw or become buried in corpses. Escaping requires
a successful DC 18 Strength (Athletics) saving throw.
* Maggots writhing in the corpses in this area surge
upward at Aufgeben’s command. The ground in a
20-foot radius centered on a point of Aufgeben’s
choosing becomes difficult terrain for the next round.
When a creature moves into or within the area, it
takes 5 (2d4) piercing damage for every 5 feet it
travels, as the maggots gnaw at the creature’s flesh.

Aufgeben can’t repeat an effect until they have all been
used, and he can’t use the same effect two rounds in a row.



AUFGEBEN, THE DARK CLOUD

Gargantuan dragon, chaotic evil, undead

Armor Class 24 (natural armor)
Hit Points 471 (23d20 + 230)
Speed 40 ft., fly 80 ft., burrow 40 ft.
STR DEX CON INT WIS CHA

27(+8) 18 (+4) 30(+10) 14(+2) 16(+3) 8 (-1)

Saving Throws Str +15, Dex +11, Con +17, Wis +10, Cha +6

Skills Investigation +16, Nature +16, Perception +17, Stealth +11

Damage Resistances cold, fire, bludgeoning, piercing and
slashing from nonmagical attacks

Damage Immunities necrotic, poison

Condition Immunities blinded, charmed, exhaustion,
frightened, grappled, paralyzed, petrified, poisoned, prone

Senses blindsight 120 ft., darkvision 120 ft., tremorsense 30 ft.,
passive Perception 27

Languages Common, Draconic

Challenge 23 (50,000 XP)

Darl Cloud. Any defending army aware of the presence of
Aufgeben within 100 miles of a battlefield, at GM discretion, is
demoralized. A DC 18 Charisma (Persuasion) check is required to
convince 1d100 percent of the force from deserting.

Divide and Devour (1/day). Aufgeben can choose to exist as a
fully formed dragon or as multiple smaller versions of himself on
a whim. As an action, Aufgeben can disperse into six individual
creatures for one minute. These creatures have the statistics of a
young black dragon but divide Aufgeben’s hit points at the time
of dispersal equally among them. When the separated creatures
lose half their hit points, they reform into one collective creature
and regenerate 22 (4d10) hit points.

Flyby. Aufgeben doesn’t provoke opportunity attacks when he
flies out of an enemy’s reach.

Legendary Resistance (3/Day). If Aufgeben fails a saving throw,
he can choose to succeed instead.

Turn Defiance (3/day). Aufgeben and any undead within 60 feet
of him are immune to the effects of turn undead.

Stench of Death. Aufgeben reeks of the rotten corpses upon
which he feeds. Any creature that starts its turn within 10 feet

of Aufgeben must succeed on a DC 15 Constitution saving throw
or be poisoned until the start of the creature’s next turn. On a
successful saving throw, the creature is immune to Aufgeben’s
stench of death until the end of its next turn.

ACTIONS

Multiattack. Aufgeben can use his Frightful Presence. He then
makes three attacks: one with his bite and two with his claws.
Bite (single form). Melee Weapon Attack: +15 to hit, reach 15 ft.,
one target. Hit: 19 (2d10 + 8) piercing damage plus 9 (2d8) poison
damage. The target must succeed on a DC 21 Constitution saving
throw or become poisoned.

Claw (single form). Melee Weapon Attack: +15 to hit, reach

10 ft., one target. Hit: 15 (2d6 + 8) slashing damage. If the

target is a creature other than undead, it must succeed on a

DC 21 Constitution saving throw or be paralyzed for one minute.
The target can repeat the saving throw at the end of its turn,
ending the effect on itself on a success.

Rotten Breath (Recharge 5-6). Aufgeben exhales acid and rotten
flesh in a 90-foot line that is 10 feet wide. Each creature in that
line must make a DC 22 Dexterity saving throw, taking 67 (15d8)
acid damage on a failed save or half as much damage on a success.
Additionally, each creature in the area of effect must succeed on a
DC 18 Constitution saving throw or be poisoned until the end of
their next turn.

Tail. Melee Weapon Attack: +15 to hit, reach 20 ft ., one target.
Hit: 17 (2d8 + 8) bludgeoning damage.

Frightful Presence. Each creature of Aufgeben’s choice within
120 feet of Aufgeben and aware of it must succeed on a DC 19
Wisdom saving throw or become frightened for one minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature’s saving throw
is successful or the effect ends for it, the creature is immune to
Aufgeben’s Frightful Presence for the next 24 hours.

LEGENDARY ACTIONS

Aufgeben can take three legendary actions, choosing from the
options below. Only one legendary action option can be used at

a time and only at the end of another creature’s turn. Aufgeben
regains spent legendary actions at the start of his turn.

Detect. Aufgeben makes a Wisdom (Perception) check.

Bite Attack. Aufgeben makes a bite attack.

Consume corpse (Costs 3 Actions). Aufgeben devours a dead body,
swallowing it whole. Aufgeben can roll hit dice as if taking a short
rest, and his breath weapon is automatically recharged.

Wing Attack (Costs 2 Actions). Aufgeben beats his wings. Each
creature within 15 feet of Aufgeben must succeed on a DC 23
Dexterity saving throw or take 15 (2d6 + 8) bludgeoning damage and
be knocked prone. Aufgeben can then fly up to half his flying speed.
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BEAST OF WAR
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a vast woodland territory filled with a multitude
of creatures that cowered before him. Then came
the adventurers. For their wizard, it was not enough
to just defeat a dragon. Balaur was captured alive and
became the subject of this wizard’s dark fascination.
Like many proud wizards before him, Balaur’s captor
became increasingly obsessed with expanding his
knowledge. Eventually, this growing curiosity drove
the wizard to madness, and he began to vivisect Balaur,
prying arcane secrets from the dragon at the ends of
cruel implements. Finally, the dragon snapped.
Though the wizard was dead and Balaur’s belly full, the
dragon was still imprisoned within the bowels of a remote

B alaur was once a proud dragon. He soared over
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tower. As luck would have it, this tower had long been
coveted by a band of duergar marauders. Without the
wizard’s magic to protect it, these duergar finally captured
the fortification, only to discover a dragon kept within.

Balaur had been stripped of all his scales by the time
the duergar found him. His hide was scarred beyond
all comprehension; he hardly looked like a dragon.

The duergar could have killed him, but instead saw

an opportunity—though it may have been Balaur that
planted the seeds of this idea. The duergar offered to
rehabilitate him, forge a new set of scales for him and in
return, he would march with their army and bring down
the walls of their enemies.

An alliance was formed, towns were plundered and
thus the Sunless Horde were born. The dragon-backed
duergar march with a deliberate pace; the drums
that herald their arrival beat in sync with the almost
mechanical steps of their weapon of war. The first
sacked cities had enough time to send messages to allies
beyond their borders, but the warnings were of little use.
One by one, every settlement in the path of this growing
army and their seemingly unstoppable siege weapon fell
to its overwhelming might or surrendered before the
mighty dragon bellowed their buildings into cinders.

The march continues, ever onward, the Horde’s desire
for more riches driving them to march a bit farther each
day. Balaur understands his role, and is grateful for this
second chance at life. But he tires of toppling capitals and
crushing the weak. There’s no challenge. No spark. No
worthy warriors willing to stare him down and test his
mettle (and, of course, his metal). As the Sunless Horde
marches ever onward, perhaps this fact will change.
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Balaur is a credible threat to almost any kingdom or
nation. In campaigns looking to blend armed conflict
with the intrigues of national politics, Balaur unifies
those styles. The party will likely be asked to assist one
or more nations as they prepare for the coming conflict
with the duergar force. Skirmishes with this advancing
army will be frequent.

Perhaps the duergar are just beginning to assemble
their armies. Should Balaur, the weapon that their clans
have rallied behind, be slain, the cohesion among their
ranks will crumble and they’ll likely disband.

Maybe Balaur has already crippled a kingdom. With
the first castle fallen, nearby rulers are in a panic.

Or, it could be that Balaur has begun to balk at the
commands of his latest captors. He has already started
to look for opportunities to regain his freedom.

However he is introduced, Balaur works exceptionally
well in campaigns that involve the continual drama
of war. It might only be a threat, at least at first, but a
mighty dragon aiding the duergar presents the potential
to reshape nations that are not strong or resourceful
enough to stand against such a mighty enemy.

ENCOUNTER CONDITIONS
On a battlefield amongst the Sunless Horde, an army of
duergar.

ENCOUNTER

Balaur is not permitted to move without the Sunless
Horde following. This force of duergar warriors also
contains numerous arcanists and priests of dark gods.
They soften up targets before Balaur wades into battle.
It is his task to penetrate more fortified defenses,
namely city or castle walls.

Confronting Balaur directly often requires raising an
army to oppose the duergar that protect him. On the
battlefield, the lower-ranking duergar take orders from
Balaur, and he uses them to keep enemies at bay. He will
eagerly send these troops against his foes, sometimes
to the detriment of the greater conflict. These lives are
little more than currency to spend to ensure his survival.

TAcTICS
Balaur does not fight without cause and never without
a legion of duergar at his back. Before conflict has a
chance to deplete their numbers, they are his most
impressive attack. With a terrible roar, he can call down
a rain of javelins and crossbow bolts. While his armor
weighs him down enough to slow his flight, he remains
quite agile on the ground. Should he need to retreat, he
often uses his fiery breath to ignite obstacles and feels
no remorse in allowing the duergar to stand in the way
of his pursuers as well.

In extreme circumstances, Balaur might permit
a duergar mage or warpriest to ride upon his back.

Their spells complement his brutality and sometimes
they assist him with healing or protection. Balaur’s
confidence in the durability of his armor is perhaps his
only vulnerability. Taking away that advantage makes
him much easier to vanquish.

WEALTH FOR WAR

Balaur’s only love is the din of battle. His treasure hoard
is full of the implements with which creatures wage war.
Such things require tremendous resources to create and
maintain, as does the massive suit of adamantine armor
he wears. His hoard therefore also contains immense
wealth—not just gold and jewels, but caches of iron ore
and rare timber.

BALAUR’s LAIR

Balaur's lair is not a permanent structure. Instead, his lair
is amid the Sunless Horde, an army of duergar that support
him and keep him captive. Dozens of armed duergar and
the cooks, blacksmiths and servants that assist them follow
Balaur like a shadow. Sometimes commanders give him
orders and other times he makes requests of them.

The Sunless Horde travels old routes in the world
below, avoiding the painful glare of the sun. The few
dwarven settlements deep beneath the surface fell to the
duergar long ago and are used by the Sunless Horde to
conceal Balaur from their enemies.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Balaur takes
alair action to cause one of the following effects. He can’t
use the same effect two rounds in a row.

* Balaur chooses up to six allies or siege weapons that
he can see within 100 feet of him. These targets can
move up to their speed as a reaction.

* Balaur chooses one siege weapon he can see within
60 feet. That siege weapon can make an attack against
an object as a reaction. If this attack hits, it deals an
additional 20 points of damage.

* Balaur’s presence grants advantage to any of its allies
and siege weapons in the area for one round.

REGIONAL EFFECTS

Balaur’s draconic presence amplifies the impact that the
duergar army has upon the world, which often creates one
or more of the following effects:

* Fires within 6 miles of the lair burn brighter and
hotter than usual and give off a thick, black smoke that
has a vaguely metallic scent.

¢ Creatures within 1 mile of the lair feel a lingering
unease. Birds remain silent, horses spook and most of
the common folk suffer from poor nights of sleep.

If Balaur dies, conditions of the area surrounding the
lair return to normal over 1d10 days.



BALAUR, BEAST OF WAR

Gargantuan dragon, lawful evil

Armor Class 24 (adamantine plate armor)
Hit Points 507 (26d20 + 234)
Speed 40 ft., fly 40 ft. (fly 30 ft. with adamantine armor)
STR DEX CON
30 (+10) 10 (+0) 29 (+9)

INT WIS CHA
15 (+2) 18 (+4) 22 (+6)

Saving Throws Dex +7, Con +16, Wis +11, Cha +13

Skills Athletics +17, Perception +11, Stealth +7

Damage Immunities none, special (see abilities)

Condition Immunities charmed

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 21
Languages Abyssal, Common, Draconic, Infernal

Challenge 21 (33,000 XP)

Adamantine Armor. Balaur wears a suit of adamantine armor that
provides resistance to damage from any attack and grants advantage
on saving throws against spells. The armor has a Damage Threshold
of 15 and is immune to fire, poison and psychic damage.

While wearing this armor, Balaur’s flying speed is reduced to 30
feet, and he must end his movement on a solid surface, or he will fall.
Legendary Resistance (3/Day). If Balaur fails a saving throw, he
can choose to succeed instead.

Pounce. If Balaur moves at least 20 feet straight toward a target
and then hits it with a claw attack on the same turn, the target takes
an extra 9 (2d8) slashing damage. If the target is a creature, it must
succeed on a DC 15 Dexterity saving throw or be knocked prone.

If the target is prone, Balaur can make a bite attack against it as a
bonus action.

Siege Monster. Balaur deals double damage to objects and
structures.

ACTIONS

Multiattack. Balaur can use his Frightful Presence. He then makes
three attacks: one with his bite and two with his claws.

Bite. Melee Weapon Attack: +17 to hit, reach 15 ft., one target. Hit:
21 (2d10 + 10) piercing + 13 (3d8) fire damage.

Claw. Melee Weapon Attack: +17 to hit, reach 10 ft., one target.

Hit: 17 (2d6 + 10) slashing damage.

Tail. Melee Weapon Attack: +17 to hit, reach 20 ft., one target.

Hit: 19 (2d8 + 10) bludgeoning damage.

Battle Roar. Any allied creatures that can see and hear Balaur can
use their reaction to make a weapon attack. Each creature within
60 feet of Balaur must make a DC 20 Constitution saving throw or
become deafened until the end of their next turn.

Frighiful Presence. Each creature of Balaur’s choice that is within
120 feet of him and aware of him must succeed on a DC 21 Wisdom
saving throw or become frightened for one minute. A creature can
repeat the saving throw at the end of each of its turns, ending the
effect on itself on a success. If a creature’s saving throw is successful
or the effect ends for it, the creature is immune to Balaur’s Frightful
Presence for the next 24 hours.

Burning Breath (Recharge 5-6). Balaur exhales fire in a 90-foot
cone. Each creature in that area must make a DC 24 Dexterity
saving throw, taking 91 (26d6) fire damage on a failed save or half as
much damage on a successful one. Objects in the area take the full
damage, and flammable objects that aren’t being worn or carried
are ignited.

LEGENDARY ACTIONS

Balaur can take three legendary actions, choosing from the options
below. Only one legendary action option can be used at a time and
only at the end of another creature’s turn. Balaur regains spent
legendary actions at the start of his turn.

Detect. Balaur makes a Wisdom (Perception) check.

Tail Attack. Balaur makes a tail attack.

Owerrun (Costs 2 Actions). Balaur moves up to his speed. During
this movement, he can move through the spaces of any Large or
smaller creatures. When he moves through a space occupied by a
creature, that creature must make a DC 22 Strength saving throw or
be knocked prone.

Siege Support (Costs 2 Actions). Balaur chooses two siege weapons
that he can see and directs them to make attacks against his choice
of target. The siege weapons have advantage on this attack.
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THE RAVAGED WYRM
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o one utters Balleg’s name lightly. Children who
‘ \ ‘ use it as a curse word are disciplined, quickly
and severely. It is not a name used in jest or
spoken without some understanding of why you said it.

Some believe simply whispering its name can
summon Balleg.

There are many dragons in the world. No one knows
for sure how many. But those who live here understand
there’s a routine, a balance, and that reality carries with
it a few expectations. Red dragons are bad news, but
you know what you're in for. Gold dragons are generally
good, and they wear their heart on their scales.

But Balleg...Balleg is another story entirely. Balleg
redefined evil. Born with tattered wings and plucked
from the Void—where all magic is born—Balleg was
summoned by a powerful necromancer, Gjorn the
Ilborn. Looking to avoid detection from any and all
powerful things, the wizard squeezed the newborn
dragon through the tiniest pinhole in the Void. Upon this
“birth,” Balleg was thrust into this world and imprisoned
by Gjorn.
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And as unbelievable as it sounds, Balleg somehow
became even worse.

For two decades, Balleg was the subject of every cruel
experiment Gjorn could fathom. Using Balleg’s body as
a magical focus, Gjorn carved away at the dragon’s flesh,
utilizing every piece he could to study the extremities of
magic. The experiments were excruciating, and Balleg’s
body was ripped apart.

Gjorn realized Balleg would not survive at that rate of
experimentation pace. And since the magic expended
summoning Balleg was far too great to attempt again,
he knew this was the only living subject he'd ever have.
Gjorn turned his attention to extending Balleg’s “life.”

His plan was simple: turn the dragon undead.

Using a complicated ritual, Gjorn placed Balleg into
a force cage and scorched its body with magic. Hours
turned to days, as the necromancer summoned every
ounce of magic he knew to transform the dragon into
unliving flesh. But Gjorn failed to understand the Void. It
does not obey the laws of magic the way other elements
do. Instead of weakening, Balleg grew in power. The
dragon became something otherworldly.

The necro-dragon’s flesh is half-missing. In its place
is a spectral image of what Balleg believes it should look
like. In this form, Balleg is half-dragon and half-ethereal
beast, but all undead. Its flesh is just a tool for navigating
the physical world, its shape, an apparatus for striking
fear into the weak-willed and superstitious masses. Balleg
is not subtle. Balleg is walking destruction.

Balleg wants the world to pay for what has happened
to it. Now that nothing remains of the necromancer who
brought this state upon it, Balleg’s vengeance knows no
specific target.

Despite the destruction it has brought to these lands,
none will speak its name.

Their fear is justified.
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Balleg’s story belongs in any campaign. GMs are
encouraged to write rumors of a twisted, malevolent half-
dragon into their campaigns long before the party ever
encounters Balleg. When they do, it should already have
entire regions of the world under its thumb. Balleg easily
has the power to control a town or small city. Or even a
shire. The stories leading up to its control are up to the
GM to devise. But just looking at Balleg should be enough
to convince players the average footman is no match
against a flying dragon that is only visible half the time.

ENCOUNTER

Balleg lacks subtlety. Balleg seeks out those that wish

it harm and destroys everything in its path to reach
them. There, Balleg will use its power to dismantle the
offending hero. For those Balleg does not know, it will
simply break them and throw the remains to the wolves.

TAcTICS

Balleg is especially hateful of spellcasters. Its first
action is to burn them to the ground, regardless of who
else is there. Its tactics are not dim or wild, but they
aren’t precise or smart like a field marshal, either. If an
opportunity presents itself, even if an average person
would know it’s a trap, Balleg strikes.

Balleg does not give hardy-looking adventurers
the chance to surprise it or catch it in a cave like a
hibernating bear. It can also keep its distance from the
party, using Enervating Breath on spellcasters. Balleg
uses Legendary Resistance wisely. It is well aware of
what constitutes powerful magic and reserves this
ability for top tier spells.

Outdoors, Balleg attacks the party from a distance,
keeping them guessing with aerial moves and magical
spells—earthquake (500-foot range) and chain lightning
(150-foot range) are used early, while its Incorporeal
Movement and black tentacles (90 feet) are used as a
surprise attack against an unwitting foe (a spellcaster
perhaps) after several rounds of fighting. If a wizard gets
within 60 feet of Balleg, it casts telekinesis immediately,
lifting the wizard in the air and keeping them in its grip.

Underground, Balleg fights tooth and nail. While
surrounded, it uses its Ghostly Surge. It alternates
its lair actions to summon more minions to its aid.
Balleg uses its Incorporeal Movement to get behind the
enemies or maneuver when surrounded. It fights like
a caged animal, but it has the mind of a wizard, which
means it’s not going to let anyone get the best of it.

Just when the party thinks they have the advantage, it
uses a Legendary Action or its Incorporeal Movement to
get away. Or it taps into power they didn’t know it had.

Regardless of where Balleg encounters the party, it
knows the advantage of keeping itself at a distance from
adventurers. It has plenty of minions to throw at the
party to occupy them until it can get in close.

WEALTH FOR WAR

Balleg’s previous master owned powerful magic items

that survived the dragon’s wrath. Spellbooks, necromantic
theory and a map to the largest hidden graveyard in the
world make up the lion’s share of the treasure. Balleg’s
tormentor also left behind an indestructible iron coffin. Its
true purpose is unknown.

BALLEG’S LAIR

Balleg’s lair is claustrophobic and cramped. The route to
Balleg’s final lair is constrained, while the final resting
place is just big enough for Balleg to rest in.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Balleg
takes a lair action to cause one of the following effects.
Balleg can’t use the same effect two rounds in a row.

* Four wights rise, appearing in unoccupied spaces
that Balleg can see within 100 feet. They act
immediately and on initiative count 20 in subsequent
rounds and obey Balleg’s telepathic commands. They
remain until Balleg uses this action again. If Balleg
dies, the wights become free-willed creatures.

+ A wall of moaning, thrashing corpses springs into
existence on a solid surface within 120 feet of Balleg.
The wall is up to 60 feet long, 10 feet high and 5 feet
thick, and it blocks the line of sight. When the wall
appears, each creature in its area must make a DC 15
Dexterity saving throw. A creature that fails the save
takes 18 (4d8) bludgeoning damage and is pushed 5 feet
out of the wall’s space, appearing on whichever side of
the wall it wants. A creature that ends its turn within

5 feet of the wall must make a DC 15 Dexterity saving
throw or take 18 (4d8) bludgeoning damage on a failed
save or half as much damage on a successful one.

Each 10-foot section of wall has AC 5, 15 hit points,
resistance to piercing and bludgeoning damage and
immunity to necrotic, poison and psychic damage. The
wall sinks back into the ground when Balleg uses this
lair action again or when Balleg dies.

REGIONAL EFFECTS
The region containing Balleg’s lair is warped by its magic,
which creates one or more of the following effects:

* Thick clouds shroud the area within 1 mile of the lair.
Storms are common, and even during the day the
ambient light is dim at best.

* Scavengers and carrion birds are common and
aggressive toward creatures within 5 miles of the lair.

* Creatures who take a long rest within 1 mile of the lair
must succeed on a DC 10 Wisdom saving throw or
suffer madness at GM discretion.

If Balleg dies, these effects end in 1d10 days.



BALLEG, THE RAVAGED WYRM

Huge undead dragon, chaotic evil

Armor Class 19 (natural armor)
Hit Points 272 (32d12 + 64)
Speed 40 ft., fly 80 ft. (hover)
STR DEX CON
19 (+4) 21(+5) 14 (+2)

INT WIS CHA
20 (+5) 18 (+4) 15(+2)

Saving Throws Dex +11, Con +8, Wis +10, Cha +8

Skills Arcana +11, Perception +10, Stealth +11

Damage Resistances acid, cold, fire, lightning, thunder;
bludgeoning, piercing and slashing from nonmagical attacks

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 20

Languages Common, Draconic

Challenge 17 (18,000 XP)

Incorporeal Movement. Balleg can move through other creatures
and objects as if they are difficult terrain. It takes 5 (1d10) force
damage if it ends its turn inside an object.

Innate Spellcasting. Balleg’s spellcasting ability is Charisma (spell
save DC 16, +8 to hit with spell attacks). Balleg can innately cast the
following spells, requiring no material components:

Inside lair (1/day each): blight, cloudkill, finger of

death, vampiric touch

Outside lair (1/day each): black tentacles, chain lightning,
earthquake, telekinesis

Legendary Resistance (5/Day). If Balleg fails a saving throw; it
can choose to succeed instead.

Turning Defiance. Balleg and any other undead within 30 feet of
Balleg have advantage on saving throws against any effect that
turns undead.

Undead Nature. Balleg doesn’t require air, food, drink or sleep.

ACTIONS

Multiattack. Balleg uses its Frightful Presence. It then makes three
attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.

Hit: 15 (2d10 + 4, piercing damage plus 7 (2d6) necrotic damage.
Claw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.

Hit: 11 (2d6 + 4) slashing damage.

Tail. Melee Weapon Attack: +10 to hit, reach 15 ft., one target.

Hit: 13 (2d8 + 4) bludgeoning damage.

Balleg’s Frightful Presence. Each creature of Balleg’s choice that

is within 120 feet of Balleg and aware of it must succeed on a DC

17 Wisdom saving throw or become frightened for one minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature’s saving throw
is successful or the effect ends for it, the creature is immune to
Balleg’s Frightful Presence for the next 24 hours. A creature has
disadvantage on saving throws made against this ability.
Enervating Breath (Recharge 5-6). Balleg exhales waves of
necrotic energy in a 60-foot cone. Each creature in that area must
make a DC 19 Dexterity saving throw, taking 49 (14d6) necrotic
damage, and is weakened for one minute, suffering disadvantage on
attack rolls, ability checks and saving throws based on Strength on
a failed save. On a success, it suffers half as much damage and isn’t
weakened. A weakened creature can repeat the save at the end of its
turn, ending the effect on itself on a success. Lesser restoration or
similar magic also removes the weakness at GM discretion.

LEGENDARY ACTIONS

Balleg can take three legendary actions, choosing from the options
below. Only one legendary action option can be used at a time and
only at the end of another creature’s turn. Balleg regains spent
legendary actions at the start of its turn.

Death Sight (Costs 3 Actions). Balleg targets a single creature that
it can see. The targeted creature must succeed on a DC 16 Dexterity
saving throw or take 30 (6d10) necrotic damage. The target dies if
this damage reduces it to 0 hit points.

Ghostly Surge (Costs 2 Actions). Balleg releases a surge of necrotic
energy. Each creature within 10 feet of Balleg must succeed on a DC
18 Dexterity saving throw or take 12 (2d6 + 5) necrotic damage and
be knocked prone. Balleg can then fly up to half its flying speed.
Tail Attack. Balleg makes a tail attack.
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Fury, DRAGON
QUEEN OF HELL
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island made of pure gold. An ever-growing
mountain of gold coins, chalices, idols and other
glimmering finery rises from the flames and at its top
is a majestic golden throne. Atop that throne rests a
dragon—but although Fethrazaal is known as Fury,
the Dragon Queen of Hell, she rarely assumes draconic
shape. Those who dare to gaze upon her majesty see a
woman of unbelievable strength and beauty. Seven feet
tall, she is draped in an ash-black dress that crackles
with tiny flames like smoldering coals. Her skin is tanned
and patches of golden scales burst seemingly at random
across her face, arms and slender, powerful legs. An
unruly mane of crimson hair cascades down her back,
a pair of onyx horns curl from her brow and wings of
smoke and flame emerge from her back.

The King of Hell, Asmodeus, admired Fethrazaal’s vast
bounty of souls and sought her hand in marriage, kneeling
and offering her a band of hell-forged gold. Although
Fethrazaal knew that the King of Hell could not be trusted
and that his proposal was a selfish gesture prodigiously
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stuffed with false humility, she was flattered despite her
better judgment and accepted. She took the pleasing shape
of one of hell’s greatest warriors, the mighty erinyes, and
wedded Asmodeus in his great citadel. She vowed silently
to match her treacherous new husband scheme for scheme
and wrest power from him just as he sought to undo hers.

But the game grew wearisome after centuries of
play. The artifice of love and loyalty wore thin for both
Asmodeus and his queen. Fethrazaal’s disgust for the
selfish, arrogant and oft-distant King of Hell grew
boundless, and one day she confronted him on his iron
throne. She took his ring from her talon, popped it in her
mouth like a sweet and spat the molten gold—melted by
her dragonflame—in Asmodeus’s face, then departed,
vowing one day to claim hell as her own and rule it as its
rightful queen. Asmodeus was stunned for only an instant
before he rose in fury and demanded his wife’s head
on a platter, but in that instant, Feth’razaal had already
gathered her numerous allies within the courts of hell and
flown from her old palace.

Feth'razaal discarded her old name—one that had been
tainted by centuries of false love—when she broke her
vow with the King of Hell and took on a new title that
encompassed her boundless ambition and wrath: Fury. In
the intervening eons, Fury carved out a mighty domain
within the inferno and named herself an archdevil. Many
of the souls she claimed as a mortal dragon millennia ago
now loyally serve her as fiendish warriors, preferring the
devil they know over the tyrannical rule of Asmodeus.
Others take mortal form and venture into the world of
the living to steal and pillage gold or souls to deliver as
tribute to their queen—just as they did in life. Someday,
Fury knows she and her armies will grow powerful
enough to dethrone Asmodeus once and for all. Until
then, she is content to bide her time and live in luxury as
Fury, Dragon Queen of Hell.
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The party may first learn of Fury’s plot to overthrow
Asmodeus from a patron, possibly a celestial or even a
deity seeking to capitalize on an infernal coup d’état. They
are encouraged to investigate. Of course, by the time

the characters are strong enough to journey into hell on

a whim, they may have already made allies or enemies
within the infernal hierarchy. The characters may be
approached by an emissary of an archdevil they have aided
or opposed in the past who then offers them a mighty
bounty if they save their king from a potential usurper—or
they may secretly wish to see the King of Hell deposed,
and provide the characters an excellent reward if they aid
Fury’s cause.

ENCOUNTER CONDITIONS

Fury may be encountered scheming within her lair in hell’s
deepest fiery circle or elsewhere in the Multiverse as she
hunts for allies in her battle against Asmodeus.

Outside of her lair, Fury rarely picks a fight herself.
Centuries of navigating the courts of hell have taught her
that lies, subterfuge and charm are her greatest assets. She
maintains her attractive fiendish form at all times when
outside of hell, except when she is forced to fight for her life
or when she must assume draconic form to fly from plane
to plane.

ENCOUNTER

Fury plays the long game. She aims to make allies of all
beings that could aid her in her quest to destroy Asmodeus,
and even those who refuse to serve her are often simply
cast aside unharmed. But Fury remembers every soul that
denied her, and when she decides to take vengeance, her
retribution is swift. Whenever she needs souls to bolster
her army of devils, she appears from thin air—in fiendish
form if her targets are within civilization or in draconic
form if they are not—and attacks without pretense.

If approached within her infernal lair, Fury heaps on
praise for the party’s resourcefulness and skill for reaching
the hottest depths of hell. She aims to keep their aggression
at bay until she can ascertain their opinion toward
Asmodeus and their willingness to join her in her quest. If
she thinks they could be worthy allies, she politely requests
their allegiance. If they refuse, or if she determines they
are of no use to her, she attacks without warning, declaring
that if they cannot serve her in life, their souls will serve
her for eternity. When encountered in her lair, Fury is
joined by an honor guard of two pit fiends.

TAcTICS

Fury’s arrogance may be her undoing. Even as a mortal
dragon, she saw humanoid beings as little more than
insects. Now, as an archdevil, Fury’s hubris has only
grown. She begins all combat in her fiendish form unless
circumstances require her to fight into a dragon.

At the beginning of combat, Fury spreads damage as
widely as she can, demonstrating her power to as many
creatures as possible. If she is forced to assume draconic
form, Fury realizes that her opponents are not as weak as
she suspected and focuses her fire on a single creature to
kill it as fast as possible, then raise its soul as a devil using
her Lair Action. Even in this state, she fights without care,
for she knows she will soon be reborn in hell if she is killed
outside the inferno. If she finds herself in any danger of
defeat within hell’s borders, Fury plane shifts away to her
old lair on the Material Plane to recuperate. She seethes
with anger at not just her wounded pride, but also the loss
of her mighty treasure and of such a critical disruption in
her war against Asmodeus. Any adventurers who force
Fury to retreat in such an undignified manner rise to the
top of her list of nemeses.

Fury has sworn to dethrone Asmodeus and has chosen
weapons and developed a breath weapon specifically
designed to destroy fiends—and to slaughter celestials—
in case the gods of the upper planes decide that her quest
to kill the King of Hell is a threat to the cosmic balance.
Curiously, the magic Asmodeus used to transform
Feth'razaal into a devil still lingers in Fury’s draconic
form, and any creature that she bites may begin to turn
into a devil itself. This suits Fury well enough, as it
lets her tear through mortal opponents as if they were
Asmodeus’s servants.

WEALTH
Fury rests upon a treasure hoard befitting an archdevil.
The vast bulk of the hoard is an island made entirely
of coins from across the millennia, including 10d10 x
100,000 pp, 20d10 x 200,000 gp, 30d10 x 300,000 sp
and 50d10 x 500,000 cp. Atop this island of coins are
chalices, statues and other objets d’art worth a total of 5d10
X 200 gp.

Also hidden amid the treasure are six wondrous
items, which a character can find by spending 10
minutes searching and then making a successful DC 18
Intelligence (Investigation) check. These magic items are:
a mithral plate of fire resistance, a nine lives stealer,
a rod of rulership, a staff of striking, an Ioun stone of
mastery and a portable hole. The portable hole appears
to be a piece of heavy black fabric tied into a knot.
Untying it and shaking it out causes an additional 5d10 x
1,000 gp to fall out.

Fury’s wealth is practically beyond measure, but

adventurers who defeat her must then figure out how to
return it safely to their home.



Fury, DRAGON QUEEN OF HELL
Medium fiend (shapeshifter), lawful evil

Armor Class 18 fiendish form (natural armor), 22 draconic form
Hit Points 405 (30d8 + 270)
Speed 30 ft., fly 60 ft. in fiendish form, fly 80 ft. in dragon form,
swim 40 ft. in draconic form

STR DEX CON
21(+5) 28(+9) 19 (+4)

INT WIS CHA
16 (+3) 16 (+3) 30 (+10)

Saving Throws Dex +13, Con +17, Wis +11, Cha +17

Skills Insight +11, Intimidation +17, Perception +19,

Persuasion +17

Damage Immunities acid, cold, lightning

Condition Immunities charmed, exhaustion,
frightened, poisoned

Senses truesight 120 ft., passive Perception 29

Languages all, telepathy 120 ft.

Challenge 25 (75,000 XP)

Change Form. Fury can use her action to magically polymorph into
her true draconic form. In this form, she is considered a dragon as
well as a fiend, and she can use her action to transform back into
her fiendish form. Her statistics are the same in each form, except
as listed, and except for her size, which increases to Gargantuan in
draconic form. Any equipment she is wearing or carrying when she
transforms is absorbed or borne by her new form.

If Fury transforms while grappled by another creature, she can
attempt to escape the grapple as a reaction. She has advantage on
Strength (Athletics) and Dexterity (Acrobatics) checks made in
this way.

While Fury is in her fiendish form and she is reduced to half her
maximum hit points or takes damage while below her maximum
hit points, she can choose to instantly polymorph into her draconic
form and gain 150 temporary hit points. After doing so, she cannot
transform back into a fiend until she completes a long rest.

Cord of Hellish Restraint. Fury possesses a rope of entanglement
that gains additional power while she is attuned to it. Only Fury can
attune to this magic item. The DC of the cord’s effects is increased
to 22, its AC is increased to 25 and its hit points are increased to 50.
If the cord is destroyed by an attack that is not silvered, it instantly
reforms in Fury’s hand with full hit points at the start of her next
turn. Fiends and celestials have disadvantage on ability checks and
saving throws against the cord’s power.

Legendary Resistance (3/Day). If Fury fails a saving throw, she
can choose to succeed instead.

Magic Resistance. Fury has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Fury’s weapon attacks in both fiendish and
draconic forms are magical.

Plane Shift. If she flies 80 feet in a straight line in a single turn,
Fury can cast plane shift as an action before the end of that turn.

ACTIONS

Multiattack. In her humanoid form, Fury makes three attacks. In
her draconic form, Fury can use her Damning Presence and then
makes one attack with her bite and two with her claws.

Longsword of Planar Disruption (Fiendish Form only). Melee
Weapon Attack: +18 to hit, reach 5 ft., one target. Hit: 14 (1d8 + 10)
slashing damage plus 33 (6d10) force damage if the target is on its
home plane.

Cords of Hellish Restraint (Fiendish Form only). Melee Weapon
Attack: +18 to hit, reach 10 ft., one target. Hit: 12 (1d4 + 10) slashing
damage and the target is restrained. A creature restrained by the
cords is considered to be on its home plane and takes 11 (2d10) force
damage at the start of each of its turns. A creature can make a DC
22 Dexterity saving throw at the end of each of its turns, breaking
free and ending the effect on a success. Fiends and celestials have
disadvantage on this saving throw.

Longbow of Planar Recall (Fiendish Form only). Ranged Weapon
Attack: +13 to hit, range 150/600 ft., one target. Hit: 9 (1d8 + 5)
piercing damage plus 33 (6d10) force damage if the target is not on
its home plane. If this attack reduces a creature to 0 hit points, it is
banished to its home plane.

Bite (Draconic Form only). Melee Weapon Attack: +18 to hit, reach
15 ft., one target. Hit: 21 (2d10 + 10) piercing damage. If the target
is a living creature, it must succeed on a DC 22 Charisma saving
throw or take 22 (4d10) radiant damage and gain the fiend type in
addition to its original type.

Claw (Draconic Form only). Melee Weapon Attack: +18 to hit,
reach 10 ft., one target. Hit: 19 (2d8 + 10) slashing damage plus 22
(4d10) necrotic damage if the target is a fiend or celestial.

Tail (Draconic Form only). Melee Weapon Attack: +18 to hit, reach
20 ft., one target. Hit: 19 (2d8 + 10) bludgeoning damage.
Damning Presence (Draconic Form only). Each humanoid
creature of Fury’s choice that is within 120 feet of her and is aware
of her must succeed on a DC 22 Charisma saving throw or be
charmed by her for one minute. All creatures charmed in this way
gain the fiend type in addition to their original type. An affected
creature must repeat this save at the end of each of its turns,
ending the effect on itself on a success. If the creature is reduced

to 0 hit points while charmed in this way, or if it fails this save

three times before succeeding once, it is permanently transformed
into a lemure under Fury’s control. The creature can no longer be
resurrected until the devil it was transformed into is killed and its
soul is repaired by a wish. If a creature’s saving throw is successful
or the effect ends for it, the creature is immune to Fury’s Damning
Presence for the next 24 hours.

Breath of Vengeance (Recharge 5-6; Draconic Form only). Fury
exhales prismatic fire in a 90-foot cone. Each creature in that

area must make a DC 22 Dexterity saving throw, taking 44 (8d10)
radiant damage and 44 (8d10) necrotic damage on a failed save

or half as much damage on a success. Fiends and celestials have
disadvantage on this saving throw.

LEGENDARY ACTIONS

Fury can take three legendary actions, choosing from the options
below. Only one legendary action option can be used at a time
and only at the end of another creature’s turn. Fury regains spent
legendary actions at the start of her turn.

Detect. Fury makes a Wisdom (Perception) check.

Attack. Fury makes an attack with her tail or her longsword of
planar disruption.

Wing Attack (Costs 2 Actions). Fury beats her wings. Each creature
within 15 feet of her must succeed on a DC 23 Dexterity saving
throw or take 17 (2d6 + 10) bludgeoning damage and be knocked
prone. Fury can then fly up to half her flying speed.
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Fury’s LAIR

Fury may be encountered scheming within her lair in hell’s
deepest fiery circle, or elsewhere in the multiverse as she
hunts for allies in her battle against Asmodeus.

Outside of her lair, Fury rarely picks a fight herself.
Centuries of navigating the courts of the lower planes
have taught her that lies, subterfuge and charm are her
greatest assets. She maintains her attractive, fiendish
form at all times when outside of hell, except when she
is forced to fight for her life, or when she must assume
draconic form to fly from plane to plane.

Within her lair, Fury lounges in her fiendish form upon
her burning throne. This seat of fiery gold stands atop a
mountain of treasure that forms an island with a 120-foot
radius in an infernal sea of crackling flames. A creature
takes 5 (1d10) fire damage if it begins its turn on this
island of red-hot metal.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Fury
takes a lair action to cause one of the following effects.
Fury can’t use the same effect two rounds in a row.

* Fury causes a jet of molten gold to burst from the
ground at a point she can see within 120 feet of her.
The gold fills a cylinder that is 50 feet tall with a 10-foot
radius, centered on that point. Each creature in that
area must succeed on a DC 22 Dexterity saving throw,
taking 28 (8d6) fire damage on a failed save or half

as much damage on a successful one. On a failed save,
a creature is also encased in solid gold, granting it total
cover, and is restrained until the casing is broken. The
casing has AC 18, 50 hp and is immune to poison and
psychic damage. The casing shatters when Fury uses
another lair action.

* Fury’s eyes flash gold, and all creatures that can see
her must succeed on a DC 22 Wisdom saving throw or
be charmed by her until she uses another lair action.
An affected creature can repeat this save at the end of
each of its turns, ending the effect on itself on a success.
* Fury chooses the corpse of a creature that she can see
who died within the last minute. Its soul materializes as
alemure; at this point, the creature cannot be
resurrected until the devil it was transformed into is
killed and its soul is repaired by a wish.

* Fury promotes a lemure she can see into a more
powerful devil. Roll 1d6 on the table below to

see what kind of devil the lemure transforms into:

1d6 Devil
1 animp
2 a spined devil
3 a bearded devil
4 a barbed devil
5 a chain devil
6 a bone devil

REGIONAL EFFECTS

Fury’s lair is within the hells, and any party interested
in facing her there does so at their peril. Should Fury
choose to leave her lair within the hells and take refuge
somewhere on the prime material plane (or another
location at GM discretion) for an extended period,

the power she commands would inevitably shift the
landscape around her through proximity. The regional
effects below presume Fury has built a lair beyond the
hells in the prime material. Adjust at your discretion.

* Any flammable material within 10 miles of the

lair would erupt in flame and burn to cinders without
arcane intervention. The resulting blaze would leave
behind an ashen, smoldering landscape that deals 1d6
fire damage to any creature that ends its turn in
contact with it.

* Arcane flame is more powerful within 5 miles of Fury’s
lair. Any creature that casts a spell that deals fire damage
can add an extra damage dice when calculating damage.
* Any fiends within 10 miles of the lair feel the pull of
Fury’s presence. They must succeed on a DC 22
Wisdom saving throw or fall under her sway, making
their way to her lair to be pacted into her service

on this plane. A creature can repeat this saving throw
following a long rest. If a creature enters into a pact
with Fury, this saving throw is no longer necessary—
they will serve her whether they want to or not.

If Fury dies, conditions of the area surrounding the
lair return to normal after 1d10 days.
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crack and ooze, Gallomarg is cursed by a great

many diseases, none of which seem to affect it,
but instead plague those around it. It lives in a state
of perpetual agony yet never dies from its own canvas
of pain. If it could, it would die, but the great beast
continues to lumber on in continual misery, restored by
the wasting disease that exponentially replicates within
its host.

Gallomarg’s unique disease, something the locals have
started to call “walking pestilence,” works in concord
with the dragon while most likely controlling a small part
of its instincts. The virus cannot survive if the host dies,
and Gallomarg seems the only creature hardy enough

Covered in sores and pox-riddled pustules that
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to have lived for centuries with this accursed affliction.
Other creatures, particularly humans, who are exposed
to walking pestilence never gain the regenerative powers
that Gallomarg possesses and instead wither into husks
of their former selves before rotting away, their bodies

a sea of sores and seeping wounds that follow their vein
lines as if their blood is boiling.

Gallomarg lives in solitude at the edge of a chasm
where a hot sulfur spring disguises its putrid, decaying
scent and keeps it safe from those who would do it
harm. Gallomarg feeds on whatever it can find among
the rubble and detritus of its lair, leaving only when
necessary for livestock and easy prey. Devoid of kinship
with other dragons, it has begun to devolve into an
almost feral state, though shades of the charismatic
creature that it was for so long occasionally pierce
through the feverish snarls. While Gallomarg wants
an escape from its unending torment, dying at the
hands of humans seems too great an indignity to bear.
Yet, paradoxically, the beast’s chosen solitude helps
prevent spreading its disease to humanity, suggesting an
altruistic streak in spite of its pride.

But the strain that continues to corrupt the host has
other aims, if not ideas, and has continued to iterate and
evolve, adapting to this altogether uninhabitable cavern.
It may have already found a way to spread itself through
the water. Or the earth. Or the air.

It may not need its host much longer.
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Hooxk

Gallomarg is best left alone. But some adventurers
can’t take a hint, and surely Gallomarg’s head or scales
would make an excellent trophy. Or something to be
studied. Gallomarg is best used as a unique dragon in
a short campaign, mentioned for several sessions in
the background as something that eventually needs to
be dealt with. Talk of “walking pestilence” and “a great
plague” begin to reach the party’s ears, though no one
knows the source of this cursed illness. A great dragon
with horrible sores is known to live in the mountains
above the valley near a small farming village, but

no one is brave enough to fight it and low-level
adventurers should know they will die facing it. As the
campaign continues, things grow worse. Local waters
turn putrid and undrinkable. Crops have started to
fail and walking pestilence is rampant. People develop
an advanced and more painful version of the initial
illness. They become riddled with pus and sores grow
on the insides of their mouths. Their skin turns blotchy
and red. Death will be imminent and the rest of the
kingdom will share this fate if something isn’t done.

A wild-eyed alchemist is certain the disease is being
caused by the water supply, and the waters all flow
from the mountains in the distance.

ENCOUNTER

Gallomarg wants to be left alone, and should any party
come looking for it, it will take to higher ground. Its last
refuge is to retreat to the sulfur-like conditions of the
chasm it calls home.

Gallomarg is neither foolish nor brave. It does not put
itself in harm’s way and would not engage anything it
doesn’t need to. Its solitude has taught it that survival is
predicated on never being cornered.

Although mostly passive, the beast fights like a demon
when enemies approach, delivering scalding attacks on
those too stupid to leave it alone, more akin to a badger in
this regard.

In its lair, the temperature is nearly unbearable for
creatures unprepared for such intense heat. Sulfur fills
the air, and the beast’s own body smells of decay. Even
high-level parties would struggle to stay inside a cavern
alongside Gallomarg for too long.

Clever game masters may want to flip the script on
this encounter, making it more metaphysical than real.
Instead of fighting Gallomarg, the party must overcome
the disease that fuels it. In such an encounter, they are
dealing with an unseen enemy that can’t be negotiated,
reasoned or bargained with.

TAcCTICS

Every square foot of Gallomarg’s frame is covered in
weeping sores and pustules. No other creature in the
known world is capable of delivering so much disease
at once. These scabs can explode in a fury of acid that

damages everything around Gallomarg. Its breath weap-
on is another source of disease that cannot be dismissed.

If encountered in its lair, Gallomarg keeps everyone
at a distance, using ranged attacks before resorting to
its claws as a last resort in an effort to keep the disease
within it from spreading. But the walking pestilence
has other ideas and might force Gallomarg to engage
any hosts who seem hearty enough to carry the disease
beyond this cave.

Gallomarg’s ability to impart fever dreams is a side
effect of the numerous diseases that emanate from its
scales and sores. When a party member gets too close
to Gallomarg, consider using this power reflexively, as
though Gallomarg has no control over it.

Gallomarg is not afraid of death, but it is still an animal
with a survival instinct. Nine times out of 10, it will
attempt to flee when things turn against it. But should
the party near a killing blow against Gallomarg—and it is
aware enough of its impending doom to appreciate this
fate—it stops putting up a fight, allowing a worthy foe to
deliver a coup de grace.

Whether it remains dead is another question entirely.

TREASURE

Gallomarg’s lair is littered with items that can survive
the scalding heat of the chasm. Metal weapons warp and
gold melts. But Gallomarg does not collect these items:
These are all that remains of previous adventurers who
came to claim its head as a prize.

GALLOMARG’S LAIR

Gallomarg has taken refuge in a sulfurous chasm
marked by hot springs, which have now been corrupted
by the disease Gallomarg carries.

LAIR ACTIONS

When fighting inside its lair, on initiative count 20
(losing initiative ties), Gallomarg can take one lair
action to cause one of the following effects:

 An area of ground infected by Gallomarg erupts

and becomes covered with infected waste. The area
can be up to 10 feet on a side. The pus grease remains
for one hour or until it is burned away with fire. When
the pus appears, each creature on it must succeed on
a DC 21 Dexterity saving throw or fall prone and slide
10 feet in a random direction determined by a d8 roll.
When a creature enters the area for the first time on a
turn or ends its turn there, that creature must make
the same save. If the pus is set on fire, it burns away
after one round. Any creature that starts its turn in
the burning pus takes 22 (4d10) fire damage.

¢ A creature within 60 feet of Gallomarg’s lair suddenly
feels feverish, their mind a wreck as they fight off
infection. The creature must succeed on a DC 18
Wisdom saving throw or fall under the virus’s control,
as in the dominate person spell. The virus will do
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GALLOMARG, DISEASE-RIDDEN
SERPENT OF THE MAw

Gargantuan dragon, chaotic neutral

Armor Class 26 (natural armor)
Hit Points 451 (22d20 + 220)
Speed 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA
30 (+10) 22 (+6) 30 (+10) 18(+4) 17(+3)  9(-1)

Saving Throws Dex +13, Con +17, Wis +10, Cha +6

Skills Insight +17, Nature +11, Perception +17, Survival +17

Damage Resistances acid, fire, lightning

Damage Immunities bludgeoning, piercing and slashing
from nonmagical attacks

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned

Senses darkvision 120 ft., tremorsense 30 ft., passive
Perception 27

Languages Common, Draconic, Primordial

Challenge 22 (41,000 XP)

Keen Sight. Gallomarg has advantage on Wisdom (Perception)
checks that rely on sight.

Legendary Resistance (3/Day). If Gallomarg fails a saving throw,
it can choose to succeed instead.

Spider Climb. Gallomarg can climb difficult surfaces, including
upside down on ceilings, without needing to make an ability
check.

Sunlight Sensitivity. While in sunlight, Gallomarg has
disadvantage on attack rolls as well as on Wisdom (Perception)
checks that rely on sight.

Supported Host. Gallomarg is the source carrier for a horrific
wasting disease that sustains its life in hopes of replicating itself
further. Provided it is conscious, Gallomarg regains 26 (4d12) hit
points at the start of each of its turns.

Wallking Pestilence. Gallomarg is covered in weeping sores and
bilious gashes. Any creature that starts its turn within 5 feet of
Gallomarg takes 22 (4d10) necrotic damage and 7 (2d6) acid

damage. A creature can only be affected by walking pestilence
once per day.

ACTIONS

Multiattack. The dragon can use its Frightful Presence. It then
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +15 to hit, reach 15 ft., one target.

Hit: 19 (2d10 + 8) piercing damage plus 9 (2d8) acid damage.
Claw. Melee Weapon Attack: +15 to hit, reach 10 ft., one target.

Hit: 15 (2d6 + 8) slashing damage. On a hit, the target is infected
with walking pestilence. The disease will present itself in 24 hours, at
which point the infected’s maximum hit points are reduced by half.
Any creature they touch suffers 11 (2d10) necrotic damage and is also
infected with walking pestilence, which will present in 24 hours.
Feverish Breath (Recharge 5-6). Gallomarg exhales a fiery,
vomitous blast in a 90-foot cone. Each creature in that area must
make a DC 22 Dexterity saving throw, taking 36 (8d8) fire damage
and 36 (8d8) acid damage on a failed save or half as much damage
on a successful one.

Tail. Melee Weapon Attack: +15 to hit, reach 20 ft., one target.

Hit: 17 (2d8 + 8) bludgeoning damage.

Frightful Presence. Each creature of the dragon’s choice that is
within 120 feet of the dragon and aware of it must succeed on a
DC 19 Wisdom saving throw or become frightened for one minute.
A creature can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success. If a creature’s saving
throw is successful or the effect ends for it, the creature is immune
to the dragon’s Frightful Presence for the next 24 hours.

LEGENDARY ACTIONS

The dragon can take three legendary actions, choosing from the
options below. Only one legendary action option can be used at
a time and only at the end of another creature’s turn. The dragon
regains spent legendary actions at the start of its turn.

Bite Attack. Gallomarg makes a bite attack.

Detect. Gallomarg makes a Wisdom (Perception) check.

Wing Attack (Costs 2 Actions). Gallomarg beats its wings. Each
creature within 15 feet of Gallomarg must succeed on a DC 23
Dexterity saving throw or take 15 (2d6 + 8) bludgeoning damage
and be knocked prone. Gallomarg can then fly up to half its flying
speed.

anything it can to ensure it continues to replicate
within Gallomarg.

* A portion of earth harboring Gallomarg’s own

viral wasting disease erupts and takes an ooze-like
shape. This virulent mass takes on the manner, shape
and statistics of a gray ooze, but its attacks carry the
ability to pass on walking pestilence as outlined
within Gallomarg’s stat block.

Gallomarg can’t repeat an effect until they have all
been used, and it can’t use the same effect two rounds in
a Tow.



GLITZ,
THE RAPSCALLION
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of Ale, have been shrouded by time. The most

recently recorded tale takes place outside a
small farming village several miles south of an extensive
mountain range. On this hot summer day, a young elven
girl witnessed a massive bronze dragon land on a large
rock formation overlooking her farm. However menacing
he was, the girl was not frightened. She moved toward
this magnificent wonder, and as she did so, the bronze
dragon bowed his head approvingly toward her. Then,
with a mighty beat of his wings, he flew off into the
sky, disappearing into the clouds above the mountains.
Excited by the encounter, the young farm girl returned
home to share her story.

The tale of the bronze dragon became one of
prophecy and good omen. The young elven farm girl
named him Glitz.

Over the next several decades, the village grew more
prosperous, as people from all over the region flocked
to this small village due to the rumors of its prosperity.
The temperate climate and regular flooding of the
nearby river created extremely fertile farmland and
provided an endless supply of fish. Business owners
experienced increased profits. Inventors, scholars,
sages and arcane masters were able to learn and
develop new and wondrous creations, adding wealth to
the beautiful community.

The village transformed into a bustling metropolis.
Regional conditions remained the same while the general

T he true origins of Glitz the Rapscallion, Purveyor

well-being and prosperity of the people never diminished.

The cause of this phenomenon perplexed scholars,
sages and arcanists alike. Their attempt at figuring out
this strange regional occurrence became a driving factor
for the community’s growth, and their research also led to
increases in their magical abilities.

The investigators concluded that this region of the
world was at the apex of a randomly occurring conflux of
arcane energy.

As time passed, the community enjoyed its seemingly
unending prosperity. All the while—beneath the city—a
strange, exuberant and hardworking dragon remained

the unknown reason for all this wonder.

Occasionally, Glitz would take on the form of different
humanoid creatures to check in on the world above. He
enjoyed mingling with the denizens of the community;
they held a special place in his heart. These mortals
provided centuries of personal fulfillment for Glitz and he
came to view them all as his children.

At some point, Glitz became enamored with the various
types of drinks created by these mortals, especially ale.
His curiosity turned into an obsession, which finally
became his master craft.

Late one night during early winter, while enjoying an
ale in one of his disguises at a local tavern, a beautiful
elven woman named Var’Alyn strolled into his life.
Enthralled by her beauty, Glitz found himself pulled into
conversation with her for several hours. Var’Alyn told him
of a tale from her childhood about a bronze dragon that
had perched on a nearby rock formation overlooking her
farm. From this moment on, their relationship developed
into something more. For a long time, Glitz kept his true
nature secret, never allowing Var’Alyn to discover who he
truly was.

Finally, one day, overcome with a sense of guilt, Glitz
showed her his brewery, using the opportunity to reveal
his true self. Like the little girl from all those years ago,
Var’Alyn, unafraid, showed Glitz compassion, love and
friendship. From this moment forward, they began their
business and unique relationship.

Glitz now had two loves in his life: Var’Alyn and
brewing ale.

In time, Var’Alyn became responsible for most of their
business transactions within the city. They began by
purchasing land for crops to support ingredients for ales,
wines and liquors. Eventually, they decided to open an
inn and tavern. They named it The Dragon’s Inn. Here,
they could focus their energy and use it as the hub for all
their other business ventures.

With multiple businesses scattered through the city,
Glitz and Var’Alyn decided to create a business council that
would properly watch over each aspect of their operation,
which is currently running smoothly to this day.
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GLITZ’S BUSINESSES

The Brewer’s Guild An organization of shopkeepers,
merchants and purveyors of brewing within the
community. The Brewer’s Guild does not regulate, tax
or enforce anything regarding ale, wine or liquor within
the community. Rather, the purpose of the Brewer’s
Guild is to gather together all those who love the art
of crafting alcoholic beverages. Once a month, guild
members gather together at the Guild’s office to plan the
Brewer’s Festival, which takes place in the fall.

Brewer’s Festival This is a time of celebration. All those
who love crafting alcoholic beverages, meats, pastries and
any other type of food associated with ales, wines and
liquors gather to sell, trade or give away their products.

The Dragon Inn & Tavern Var’Alyn is Glitz’s
“Associate” and the individual who runs the Inn &
Tavern. This three-story building consists of a large
ground floor that holds the tavern and two upper floors
where patrons can rent rooms. The kitchen is situated in
the basement and within is a secret door to Glitz’s lair.
The secret door is protected by mechanical and arcane
locks and shrouded by powerful divination magic to
keep it hidden from prying eyes. Var’Alyn carries a key
and knows the magical password to access the door.

Var’Alyn is a beautiful wood elf with shoulder-length
straw-colored hair, fair skin and piercing green eyes.
Her attire consists of earth tone colors, suggesting
she prefers comfort over finery. Upon entering the
inn and tavern, everyone is greeted with a nod and
smile beckoning them to take place in the bustling
establishment.

The inn has several of Glitz’s concoctions on offer,
including Winter Spice, Frosted Froth, Winter’s Eve and
A Warm Heart.

Andron’s Farm Bozlon Andron runs a farm on the
outskirts of the community that is responsible for the
production of many ingredients for producing the ales
sold at The Dragon Inn and Coralyn’s Hops & Barley.

Bozlon Andron is a gruff halfling with floppy
brown hair and long sideburns, a grand smile and an
ear for a good tale. He is always happy to give a tour of
his magnificent farm, as there is a vast array of unique
ornamentations scattered throughout the property.

Coralyn’s Hops & Barley Coralyn Bonnamere has
a two-story brewery and bakery in a busy part of the
community. Many of the products produced by Glitz
and his team are sold here and at The Dragon Inn.

Coralyn is the average height for a dwarf, with long
reddish brown hair braided behind her head, draped
down over her left shoulder. She is very personable, loves
talking about her newest brew and greets everyone with a
warm smile, offering them a free pastry upon their entry
into her establishment. Coralyn is one of the top brewers
in the community, aside from Glitz.

Hooxk

The hooks below are meant to introduce Glitz to the
party. You are free to modify them as you see fit. Each
hook is a broad adventure concept leaving you as much
space as possible to make it your own.

Competing Interests Var’Alynn approaches the party
to investigate a recent robbery at Coralyn’s Hops & Barley.
Apparently, a secret recipe was stolen, and she requests
their aid and will offer a suitable magic item as a reward.

She asks that they eliminate the threat and return
the recipe.

This quest takes the party into a local warehouse
occupied by two devil sisters and their minions, who are
looking to disrupt the good nature of the community
by altering the recipe and corrupting it before its
distribution at the Harvest Festival.

The type of devil you choose should be of equal
difficulty level to the party to make it a challenging
encounter. You could allow for the party to role-play the
situation if they desire, striking a deal with the sisters in
exchange for the recipe and them leaving town.

Gaining Favor The love of his life has been abducted,
and Glitz needs your help!

Belamont Softshoe approaches the party and begs
their help to find his boss, Var’Alyn. He explains to
the party that she has been missing for two days and
has not shown up to work, which is extremely rare for
her. Belamont tells the party that when he arrived at
The Dragon’s Inn early one morning, the door was ajar
and the main room was “tossed about.” He searched
everywhere and discovered the back door broken open.

When the party investigates the room, they discover a
trail leading into the nearby forest. Var’Alyn is being held
by a coven of hags in a hidden forest grove corrupted by
dark magic. The hags are torturing her in an attempt to
discover the location of Glitz. If the party rescues Var’Alyn
and defeats the coven, Var’Alyn will introduce them to
Glitz, who will offer them a favor of their choosing.

ENCOUNTER CONDITIONS

Glitz is a very kind and humble creature, showing
respect to everyone. However, sometimes his age,
wisdom and intellect get the better of him, manifesting
in the form of sarcastic arrogance.

Glitz can sometimes be found in humanoid form
roaming the streets in search of anyone willing to share
their heroic tales of adventure, many times offering
payment in exchange for their story.

ENCOUNTER

Glitz and friends are meant to be sociable individuals
within your campaign; however, this does not mean your
players cannot infiltrate or conduct nefarious deeds in
Glitz’s lairs or businesses! Glitz is a good-aligned dragon
with some unpredictable tendencies. He has many ties to
the world above: his businesses, the woman of his dreams,
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GLITZ, THE RAPSCALLION

Large dragon, chaotic good

Armor Class 22 (natural armor)
Hit Points 425 (34d10 + 238)
Speed 40 ft., burrow 40 ft., fly 80 ft.

STR DEX CON INT WIS CHA
25(+7) 15(+2) 25(+7) 30(+10) 27(+8) 30 (+10)

Saving Throws Dex +10, Con +15, Cha +18, Wis +16

Skills Arcana +18, Deception +18, History +18, Insight +16,
Perception +16, Persuasion +18

Damage Immunities fire

Condition Immunities poisoned

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 26

Languages Common, Draconic, Dwarvish, Elvish, Gnomish,
Halfling

Challenge 25 (75,000 XP)

Amphibious. Glitz can breathe air and water.

Legendary Resistances (3/Day). If Glitz fails a saving throw, he can
choose to succeed instead.

Magie Resistance. Glitz has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Glitz's weapon attacks in all forms are magical.
Innate Spellcasting. Glitz is an 18th-level spellcaster. His
spellcasting ability is Charisma (spell save DC 25, +18 to hit with spell
attacks). Glitz has the following spells prepared:

Cantrips (at will): mage hand, mending, prestidigitation,
shocking grasp

Ist level (4 slots): charm person, magic missile, detect magic,
hideous laughter

2nd level (3 slots): detect thoughts, suggestion, arcane lock,
arcanist’s magic aura

3rd level (3 slots): dispel magic, counterspell, slow, hypnotic
pattern, sending

4th level (3 slots): fire shield, greater invisibility, arcane eye

5th level (3 slots): dominate person, arcane hand, modify
memory

Gth level (1 slot): mass suggestion, irresistible dance

7th level (1 slot): prismatic spray, sequester

8th level (1 slot): maze, mind blank

9th level (1 slot): weird

ACTIONS

Multiattack. Glitz can use his Intoxicating Presence. He then
makes three attacks: one with his bite and two with his claws.
Bite. Melee Weapon Attack: +15 to hit, reach 15 ft., one target.
Hit: +18 (2d10 + 7) piercing damage.

Claw. Melee Weapon Attack: +15 to hit, reach 10 ft., one target.
Hit: +14: (2d6 + 7) piercing damage.

Tail. Melee Weapon Attack: +15 to hit, reach 20 ft., one target.

Hit: 16 (2d8 + 7) bludgeoning damage.

Intoxicating Presence. Glitz unleashes a wave of alcoholic mist
filling the area around him within 60 feet. Each creature within

the affected area must succeed on a DC 21 Constitution saving
throw. On a failure, the creature becomes poisoned and their vision
is obscured to a range of 15 feet. A creature can repeat the saving
throw at the end of each of their turns. If a creature’s saving throw is
successful or the effect ends for it, the creature is immune to Glitz’s
Intoxicating Presence for the next 24 hours.

Aura of Overwhelming Magnificence (Recharge 5-6). A wave

of prismatic energy erupts outward from Glitz and envelops every
creature within 90 feet. Each creature within the affected area must
make a DC 22 Charisma saving throw. On a failure, the creature
falls under the influence of one of the following effects:

1: The creature falls unconscious.

2-5: The creature takes 42 (12d6) psychic damage and becomes
paralyzed until the end of Glitz’s next turn.

6-10: The creature takes 35 (10d6) psychic damage and becomes
stunned until the end of Glitz’s next turn.

11-15: The creature takes 28 (8d6) psychic damage and becomes
incapacitated until the end of Glitz’s next turn.

16-21: The creature takes 21 (6d6) psychic damage and becomes
deafened and blinded until the end of Glitz’s next turn.

Creatures that succeed on the saving throw take half damage and
suffer no additional effect.

Change Shape. Glitz magically polymorphs into a humanoid
or metallic dragon that has a challenge rating no higher than his
own. He reverts to his true form if he dies (a small colorful bird-like
dragon). Any equipment he is wearing or carrying is absorbed or
borne by the new form (Glitz’s choice). In a new form, Glitz retains
his alignment, hit points, Hit Dice, ability to speak, proficiencies,
Legendary Resistance, lair actions and Intelligence, Wisdom and
Charisma scores, as well as his action. His statistics and capabilities
are otherwise replaced by those of the new form, except any class
features or legendary actions of that form.

LEGENDARY ACTIONS

Glitz can take three legendary actions, choosing from the options
below. Only one option can be used at a time and only at the end of
another creature’s turn. Glitz regains spent legendary actions at the
start of his turn.

Detect. Glitz makes a Wisdom (Perception) check.

Wand. Glitz can use his wand of fireballs or the rod of
absorption.

Attack. Glitz can make a melee attack against one target within
reach.

Drunken Belch (Costs 2 Actions). Glitz belches an alcoholic
substance. Each creature within a 30-foot cone must succeed on a
DC 22 Dexterity saving throw or take 14 (4d6) poison damage and
become poisoned. On a successful saving throw, the creature

takes half damage and is not poisoned.




Var’Alyn, and the general well-being of the community.

These attachments open up many opportunities for
adventure. Each of Glitz’s businesses details an NPC
that can be utilized as a quest giver to further a story
within your campaign setting.

TAcTICS

If Glitz knows he is going to be attacked or raided, he
begins combat polymorphed as a young dwarven child
who is cleaning the brewery, or he will act like a scared
elderly man and pretend to be hiding—yet visible to
those entering his lair.

Once combat begins, Glitz will use his Aura of
Overwhelming Magnificence followed up by a spell or
multiattack on the weakest-looking combatant. Glitz is
no fool. He understands spellcasters and the differences
between armored foes.

WEALTH

Glitz’s lair is filled with many tools and objects used to
create potions, ales, etc. An adventurer can find multiple
tool sets for brewers, blacksmiths and even thieves.

In addition to the tools, his lair has a vast wealth of
platinum, gold, silver and copper. There are also gems of
varying worth scattered throughout his chamber.

Glitz has a ring of spell storing, rod of absorption,
and a wand of fireballs on him. His lair also has the
following magical items: a suit of mithril armor, a pearl
of power, an immovable rod and a robe of useful items.

RoLE-PrAYING GLITZ

Glitz is a Legendary Dragon that may take the form of
any metallic type dragon. However, he has chosen the
Bronze Dragon form for centuries. He is very fond of it, in
part because it hides some of his noticeable girth.

Glitz has taken on many forms throughout his life.
However, he has cultivated several humanoid personas
throughout that time. The characters below are his
favorites.

Belamont Softshoe A halfling male of average age
and height with floppy, disheveled brown hair, tan skin
and brown eyes. He generally wears dark brown or
black clothing.

Dorn Stronghammer An elderly dwarven male
slightly shorter than average and rounder at the waist.
His bald head gleams with sweat, and a long, braided
salt and pepper beard hangs over his plump belly. His
piercing blue eyes suggest a young, intelligent mind lurks
beneath his aging features.

Avalyn Mesiure A young elven female with an athletic
build and long platinum hair with strands of black, which
hangs loosely over her shoulders. Her pale skin contrasts
with her bright blue and yellow clothing. Various types of
jewelry adorn her neck, wrists and fingers.

Marland Baertor A middle-aged half-elven male with
a muscular build. Short cropped dirty blonde hair is
combed tightly against his head. Dark brown eyes peer

through gold-rimmed spectacles that rest comfortably
on his nose. A deep blue vest covers his silky long sleeve
white shirt, which is tucked into dark blue pantaloons
pulled tightly around his soft black leather boots.

Glitz is a Legendary Dragon that may take the form
of any metallic type dragon. However, he has chosen the
Bronze Dragon form for centuries. He is very fond of it, in
part because it hides some of his noticeable girth.

GLITZ’S LAIR
Glitz can be encountered in his vast brew-making lair
under The Dragon’s Tavern.

The lair can be mistaken for a massive alchemist’s
hall, built with care and details that only a dwarf can
appreciate. Upon closer examination, it becomes
clear that all the equipment and areas are filled with
dedicated brewing kettles, burners, large spoons, mash
containers, clamps, etc. Everything is meticulously
maintained and organized. The entire space is well lit,
and the aromas of various brews fill the air.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Glitz takes a
lair action to cause one of the following effects. Glitz can’t
use the same effect two rounds in a row.

¢ Thick steam fills the lair in a 60-foot radius around
Glitz. Other than Glitz or his allies, each creature
starting their turn in the steam must succeed on a DC
15 Constitution saving throw or be blinded. Creatures
that succeed on their saving throw experience a mild
alcoholic buzz. The steam lasts for two rounds

and then fades away. This action may not be used
again until the steam dissipates.

* Hot liquid begins to pour from kettles, filling the
area with boiling hot water. Each creature within

a 30-foot radius of Glitz must succeed on a DC 15
Dexterity check, taking 10 (3d6) of damage. Creatures
that succeed take half damage.

REGIONAL EFFECTS
The region containing Glitz’s lair is blessed with good
fortune, creating one or more of the following effects:

* Farmers within 10 miles of the lair receive

double the average crop yields.

* Vendors who sell locally grown fruits and vegetables
receive 25 percent more revenue compared to

other towns.

« Citizens who reside within 10 miles of the lair for
more than a week live 2d6 years longer than if living
in comparable lands and also benefit from a +1 bonus
to their Charisma and Constitution stats, provided
they stay within 10 miles of Glitz’s lair.

If Glitz dies, conditions of the area surrounding the
lair return to normal after 1d10 days.
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Desert, whether in Gruhili, Ortalr or anywhere in

between, you might hear the colloquial greeting of
“Ba heash bru stasa!” from the native peoples. If you
were to translate this to the common tongue, it means,
roughly, “Your stars are bright.” This, of course, would
seem perfectly innocent to an outsider, but in truth,
this saying could more accurately be translated to “Your
stars stay bright,” which has a much grimmer context
and meaning to the locals.

People in Jurgalanaan are taught to keep one eye
on the sky at night for any stars that seem to ripple
with darkness, blinking off and back on suddenly. This
is the first warning sign of their immediate danger,
and in most cases is a death omen if they cannot hide
quickly enough. Next comes the “Veratinda ga dylosii”
or “thunder of death,” as a wave of sound like a strange
thunderous rain washes over the ground—and those
who find themselves caught out in the open will learn
it’s already too late.

The Heart Eater has found her next meal.

Ilizinnii is driven by pure, simple, overwhelming
greed. It was this greed that initially called her to the
tower that Nephalal, an elven necromancer, erected
in the vast Jurgalanaan Desert to practice his dark
magic far from prying eyes. While not quite the grand
and imposing wyrm she is today, Ilizinnii was still a
powerful and dangerous adversary for the wizard, with
spells and magics of her own. Their battle was a fierce
one, with each foe’s greed and hubris driving them

I fyou ever find yourself traveling in the Jurgalanaan

on, not allowing either to concede the tower and its
assortment of collected baubles to the other.

Ultimately, Ilizinnii triumphed—but not without a
terrible cost—her sight. Nephalal blighted the wyrm’s
eyes, and since that day, Ilizinnii has lived in pure
darkness, an unforgivable sin committed against her by
the necromancer. In a fit of literal blind rage, Ilizinnii
demolished the tower, wiping out any remnants of
Nephalal’s legacy before retreating underground to an
enormous limestone cavern.

Rage-induced wails reverberated across the dunes
of the arid desert for weeks on end, echoing from deep
within the subterranean lair as the dragon mourned
her loss. As time passed, her disdain for the treacherous
magic that stole her sight consumed every passing
moment. With only her twisted desire to inflict pain
left to comfort her, the dragon sank into both real and
metaphysical darkness.

Ever strong of will and forced to accept her lack
of vision, she soon discovered that by bristling her
enormous scales and slamming them back down in
a constant wave of clacks, she could detect objects
and movement near to her by listening to the
reverberations. And eventually, Ilizinnii’s hearing
became so acute that the sound of a beating heart
would be enough to wake her from a deep slumber—
something more than a few foolish wanderers and
adventurers have discovered as they suffered their
unfortunate fates.

As will any who underestimate her.

THE GAME MASTER’S BOOK OF LEGENDARY DrRAGONS 43



{ DraGonNs j

ROLEPLAYING AND TACTICS

Ilizinnii is a raging tyrant—quick tempered and
completely unchallenged by anything within her
territory. She lives primarily in solitude. However, she
allows certain tribes to approach very near to her home
with the intent of lowering human sacrifices down into
the enormous main entrance shaft of the cave. She will
usually wait for night to cover the entirety of the cave

in darkness before her hunt—though, in truth, it hardly
gives Ilizinnii the pleasure of a real hunt—unless the
victims decide to wander into one of the many lightless
tunnels away from the scorching heat beating down

on the pit’s entrance. Ilizinnii does this not for any
additional psychological torture to her victim—though
that’s certainly a bonus—but to absolutely protect
herself from any prying eyes from above that might pose
a threat in the sunlight.

Ilizinnii has faced a foe that almost killed her,
something most dragons, in their arrogance, tucked
away in their caves and lairs, wouldn’t even believe is
a possibility. But for Ilizinnii it was a harsh moment of
revelation: She is not as invincible as she thought. Now
with the loss of her sight, she has spent much of her life
since that moment in preparation and paranoia. While
she is not afraid to leave her cave at night to prowl the
desert dunes with malicious intent, she is still a cautious
combatant.

No stranger to the use of magic and the devastating
effects it can wreak, she will almost assuredly attempt to
utterly destroy anyone she perceives as using magic or
casting spells while engaged with her. If her opponent
seems even remotely capable as a mage, her sense of
urgency to gravely wound or outright annihilate them is
only slightly outweighed by her sense of self-preservation.
She will likely retreat to her lair, where she has several
safeguards in place, before pressing her luck.

ENCOUNTER CONDITIONS

Ilizinnii’s lair is one any dragon would be envious of]
and it serves as a significant advantage to the great
wyrm against any potential threat to her and her hoard.

When first discovering the cave, it appears more
like a sinkhole than a true limestone cave, with a vast
opening in the desert floor serving as its entrance. But
beyond the previously worked, column-like entrance to
the 120-foot drop to the bottom, the cave expands into
several large tunnels leading in different directions—
all of which are able to accommodate Ilizinnii’s girth
thanks to whomever originally expanded them in the
centuries before Ilizinnii made it her home.

For the dragon, it’s perfect. Both defensible and
comfortable, complete with its own source of water and
a few additional surprises for anyone foolhardy enough
to think they might claim her mountain of treasures for
themselves, the dragon is far more dangerous within
its walls. This is primarily due to its inconceivable

darkness, which helps Ilizinnii turn her greatest
weakness into a prodigious strength.

Perhaps the most magnificent artifact Ilizinnii has ever
claimed for her own is a small obsidian antimagic stone.
Realizing what it was upon returning to her lair with
it, she has since put it to use above the entrance to her
hoard room, embedded in one of the many stalactites.
With the stone’s reach extending through much of the
room, it is the perfect defense against magic. A number of
unsuspecting wizards have entered her chamber only to
have their magical lights snuffed out...and have protective
enchantments dispelled at the worst possible time. With
a pool of water that must be crossed before reaching her
hoard room, most threats will find themselves without a
torch or magical means of sight when facing off with the
completely blind yet-still-capable dragon. And for many,
the only light they will see is the fleeting soft red glow
from Ilizinnii’s maw before she unleashes a molten hot
spew of flame all over them.

[L1ZINNIT’S LAIR

Ilizinnii’s Lair is within a vast cave system. Some areas
appear to be bottomless, but the area she resides in is large
enough for her to fly, taking advantage of different views
from various cliff edges.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Ilizinnii takes
a lair action to cause one of the following effects. Ilizinnii
can’t use the same effect two rounds in a row.

*1d4 + 2 motionless ropers (disguised as stalactites
and stalagmites) spring into action and attack. They
act immediately and on initiative count 20 in
subsequent rounds and obey Ilizinnii’s commands.
They remain until Ilizinnii uses this action again. If
Ilizinnii dies, the ropers become free-willed creatures.
* 1d4 + 2 water elementals attack from a large pool of
water located near Ilizinnii’s hoard. They act
immediately and on initiative count 20 in subsequent
rounds and obey Ilizinnii’s commands. They remain
until Ilizinnii uses this action again. If Ilizinnii dies, the
water elementals become free-willed creatures.

* A nonmagical wall of stone springs into existence
within 120 feet of Ilizinnii. The effects are the same

as the wall of stone spell; however, the wall becomes
permanent and requires no concentration.



IL1ziNNII, THE HEART EATER

Gargantuan dragon, neutral evil

Armor Class 19 (natural armor)
Hit Points 444 (24d20 + 192)
Speed 40 ft., climb 40 ft., fly 80 ft.

STR DEX CON INT WIS CHA
25(+7) 12(+1) 27(+8) 22(+6) 17(+3) 21(+5)

Saving Throws Dex +8, Con +15, Int +13, Wis +10, Cha +12

Skills Insight +10, Intimidation +19, Perception +17, Stealth +3

Damage Immunities cold, fire

Condition Immunities blinded, charmed, exhaustion,
frightened, paralyzed, stunned

Senses blindsight 200 ft., tremorsense 120 ft., passive
Perception 34 (sound)

Languages Common, Draconic, Dwarvish, Elvish

Challenge 24 (62,000 XP)

Echolocation. Ilizinnii can’t use her blindsight while deafened.
Keen Hearing. llizinnii has advantage on Wisdom (Perception)
checks that rely on hearing.

Legendary Resistance (3/Day). If Ilizinnii fails a saving throw, she
can choose to succeed instead.

Innate Spellcasting. Ilizinnii’s spellcasting ability is Charisma
(spell save DC 20, +12 to hit with spell attacks). She can innately
cast the following spells, requiring no material components:

At will: control flames (extinguish only, no sight required)
4/day each: alarm

3/day each: darkness (45-foot radius), create or destroy water
2/day each: wind wall, counterspell

ACTIONS

Multiattack. Ilizinnii can use her Frightful Presence. She then
makes three attacks: one with her bite and two with her claws.

Bite. Melee Weapon Attack: +14 to hit, reach 15 ft., one target.

Hit: 18 (2d10 + 7) piercing damage plus 14 (4d6) fire damage.
Claw. Melee Weapon Attack: +14 to hit, reach 10 ft., one target.

Hit: 14 (2d6 + 7) slashing damage.

Tail. Melee Weapon Attack: +14 to hit, reach 20 ft., one target.

Hit: 16 (2d8 + 7) bludgeoning damage.

Frightful Presence. Each creature of Ilizinnii’s choice that is within
120 feet of her and aware of her must succeed on a DC 21 Wisdom
saving throw or become frightened for one minute. A creature can
repeat the saving throw at the end of each of its turns, ending the
effect on itself on a success. If a creature’s saving throw is successful
or the effect ends for it, the creature is immune to Ilizinnii’s
Frightful Presence for the next 24 hours.

Fire Breath (Recharge 5-6). Ilizinnii exhales fire in a 90-foot cone.
Each creature in that area must make a DC 22 Dexterity saving
throw, taking 91 (26d6) fire damage on a failed save or half as much
damage on a successful one.

LEGENDARY ACTIONS

Ilizinnii can take three legendary actions, choosing from the options
below. Only one legendary action option can be used at a time and
only at the end of another creature’s turn. Ilizinnii regains spent
legendary actions at the start of her turn.

Detect. Ilizinnii makes a Wisdom (Perception) check.

Tail Attack. Tlizinnii makes a tail attack.

Wing Attack (Costs 2 Actions). Ilizinnii beats her wings. Each
creature within 15 feet of Ilizinnii must succeed on a DC 25 Dexterity
saving throw or take 14 (2d6 + 7) bludgeoning damage and be
knocked prone. Ilizinnii can then fly up to half her flying speed.
Cacophonous Boom (Costs 2 Actions). Ilizinnii slams down her
scales in a deafening wave of sound. Each creature within 120 feet
must succeed on a DC 18 Constitution saving throw or become
deafened for one minute. If this attack is made within an enclosed
structure, they have disadvantage. Additionally, if this attack is
within an enclosed structure, Ilizinnii must make this saving throw
as well, though she does so normally.

REGIONAL EFFECTS
The region containing Ilizinnii’s lair is warped by her
magic, which creates one or more of the following effects:

* Desert storms shroud the area within 1 mile of her
subterranean lair. The storms are common, and even
during the day, the ambient light is dim at best.

* Bats are common and aggressive to creatures within
5 miles of the lair.

* Creatures who sleep during a long rest within 1

mile of the lair must succeed on a DC 10 Wisdom
saving throw or be unable to see when they awaken.
They are blinded for 1d4 hours.

If Tlizinnii dies, conditions of the area surrounding the lair
return to normal over the course of 1d10 days.

GM NOTE: ANTIMAGIC STONE

Wondrous item, legendary

This small obsidian stone creates a 30-foot
antimagic sphere, as per the antimagic field spell.
The magic automatically works in darkness. If
natural sunlight shines upon the stone, it cracks,
turns to dust and is destroyed.
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mage and a wyvern, Immryg-Umryss is not the
prototypical dragon. While it looks everything like a
dragon should, the veneer is where its similarity with other
dragons ends. Immryg-Umryss is a twisted and malevolent
force at times and a complex and kind being at others. This
confluence leads to problems, again and again.
Immryg-Umryss (a name composed of the words
for ogre and wyvern in a mad wizard’s language) is

B orn from the sinister crossbreeding of an ogre
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a magical creature, with none of the preternatural
aspects of normal dragons. It lacks all of a dragon’s
typical instincts and has had to learn on its own how to
deal with outsiders. It does not hoard gold. It does not
burn villages to the ground with fire. It does not gather
minions around it to inflate its ego. In fact, Immryg-
Umryss has lived outside the ordinary world of dragons
for more than 300 years. Alone, aloof and awkward,
the great dragon is an outsider in a world of tyrannical
beasts. As such, it is very lonely. But it has a solution.
Immryg-Umryss has taken many hostages over the
years. It took a bit of trial and error to learn humans
are soft and cannot be handled in a rough manner. It
took even longer to learn that young humans live longer
and make lasting companions. Each hostage served as
another learning step in its development. Everything it
understands about the world has come through learning
from others or through repetitive failure.
There is no happy middle for Immryg-Umryss.
While it is terrifying for anyone to be taken prisoner
by a dragon, Immryg-Umryss is a great host to those
who do not attempt to escape. It provides everything a
person could need, without exception. Immryg-Umryss
is inquisitive and philosophical, the perfect companion to
those with open minds. The hostages have even learned a
great deal living with Immryg-Umryss, though only a few
have been able to use this knowledge in the outside world
as those held captive are not permitted to leave.
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A friend of the party (or a party member who can’t make
this week’s session) is kidnapped, and the characters
have only a few days to save them. The character is, in
fact, unharmed. But being taken by a dragon should give
them pause. Feel free to drop hints and rumors that this
dragon does horrible things to its victims (though this
may be accidental).

ENCOUNTER
Immryg-Umryss has made a home for itself in an old
abandoned dwarven mine. This is not its first nest, but
since taking over the empty mine, other creatures have
left Immryg-Umryss alone. There’s no gold here.
Immryg-Umryss is never encountered outside its lair
unless it is in the process of taking someone hostage
(which is rare).

TAcTICS
Immryg-Umryss is alone and paranoid. It has spent most
of its life without contact with others, except those it has
kidnapped. It has built a lair for itself that is hard for other
creatures to get in and out of. Its lair rests on a ledge that
can only be reached with chains and pulleys or by magic.
Once upon this shelf, the party can stare directly into a
massive chamber where Immryg-Umryss waits for them.
If a fight starts, it becomes a different creature
entirely. The kind and gentle host turns into a horrid
beast of power and magic, capable of sundering small
armies. It mixes fire-breathing, magic and pure strength
to overcome any adversary. Emphasis on “any.”
Immryg-Umryss’s lair is perfectly formed to match
its fighting style. The ledge and lair are too small for
anyone to hide or make a getaway (without plummeting
hundreds of feet). Its fire-breathing weapon balloons
out to fill most of the lair, ensuring everyone fighting is
burned to a crisp. If no one is where they need to be for
its breath weapon to be effective, Immryg-Umryss casts
controlled teleport to put them all in one place.
Preferably just outside—at the edge of the lair.
Immryg-Umryss is not above using its captive(s) as
a shield. In fact, once a fight starts, it is unlikely any
hostage will survive.
During round three or four, Immryg-Umryss
summons bats and insects to itself with its Lair Action.
When the great beast is below half its starting hit
points, it uses its Wail of Sadness to plunge its enemies
into maddening sorrow.

WEALTH

If there is anything of value in Immryg-Umryss’s home,
the dragon is not aware of it. Some scraps of raw gold and
gold powder may exist somewhere, but Immryg-Umryss
does not rest on a pile of gold coins. Any treasure comes
in the form of leftover clothing, trinkets and perhaps a
spell book from those who died in Immryg-Umryss’s care.

IMMRYG-UMRYSS’S LAIR
Immryg-Umryss’s lair is located at the top of a cliff
edge and within an abandoned dwarven mine that was
once connected to a vast cave system.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Immryg-
Umryss takes a lair action to cause one of the following
effects. Immryg-Umryss can’t use the same effect two
rounds in a row.

+ A swarm of bats or a swarm of insects is summoned.
They act immediately and on initiative count 20

in subsequent rounds and obey Immryg-Umryss’s
commands. They remain until Immryg-Umryss uses
this action again. If Immryg-Umryss dies, the swarm
become free-willed creatures.

* 2d6 + 2 giant spiders emerge from gaps in the cave
walls. They act immediately and on initiative count

20 in subsequent rounds and obey Immryg-Umryss’s
commands. They remain until Immryg-Umryss uses
this action again. If Immryg-Umryss dies, the giant
spiders become free-willed creatures.

* The walls of the lair begin to reverberate, creating a
harmonic tone. All creatures within 30 feet of the

lair that can hear it must make a DC 13 Constitution
saving throw. On a failure, a creature becomes
Charmed by Immryg-Umryss. On a success, a creature
takes 10 (3d6) psychic damage. A creature can repeat
the saving throw at the end of each of its turns, ending
the Charmed condition on itself on a success.

REGIONAL EFFECTS

The region containing Immryg-Umryss’s lair is
warped by its magic, which creates one or more of the
following effects:

* High winds batter the cliffside, making any climb to
the lair treacherous. Large or smaller creatures must
make a DC 15 Dexterity check every 50 feet. If a
creature fails a check, they fall.

« Stinging insects are common and aggressive toward
creatures within 5 miles of the lair.

* Creatures within 1 mile of the lair suffer two levels
of exhaustion.

If Immryg-Umryss dies, conditions of the area
surrounding the lair return to normal over the course of
1d10 days.



IMMRYG-UMRYSS, THE SNATCHER

Huge dragon, neutral evil

Armor Class 24 (natural armor)
Hit Points 567 (42d12 + 294)
Speed 40 ft., fly 80 ft.

STR DEX CON INT WIS CHA
25 (+7) 15(+2) 25(+7) 25(+7) 15(+2)  21(+5)

Saving Throws Dex +9, Con +14, Int +14, Wis +9, Cha +12

Skills Arcana +14, Intimidation +19, Perception +16, Stealth +9

Damage Immunities cold, fire, poison

Condition Immunities charmed, exhaustion, frightened,
poisoned, stunned

Senses darkvision 120 ft., passive Perception 26

Languages Common, Draconic, Elvish, Dwarvish

Challenge 24 (62,000 XP)

Innate Spellcasting. Inmryg-Umryss’s spellcasting ability is
Charisma (spell save DC 20 + 12 to hit with spell attacks). It
can innately cast the following spells, requiring no material
components:

At will: acid splash (4d6), fire bolt (4d10), mage hand

4/day each: darkness, gust of wind, magic missile,
scorching ray

3/day each: counterspell, lightning bolt, major image

2/day each: banishment, controlled teleport

1/day each: fire storm, globe of invulnerability

Legendary Resistance (3/Day). If Inmryg-Umryss fails a saving
throw, it can choose to succeed instead.

Regeneration. Immryg-Umryss regains 20 hit points at the start of
its turn if it has at least 1 hit point.

Wail of Sadness (1/day). Inmryg-Umryss releases a mournful
wail. This wail has no effect on constructs and undead. All other
creatures within 30 feet of it that can hear it must make a DC 13
Constitution saving throw. On a failure, a creature drops to 0 hit
points. On a success, a creature takes 21 (6d6) psychic damage.

ACTIONS

Multiattack. Immryg-Umryss can use its Frightful Presence. It
then makes three attacks: one with its bite and two with its claws—
or one with its bite, one with a claw and one with a stinger.

Bite. Melee Weapon Attack: +14 to hit, reach 15 ft., one target.

Hit: 18 (2d10 + 7) piercing damage plus 14 (4d6) fire damage.
Claw. Melee Weapon Attack: +14 to hit, reach 10 ft., one target.
Hit: 14 (2d6 + 7) slashing damage.

Tail Stinger. Melee Weapon Attack: +14 to hit, reach 20 ft., one
target. Hit: 16 (2d8 + 7) piercing damage. The target must make a
DC 19 Constitution saving throw, taking 24 (7d6) poison damage on
a failed save or half as much on a successful one.

Frightful Presence. Each creature of Immryg-Umryss’s choice
that is within 120 feet of it and aware of it must succeed on a DC
21 Wisdom saving throw or become frightened for 1 minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature’s saving throw
is successful or the effect ends for it, the creature is immune to
Immryg-Umryss’s Frightful Presence for the next 24 hours.

Fire Breath (Recharge 5-6). Inmryg-Umryss exhales fire in a 90-
foot cone. Each creature in that area must make a DC 22 Dexterity
saving throw, taking 91 (26d6) fire damage on a failed save or half as
much damage on a successful one.

LEGENDARY ACTIONS

Immryg-Umryss can take three legendary actions, choosing from
the options below. Only one legendary action option can be used
at a time and only at the end of another creature’s turn. Immryg-
Umryss regains spent legendary actions at the start of its turn.
Detect. Immryg-Umryss makes a Wisdom (Perception) check.
Tail Stinger. Inmryg-Umryss makes a tail stinger attack.

Wing Attack (Costs 2 Actions). Immryg-Umryss beats its wings.
Each creature within 15 feet of Immryg-Umryss must succeed on
a DC 25 Dexterity saving throw or take 14 (2d6 + 7) bludgeoning
damage and be knocked prone. Immryg-Umryss can then fly up to
half its flying speed.

Memory Sting (Costs 2 Actions). Immryg-Umryss emits psychic
energy in a 90-foot cone. Each creature in that area must succeed
on a DC 17 Intelligence saving throw or take 28 (5d8 + 6) psychic
damage and be stunned for 1 minute. Creatures that save take no
damage. A creature can repeat the saving throw at the end of each
of its turns, ending the stunned condition on itself on a success. If a
creature fails the Memory Sting save twice in a row, it suffers three
levels of exhaustion. All three levels are removed following a long rest.

GM NOTE: CUSTOM SPELL

Controlled Teleport

6th-level conjuration

Casting Time: 1 action

Range: 30 ft.

Components: V, S, M (pieces of eggshell from 2
different creature types)

Select up to five creatures of your choice you can
see within range. Unwilling creatures must succeed
on a Wisdom saving throw. On a failed save, you
teleport each affected creature to an unoccupied
space that you can see within 90 feet of you. The
space must be on the floor or ground.

THE GAME MASTER’S BoOK OF LEGENDARY DrRAGONS 49






{ DracGons

JORMUNGAND,
THE WORLD SERPENT
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esiding in the deepest areas of the vast oceans
R is Jormungand, the World Serpent, a dragon so

large it’s said he can encircle the entire world if
he chooses. Legend has it that the serpent was cast out
by the gods and into the bottomless abyss of the ocean
where he grew to an unimaginable size and strength,
emerging when the mood strikes.

Jormungand’s head is easily 50 feet wide and his

body equally as gargantuan. This dragon has no wings
but instead has a body so vast it can encircle the entire

: %Mﬁte/@”%ﬁwm,%ewb&fg@”m‘%
the

%zifi& But some stonies we ke &0
i O/M}ngga,a) WOM/&/WKWW[

t’ _ Pt Mate Jackson Ty ‘i
[

}
!

Pone Swwivot of the FHuntsman Disastet #

|

world. Jormungand’s body typically remains coiled

and within a 10-mile radius of his head, depending on
the depth of the water. He may also choose to Earth
Glide, which affords him more room if need be. While
stretched around the globe, Jormungand can even grasp
his own tail if he wishes to do so. It is foretold that if
Jormungand grasps his tail and releases, it will bring
about the beginning of the end of the world.

Hoping for safe passage, sailors make a sacrifice to the
Serpent by tossing precious metals and items of magic
into the darkest depths of the ocean. One can only
speculate at the amount of treasure that may rest at the
bottom of these areas, leagues deep and far away from
any would-be adventurers. There has never been a time
when the tale of Jormungand was not told, as offerings
have been given to him for longer than recorded history.

Some have returned from their sea travels with stories
of Jormungand. They describe a massive head breaching
the water’s surface to reveal vibrant colored scales,
ranging from deep blues to piercing emerald green. As
the ocean waters pour off him, more of his face can be
seen. His eyes are vibrant orange—as bright and fierce
as the heart of the sun—and his maw is as large as the
sturdiest seafaring vessels. Only those who have made
an offering lived to tell these tales—many come back

with fear in their eyes, forever changed, having barely
survived the encounter. They are the ones the serpent
has allowed to live, and they help spread the word that
Jormungand is more than a legend. He’s real.
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The most common encounter with Jormungand is
when he takes the form of a large black house cat. He
sometimes finds adventurers interesting as they enter
a village or city. The party may notice the cat following
them using a DC 15 Wisdom (Insight) check.

The party may be in town to investigate another
matter and might draw the attention of the cat form of
Jormungand. He will find it particularly interesting if the
party purchases an ox to serve as bait when fishing the
deep oceans, as the head of an ox generally is used to lure
the massive world serpent to the surface. Another tall
tale used by merchants? Perhaps. Nonetheless, it shows
Jormungand they are seeking an audience with him.

ENCOUNTER
Jormungand loves games and has made it known
to the town leaders that he offers himself as a test of
strength and virtue. The elders do not know of the cat’s
exact origin, but once every few years he will test an
adventuring group that he deems worthy. The townsfolk
adore the cat, as it is a boon for the businesses that serve
the townsfolk attending the testing of strength event.

The black cat form of Jormungand will observe the
party. If they appear to be of sound mind and spirit, a
spectacle is made in the center of town. It takes days to
set the scene and spread the news that the game will be
played once more. There, the cat willingly makes its way
to the stage, the crowd parting to give it access. This is
clearly a revered and old tradition within the town.

The test is simple: One being attempts to lift the cat
off the ground. However, it should be noted that no
one has ever succeeded before. Every mighty hero who
has tried has failed to lift the curious beast, which is
disguised by powerful magic. Its immense weight is only
overcome with a Strength score of 25 or higher, and
even that only achieves the lifting of a paw.

If any of the party manage to lift only one paw,
the crowd gasps and erupts into applause. The
cat immediately runs away and hides. If followed,
it communicates telepathically to the winner,
congratulating them and informing them that they will
be granted a wish. Once the wish is granted, the cat
disappears, its eyes flashing bright orange.

TAcTICS

During the test of strength—leading up to and after—
the party’s intentions will likely become more apparent,
and this determines how Jormungand chooses to
interact with them.

If the party were genuine and kind to the cat as well as
the spectators and townsfolk over the days spent there,
they are rewarded. However, if they are vicious, selfish
or unkind, leveraging their power for personal gain—the
cat lures them closer to the seaside, away from the town,
and dives into the water.

There, he immediately transforms, unfurling his
massive body, his tail crashing straight into the water
that stretches far off into the horizon, leaving only the
head and upper body for the party to attack from land.

The only real hope of defeating Jormungand is to
attack his head and inflict more than 300 hit points of
damage in a single round. Jormungand knows he will
manifest again if he is ever defeated, but he still fights
enemies with an unrivaled intensity. He will devour any
creature in his path without mercy.

WEALTH
Jormungand’s wealth is at the bottom of the deepest
oceans. Sailors may know of the specific locations, but
the real challenge is traveling to the depths where it
lies. If a party member manages to make it there by
magical or other creative means, they will find an almost
infinite number of coins, baubles and family heirlooms.
Disturbing the treasures at the bottom may attract the
angry attention of Jormungand miles below the surface.
The real wealth is gained by how they treat the cat
form of Jormungand. He may choose to grant a wish,
a useful magic item or a boon, depending on how the
party interacted during the celebration—even if they
failed to lift him.

JORMUNGAND’S LAIR

Jormungand lair is effectively the entire ocean, and
his ability to shape the sea itself makes encounters
with him even more perilous. These actions can be
incorporated whenever Jormungand is encountered at
least 1 mile off shore.

LAIR ACTIONS

On initiative count 20 (losing initiative ties),
Jormungand takes a lair action to cause one of the
following effects. Jormungand can’t use the same effect
two rounds in a row.

« Jormungand can cast control water without
requiring concentration.

« Jormungand can cast control weather without
requiring concentration.

» Jormungand can cast wind wall without requiring
concentration.

REGIONAL EFFECTS
If Jormungand chooses, he can impact the region
around his head.

* An isolated thunderstorm causes choppy, violent seas.
* The wind in a 15-mile radius triples in intensity or
stalls completely, stranding any vessels with sails.

* Whirlpools that drag vessels to the depths appear, at
GM discretion.

If Jormungand dies, these conditions end immediately.



JORMUNGAND,
THE WORLD SERPENT

Titanic dragon (shapeshifter), neutral

Armor Class 26 (natural armor)
Hit Points head 369 (18d20 + 180), body 615 (30d20 + 300)
Speed 40 ft., burrow 30 ft., swim 90 ft.
STR DEX CON INT WIS CHA
30 (+10) 25(+7) 30(+10) 17(+3) 16(+3) 28(+9)

Saving Throws Dex +16, Con +19, Int +12, Wis +12, Cha +18

Skills Insight +12, Intimidation +27, Perception +21

Damage Resistances cold, fire

Damage Immunities poison; bludgeoning, piercing and
slashing damage from nonmagical attack

Condition Immunities blinded, charmed, exhaustion,
frightened, paralyzed, stunned

Senses truesight 120 ft., passive Perception 31

Languages all, telepathy 120 ft.

Challenge 30 (155,000 XP)

Amphibious. Jormungand can breathe air or water.

Change Form. Jormungand can change into the form of an
abnormally large black house cat. If he speaks, it is done so
telepathically. In cat form, he is immensely heavy and strong with
a Strength of 30. Only a single creature with a Strength of 25 or
higher can attempt to lift him enough to bring one paw off the
ground. If a party member is able to achieve this test of Strength,
once per day they receive advantage on all rolls for 1d4 rounds and
are granted a single wish.

Jormungand does not change into dragon form unless he is
within 100 feet of a large body of water. When this occurs, all
creatures within 20 feet of the cat must make a DC 18 Dexterity
saving throw, taking 35 (10d6) bludgeoning damage on a failed
save or half as much on a successful one. Creatures who fail are also
knocked prone. As Jormungand’s body forms, he targets the water
and is seen unfurling into it as far as the horizon.

Legendary Resistance (5/Day). If Jormungand fails a saving
throw, he can choose to succeed instead.

Magic Resistance. Jormungand has advantage on saving throws
against spells and other magical effects.

Magic Weapons. Jormungand’s weapon attacks are magical.
FEarth Glide. Jormungand can burrow through nonmagical,
unworked earth and stone. While doing so, Jormungand does not
disturb the material it moves through.

Stiege Monster. Jormungand deals double damage to objects and
structures.

Reflective Body. If Jormungand is targeted by a magic missile
spell, a line spell or a spell that requires a ranged attack roll, roll a
d4. On a 1to 3, Jormungand is unaffected. On a 4, Jormungand is
unaffected and the effect is reflected back at the caster as though it
originated from Jormungand, turning the caster into the target.

Regeneration. Jormungand’s head regains all hit points at the start
of his next turn. If Jormungand takes more than 60 hit points of
radiant damage, this trait doesn’t function at the start of his next turn.
Additionally, Jormungand’s body regains 30 hit points at the start of
his next turn. If Jormungand takes radiant damage on his body, this
trait doesn’t function at the start of his next turn. Jormungand dies
only if he starts his turn with 0 head hit points and doesn’t regenerate.
Poison Body. Any melee attack on Jormungand’s body opens a
gaping wound that releases poisonous gas in a 30-foot cone. Each
creature in that area must make a DC 22 Constitution saving throw,
taking 77 (22d6) poison damage on a failed save or half as much on
a successful one.

Discorporation. If Jormungand’s head drops to 0 hit points and
does not regenerate, his body is destroyed, and he is unable to take
physical form for a time.

ACTIONS

Multiattack. Jormungand can use his Frightful Presence. He then
makes three attacks. In his draconic form, Jormungand can use his
claw, and then makes two attacks with his bite. He does not attack
in his cat form.

Bite. Melee Weapon Attack: +19 to hit, reach 50 ft., one target.
Hit: 29 (3d12 + 10) piercing damage. If the target is a living
creature, they must succeed on a DC 22 Constitution saving throw
or take 22 (4d10) poison damage.

Claw. Melee Weapon Attack: +19 to hit, reach 10 ft., one target.
Hit: 17 (2d6 + 7) slashing damage.

Tail/Body. Melee Weapon Attack: +19 to hit, reach 30 ft., one
target. Hit: 19 (2d8 + 10) bludgeoning damage.

Frighiful Presence. Each creature of Jormungand’s choice that

is within 120 feet of him and aware of him must succeed on a DC
21 Wisdom saving throw or become frightened for one minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature’s saving throw
is successful or the effect ends for it, the creature is immune to
Jormungand’s Frightful Presence for the next 24 hours.

Poison Breath (Recharge 3-6). Jormungand exhales poisonous
gas in a 90-foot cone. Each creature in that area must make a DC
22 Constitution saving throw, taking 91 (26d6) poison damage on a
failed save or half as much on a successful one.

LEGENDARY ACTIONS

Jormungand can take three legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature’s turn. Jormungand
regains spent legendary actions at the start of his turn.

Detect. Jormungand makes a Wisdom (Perception) check.

Bite. Jormungand makes a Bite attack.

Tail/Body Attack (Costs 2 Actions). Jormungand makes a Tail/
Body attack.

Tail Bite (Costs 3 Actions). Jormungand bites and releases the
tip of his tail. His body is not currently wrapped around the world
(causing it to end) in this instance, but the effect is spectacular
nonetheless. An antimagic field (as per the spell) bursts out in a
sphere with a 100-foot radius, lasting 1d4 rounds and requiring no
concentration. Additionally, each creature within 100 feet of the
burst takes 36 (8d8) thunder damage.
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KARNAGGONN,
THE MORNING STAR
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rguably the most powerful dragon in the
A multiverse, Karnaggonn is a spiritual creature
eternally tasked with carrying the souls of the

judged across the sky. It is completely impartial in this
task and has been fulfilling its duty since the dawn
of creation. By this measure, it cannot, in any sense,
truly die. It has always returned to this task, collecting
scattered souls on behalf of the gods. It always will. It is
a cosmic force, an inevitability.

Even to other dragons, Karnaggonn is more akin to
a celestial—a comet that circles the heavens. It travels
continuously, navigating the cosmos over the course of a
full year of its time, carrying the souls of the judged in its
wake. Until it reaches its destination, the souls lie in rest,
waiting for Karnaggonn to collect and guide them across
the sky. Should something derail its course, it will always
correct it, returning to its duty and starting a new cycle.

Each soul spends a different amount of time in the
wake of the great dragon, but eventually all of the
judged are deposited into the plane of purgatory.
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Here, they'll spend centuries in penance, striving to
understand their missteps and hoping to transition back
to the world they came from in a new body to restart
their spiritual journey. Some never leave.

Those determined to have suffered enough for their
transgressions are returned to their homes on the back
of a great turtle named Ghavadra. Ghavadra is tasked
with a similar role as Karnaggonn, flying across the
cosmos to deliver the souls to the starting point of their
new journeys. Though they serve similar purposes, these
colossal creatures have never met.

In order to complete its sacred task, Karnaggonn
has the ability to switch between realms at will. Those
willing to assist it can be brought into the ethereal plane
with a thought from the great dragon. When threatened,
Karnaggonn calls upon restless souls, bringing them
forth from purgatory to help it fend off aggressors.
Should they fail, Karnaggonn has another card to play.
It can summon up the voices of the deceased who have
passed from the lives of its attackers. The voices calm
and mollify ill intentions and soothe even the most
ferocious anger.

If someone is favored by Karnaggonn, Karnaggonn
can similarly confer an opportunity for them to speak
with the departed.

Some cultures worship Karnaggonn the way one
might worship Apollo’s chariot hurtling across the sky.
These cultures build their morals and values around
Karnaggonn and the balance it brings to the cosmos. In
effect, their alignment matrix is shifted further toward
law than other cultures, honoring the edict that life is
precious and doing things that would lead to divine
judgment has significant consequences. No one wants
to see Karnaggonn collect the soul of a cousin or a
clansman. Step kindly, as they say.
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Hook

Karnaggonn has collected the soul of someone the party
does not consider to be appropriately judged. They must
find a way to meet with the great ethereal dragon and
convince it to spare the soul in question. Conversely,

the party finds themselves collected by Karnaggonn.
They have some time before it arrives in purgatory and
perhaps a few months in its wake to plead a case for
their freedom.

TAcTICS

Fighting Karnaggonn is likely fruitless. It will not
attack unless provoked and most attacks cannot harm
it. It will most likely subdue the party—or send them

to the ethereal plane—rather than kill them in order

to continue on its journey. Killing someone who isn’t
already marked for judgment by the cosmos or damned
to eternity is against the ethos of Karnaggonn.

Should the party insist on attacking Karnaggonn,
leverage the moving Lair Actions that surround
Karnaggonn whenever it is in flight. Karnaggonn rarely,
if ever, lands. It can shift a pesky target to the ethereal
plane, or summon spirits from that plane to attack.

KARNAGGONN’S LAIR

This gargantuan creature as old as the universe itself
does not dwell in a conventional lair. Always on the
move as part of its fated traversal of the multiverse,
Karnaggonn’s presence creates something akin to a lair
in the area around it.

LAIR ACTIONS

Karnaggonn can invoke ambient magic generated by
its purpose to take lair actions. The lair is active when
Karnaggonn is in flight, moving with Karnaggonn and
with a range of 300 feet. On initiative count 20 (losing
initiative ties), Karnaggonn can take one lair action to
cause one of the following effects:

¢ One creature of Karnaggonn’s choice must succeed
on a DC 26 Wisdom saving throw. On a failed save,
the creature is sent to the ethereal plane for one
minute. A willing creature can choose to fail this save
on purpose.

* A group of souls steps out of the ethereal plane to aid
Karnaggonn, dealing 13 (2d12) necrotic damage

and 14 (4d6) cold damage, divided among up to five
creatures Karnaggonn can see. The souls return to the
ethereal plane immediately after they attack.

» Karnaggonn connects one creature of its choice

to a voice from that creature’s past. If the creature

is hostile toward Karnaggonn, the voice from the past
would attempt to persuade the creature to stand
down, as in the calm emotions spell (DC 26). If

the creature is friendly toward Karnaggonn, this
connection would last for one minute and functions as
the speak with dead spell, at GM discretion.

Karnaggonn can’t repeat an effect until they have all
been used, and it can’t use the same effect two rounds in
a row.



KARNAGGONN,
THE MORNING STAR

Gargantuan dragon, lawful neutral

Armor Class 25 (natural armor)
Hit Points 676 (33d20 + 330)
Speed 60 ft., fly 120 ft.
STR DEX CON INT WIS CHA
30 (+10) 20 (+5) 30 (+10) 30 (+10) 30 (+10) 30 (+10)

Saving Throws Str +19, Dex +14, Con +19, Int +19, Wis +19,

Cha +19

Skills Arcana +28, History +28, Insight +28, Perception +28,
Persuasion +19, Religion +28

Damage Immunities cold, fire, poison, psychic, radiant;
bludgeoning, piercing and slashing from nonmagical attacks

Condition Immunities blinded, charmed, frightened,
grappled, invisible, petrified, poisoned, prone, restrained,
stunned, unconscious

Senses blindsight 120 ft., darkvision 120 ft., truesight 120 ft.,
passive Perception 38

Languages telepathy 120 ft.

Challenge 30 (155,000 XP)

Discorporation. When Karnaggonn drops to 0 hit points, its body
is destroyed, and it is unable to take physical form for a time. It
will reform itself in 1d100 days.

Inscerutable. Karnaggonn is immune to any effect that would
sense its emotions or read its thoughts, as well as any divination
spell that it refuses. Wisdom (Insight) checks made to ascertain
Karnaggonn’s intentions or sincerity have disadvantage.
Legendary Resistance (5/Day). If Karnaggonn fails a saving
throw, it can choose to succeed instead.

Spellcasting. Karnaggonn is a 14th-level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 26, +18 to hit with
spell attacks). It requires no material components to cast its spells.
Karnaggonn has the following cleric spells prepared:

Cantrips (at will): sacred flame, spare the dying,
thaumaturgy

1st level (4 slots): command, detect evil and good,
detect magic

2nd level (3 slots): lesser restoration, zone of truth

3rd level (3 slots): dispel magic, tongues

4th level (3 slots): banishment, freedom of movement

5th level (2 slots): flame strike, greater restoration

6th level (1 slot): heroes’ feast

7th level (1 slot): resurrection

Soul Shepherd. Karnaggonn serves as an instrument of judgment,

shifting souls from the prime material pass on to the netherplanes.

Once per long rest, Karnaggonn can summon these souls to its aid.
As a bonus action, 5d4 + 5 spectral berserkers appear and protect
Karnaggonn to the best of their ability. They possess a fly speed
equal to their movement and are ethereal and therefore resistant
to all damage from weapons that aren’t silvered or magical.

ACTIONS

Multiattack. Karnaggonn can use its Frightful Presence. It then
makes three attacks: one with its bite and two with its claws.
Bite. Melee Weapon Attack: +17 to hit, reach 15 ft., one target.
Hit: 21 (2d10 + 10) piercing damage.
Claw. Melee Weapon Attack: +17 to hit, reach 10 ft., one target.
Hit: 17 (2d6 + 10) slashing damage.
Tail. Melee Weapon Attack: +17 to hit, reach 20 ft., one target.
Hit: 19 (2d8 + 10) bludgeoning damage.
Breath Weapons (Recharge 5-6). Karnaggonn uses one of the
following breath weapons:
Cold Breath. Karnaggonn exhales cold in a 90-foot line that
is 10 feet wide. Each creature in that area must make a DC 24
Dexterity saving throw, taking 71 (13d10) cold damage on a
failed save or half as much on a successful one.
Sleep Breath. Karnaggonn exhales sleep gas in a 90-foot
cone. Each creature in that area must succeed on a DC 24
Constitution saving throw or fall prone for 10 minutes. This
effect ends for a creature if the creature takes damage or
someone uses an action to wake it.
Etherealness. Karnaggonn magically enters the Ethereal Plane
from the Material Plane, or vice versa.
Frightful Presence. Each creature of Karnaggonn’s choice that is
within 120 feet of Karnaggonn and aware of it must succeed on a
DC 24 Wisdom saving throw or become frightened for one minute.
A creature can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success. If a creature’s saving
throw is successful or the effect ends for it, the creature is immune
to Karnaggonn’s Frightful Presence for the next 24 hours.

LEGENDARY ACTIONS

Karnaggonn can take three legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature’s turn. Karnaggonn
regains spent legendary actions at the start of its turn.

Detect. Karnaggonn makes a Wisdom (Perception) check.
Ethereal Jaunt (Costs 2 Actions). Karnaggonn shifts to or from
the ethereal plane.

Spellcasting (Costs 1-3 Actions). Karnaggonn can cast a spell of
level 3 or lower. The number of actions spent is equal to the level
of the spell.

Tail Attack. Karnaggonn makes a tail attack.

Wing Attack (Costs 2 Actions). Karnaggonn beats its wings. Each
creature within 15 feet of Karnaggonn must succeed on a DC 26
Dexterity saving throw or take 17 (2d6 + 10) bludgeoning damage
and be knocked prone. Karnaggonn can then fly up to half its
flying speed.
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KIENNAVALYRISS,
THE KEEPER OF SECRETS
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who collect souls and many over whom the

artifacts of antiquity hold a particular sway.
Kiennavalyriss would not count herself among these
draconic entities. She is instead concerned with
ensuring the safe-keeping of an archive of archives, the
vast Alabaster Halls, a library of forgotten knowledge.
Some of the information Kiennavalriyss guards has
been otherwise lost to time, while numerous tomes
and scrolls hidden away in various corners of the halls
are the stuff of whispered legend, unproven hearsay
or the stuttered ramblings of spell-soaked wizards on
their deathbeds. Kiennavalyriss keeps all this and more
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to herself, for herself (or those she deems worthy of
learning what she knows).

Those who have survived an audience with
Kiennavalyriss report that she is elegant and imposing.
The scintillating pattern of her opalescent scales is
magnified by the intense illumination in the Alabaster
Halls, and she bears a celestial heritage that shines
in her eyes. Her mother, the Shimmering Queen, is
enshrined in myth as the servant and romantic partner
of a now-forgotten exarch of the God of Knowledge.
When her mother was cruelly slain by a band of
malfeasant rat-catchers, the duty of safeguarding the
lore of the library fell to Kiennavalyriss.

The divine blood that burns within Kiennavalyriss is
slowly consuming her mortal form. Her hearing is not
what it used to be, and the shine is starting to leave the
scales along her sides. On the rare occasions that she
allows anyone to speak with her, she holds her massive
wings over the faded patches on her sides and pushes
uncomfortably close to the faces of her audience as they
converse with one another.

As these signs of her mortality have crept upon her,
she has grown more zealous in her mission. She views
the library now as her legacy and a potential tool that
she is sorely tempted to use to prolong her dwindling
lifespan. In the last few years, she has created a network
of scholars and archaeologists that collect new pieces for
her library. Chief among her requests: dark tomes that
reference the transition to dracolichdom. Few of these
agents know the true nature of their patron, and she
goes to great lengths to maintain her ruse.
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Kiennavalyriss is both a potential ally and a possible
antagonist. All manner of secret knowledge has been
collected within her expansive library, but she jealously
guards it. Much of it she believes too dangerous to be
anywhere other than locked away in her archives. When
convinced of a true need, the lore within her halls could
be used to solve nearly any quandary facing the party.
She has a dim view of adventurers, having crossed paths
with many who unearthed forgotten tomes that were
better off in her library. It is likely that the party will
first encounter her in such a situation, perhaps as they
quest to recover a lost book containing the true name of
a demon that has been relentless in harassing them.

Or maybe she contacts the party to send them to
recover a codex that recorded the dreams of a mad mage
that had survived contact with elder god.

Perhaps one of her agents discovers the significance of
a book they are sent to recover. Suspecting the duplicity
of the one that hired them, they ask the party for aid in
unraveling the mystery of Kiennavalyriss’s identity.

It might even be possible that the party finds a tome
of dread spellcraft that was stolen from her collection.
When Kiennavalyriss discovers it in their possession, she
assumes this implicates them in the theft of her property.

Regardless of how the party first meet Kiennavalyriss,
their interaction with her is most interesting when
there is a tension between their search for information
and her desire to keep the secrets of her library from
being used by those with ill intent. In the best of
circumstances, she will coldly refuse the inquiries of the
party until they have proven their worth to her. At her
worst, she will turn against them to recover secrets she
believes they should not have.

ENCOUNTER

Kiennavalyriss makes her home in an expansive library
known only to a few. Referred to by those who know

of its existence as the Alabaster Halls, this library is a
labyrinthine complex. Every wall of its vast interior is
filled with shelving that holds untold volumes of books,
scrolls and various other mediums upon which someone
has written some precious knowledge.

Designed to suit her unique needs, the rooms and
corridors of this place are surprisingly narrow given that
a dragon dwells within. These close quarters are intended
to prevent outsiders from slipping past unnoticed and
puts them face-to-face with Kiennavalyriss so that she
might study their face, scrutinizing their hidden intent
and reading the words that fall from their lips.

The cramped quarters and full shelves also help dampen
ambient sound within the library, giving it an unsettling
silence most of the time. Kiennavalyriss prefers the lack
of distracting noises and insists that groups of visitors
speak clearly and without interrupting one another.
During meetings like this, a small rodent-like creature that
Kiennavalyriss refers to only as “The Scribe” is present—

perched upon her shoulder with an inky quill gripped in its
prehensile tail, furiously transcribing the conversation.
Kiennavalyriss seldom ventures outside of her library,
though she maintains a relationship with a few orders of
priests and wizards from whom she sometimes acquires
new books. Within her library, Kiennavalyriss is attuned
to many warding spells that alert her to intruders and
allow her to lock any door she wishes. She also can
create areas of supernatural silence any time she desires.

TAcTICS

Kiennavalyriss knows that her partial deafness is her
greatest liability. Within her lair, she has taken many
precautions to reduce the impact of this reality. The
rooms and hallways in her library are cramped and
narrow to make it more difficult for adventurers and
other would-be plunderers from sneaking past her. The
entrance to the library, as well as her personal chambers,
are warded with a silent alarm that alerts her to visitors
and intruders alike. Finally, the library is brightly lit by
shimmering motes of arcane energy.

Though loath to engage in a fight, she is prepared to
defend the potentially dangerous lore that exists within
her library. With the knowledge at her disposal, she is a
formidable spellcaster. She uses her lair actions to seal
exits, separating her opponents from each other or forcing
them into smaller spaces where she can catch more of
them in the area of a single spell. She uses her remaining
spells to thwart attempts to plunge her surroundings into
darkness and to dispel the magic of her enemies.

If the potential threat posed by losing a small number
of titles from her collection is not significant or if she
feels that she might easily recover them, Kiennavalyriss
will flee if her foes begin to get the better of her. Her
command of the doors within the library provides an
easy and expedient escape. Only when the lore at stake
is of grave import will she battle to her last breath.

WEALTH

Unlike many other dragons, Kiennavalyriss does not
hoard wealth. Her treasured possessions are the books,
scrolls, clay tablets and other assorted writings that she
has recovered and collected over her many decades. The
secret histories of countless mortal races are written
upon them. There are ancient spells, dead languages
and the true names of gods hidden upon the shelves of
her vast library. This collection also includes written
copies of every conversation that Kiennavalyriss has had
with visitors to her library.

KIENNAVALYRISS’S LAIR

The exact whereabouts of the Alabaster Halls is not
widely known. It is rumored the library is a demiplane
of sorts, its entrance meandering through the cosmos.

LAIR ACTIONS
On initiative count 20 (losing initiative ties),



KIENNAVALYRISS,

THE KEEPER OF SECRETS
Huge dragon (celestial), lawful neutral

Armor Class 19 (natural armor)
Hit Points 243 (18d12 + 126)
Speed 40 ft., fly 80 ft.
STR DEX CON
25(+7) 15(+2) 25(+7)

INT WIS CHA
25 (+7) 15(+2) 21(+5)

Saving Throws Dex +9, Con +14, Int +14, Wis +9, Cha +12

Skills Arcana +14, Intimidation +19, Perception +16, Stealth +9

Damage Immunities cold, fire, poison

Condition Immunities charmed, exhaustion, frightened,
posioned, stunned

Senses darkvision 120 ft., passive Perception 26

Languages Common, Draconic, Elvish, Dwarvish

Challenge 24 (62,000 XP)

Spellcasting. Kiennavalyriss is a 17th-level spellcaster. Her spell-
casting ability is Intelligence (spell save DC 22, +14 to hit with spell
attacks). She has the following wizard spells prepared:

Cantrips (at will): fire bolt, light, minor illusion, ray of frost

Ist level (4 slots): chromatic ord, color spray, magic missile, sleep

2nd level (3 slots): phantasmal force, ray of enfeeblement,
scorching ray, shatter

3rd level (3 slots): counterspell, fireball, haste, vampiric touch

4ith level (3 slots): banishment, black tentacles,
hallucinatory terrain

5th level (2 slots): cloudkill, gas, wall of force

Gth level (1 slot): chain lightning, sunbeam

7th level (1 slot): reverse gravity

8th level (1 slot): sunburst

9th level (1 slot): time stop

Legendary Resistance (3/Day). If Kiennavalyriss fails a saving
throw, she can choose to succeed instead.

Silent Spells. Kiennavalyriss can ignore the verbal requirements of
any spell she casts when she is within an area of magical silence that
she has created.

ACTIONS

Multiattack. Kiennavalyriss can use her Frightful Presence. She
then makes three attacks: one with her bite and two with her claws.
Bite. Melee Weapon Attack: +14 to hit, reach 15 ft., one target.
Hit: 18 (2d10 + 8) piercing damage.
Claw. Melee Weapon Attack: +14 to hit, reach 10 ft., one target.
Hit: 14 (2d6 + 8) slashing damage.
Tail. Melee Weapon Attack: +14 to hit, reach 20 ft., one target.
Hit: 16 (2d8 + 8) bludgeoning damage.
Frighiful Presence. Each creature of Kiennavalyriss’s choice that
is within 120 feet of her and aware of her must succeed on a DC
18 Wisdom saving throw or become frightened for one minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature’s saving throw
is successful or the effect ends for it, the creature is immune to her
Frightful Presence for the next 24 hours.
Breath Weapons (Recharge 5-6). Kiennavalyriss uses one of the
following breath weapons:
Blinding Light. Kiennavalyriss exhales a flash of light in a
60-foot cone. Each creature in that area must make a DC 18
Constitution saving throw, taking 58 (13d8) radiant damage, and
is blinded until the end of their next turn on a failed save or half
as much without being blinded on a successful one.
Fire Breath. Kiennavalyriss exhales a fiery blast in a 60-foot
cone. Each creature in that area must succeed on a DC 18
Dexterity saving throw, taking 63 (14d8) fire damage on a failed
save or half as much on a successful one.

LEGENDARY ACTIONS

Kiennavalyriss can take three legendary actions, choosing from
the options below. Only one legendary action option can be used at
a time and only at the end of another creature’s turn. She regains
spent legendary actions at the start of her turn.

Detect Thoughts. Kiennavalyriss casts detect thoughts without
expending a spell slot.

Tail Attack. Kiennavalyriss makes a tail attack.

Cast a Spell (Costs 1-3 Actions). Kiennavalyriss uses a spell slot
to cast a Ist, 2nd or 3rd-level spell that she has prepared. Doing so
costs one legendary action per level of the spell.

Wing Attack (Costs 2 Actions). Kiennavalyriss beats her wings.
Each creature within 15 feet of her must succeed on a DC 21
Dexterity saving throw or take 14 (2d6 + 7) bludgeoning damage
and be knocked prone. She can then fly up to half her flying speed.

(e,

Kiennavalyriss takes a lair action to cause one of the
following effects. She can’t use the same effect two
rounds in a row.

* Kiennavalyriss casts silence, without requiring
concentration. The area is quiet until initiative count
20 on the next round.

* Kiennavalyriss chooses one door she can see within
100 feet of her. If the door is shut, it immediately opens
even if it had been locked or magically sealed. If the
door is open, it slams shut and is sealed as if she had
cast arcane lock. A door closed this way remains
locked for one hour.

* Kiennavalyriss dispels one area of magical darkness
within 100 feet of her. This only dispels darkness that
was created by a spell of 5th level or lower.

REGIONAL EFFECTS
The region surrounding Kiennavalyriss’s lair is altered
by magic, creating one or more of the following effects:

* Books within 6 miles of the lair are difficult to open.
Their pages stick together, their covers sometimes feel
impossibly heavy and occasional gusts of wind slam
them shut. Keeping a book open requires a successful
Strength or Dexterity ability check against a DC of 10.
¢ The area within 6 miles of the lair is unnaturally
quiet. The DC of any ability check made to listen to or
hear anything is increased by 5.

* Divination spells cast within 1 mile of the lair
either fail or redirect to the nearest book or
parchment containing some form of written
communication.

If Kiennavalyriss dies, conditions return to normal.

TaE GAME MASTER’S BOOK OF LEGENDARY DrRAGONS 61






Ty

o
=

y

[

L

e i

{ DracGons

KUNDAL,
THE RAINBOW DRAGON

ol O

ome dragons bring good fortune and blessings.
S Some only drink from the sea, linking the world

to heaven. Hundreds of stories from history books
and mythological tales tell of golden and fortunate
dragons that bless humanity with their presence,
providing a gateway to heaven.

But Kundal, the Rainbow Dragon, is much more.
Choosing never to ascend, Kundal has remained among
mortals for millennia, serving the great goddess Mazu
and guiding those who seek her wisdom. Kundal is the
ultimate symbol of wisdom and balance within one’s
self. Those who serve or worship the great dragon show
their dedication through a spindle-shaped dragon
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tattooed along their spine. Acquiring such a mark
requires a process that is painful but reveals one’s
commitment to the great serpent.

Kundal lives in an unfathomable cycle that defies
our understanding of time. He does not move through
the ages the way humans do and therefore the nature
of his existence cannot be explained to mortals: These
cycles must be experienced. The rainbow dragon’s task,
therefore, is to find one human every cycle to whom he
will grant enlightenment. This chosen mortal learns
everything Kundal can teach through symbols and
visions beyond the linear limitations of living kind.

He or she is then returned to the land of mortals to
spread the dragon’s message across the earth. When this
happens, the cycle ends for a short period while Kundal
takes a meaningful rest.

These cycles reliably occur, but do not follow any
predictable pattern.

The rainbow dragon is sometimes found with Mazu.
The goddess rides Kundal as a mount, and some stories
indicate it was Kundal who brought her the wisdom with
which she rules. Kundal is the master of all primordial
forces: movement, stasis and the beat of time. He is the
source of nearly all alchemical and thaumaturgic theory,
bridging the gap between this world and all of the places
magic comes from.

To gaze upon his face is to look past your own
understanding of the world. To cross him is to admit you
do not value your life.

THE GAME MASTER’S BOOK OF LEGENDARY DrRAGONS 63



{ DracGons j

Hooxk

An elder has been selected by Kundal to be the next
enlightened one, and the party has been asked to

escort her to the top of a tall mountain. She cannot
make the journey alone. The journey to meet Kundal is
fraught with peril, as would be a face-to-face encounter.
Particularly if the elder does not wish to be enlightened.

ENCOUNTER CONDITIONS

Kundal lives at the gateway between the mortal

world and heaven. He is sometimes encountered in
ethereal spirit space, or in the real world, or in the
places between. Where Kundal is located dictates the
conditions of the encounter. The further removed from
the mortal realm, the more powerful Kundal becomes.

ENCOUNTER

Kundal lives atop a mountain spire above the clouds.
Those who seek his wisdom must travel hundreds—if
not thousands—of miles to find the great dragon.

The journey to reach him should not be easy. But it is
not a traditional series of violent encounters: Instead of
spirit guardians and mystical warriors blocking gates,
the barriers along the way are metaphysical. Those
unworthy to pass simply do not. Each “test” reflects
another part of a person’s soul and whether they merit a
visitation with Kundal.

Whomever is determined worthy—not an easy task—
becomes immortal, passing from this realm into the
next and leaving everything behind.

TAcTICS

Kundal is not a dragon the party would ever fight. His
power is to calm and subdue those who would threaten
him with his mind-awakening gifts. Those who would
attack the great rainbow dragon do so at the peril of
their own souls.

Should Kundal judge the heroes as unworthy,
however, they are likely to be banished, teleported away
or reduced to ash. In addition to Kundal’s numerous
powers, the very heavens would join forces to aid him in
destroying the party.

WEALTH

Kundal’s treasures are usually spiritual in nature. The
blessings of Kundal may vary, but they translate to an
increase in Wisdom, boons that will make a character
more enlightened or provide a new perspective on the
world. Or he may gift magical powers no one has never
seen before.

If Kundal’s treasure is ever physical in nature, it is
hidden inside a box within another box with numerous
locks, keys, puzzle combinations and dead ends to
find the true treasure at the heart of it all. Each box is
unique, as is each treasure.

KUuNDAL’'S SUMMIT

In lieu of a lair, Kundal would meet the to-be-enlightened
at the top of a tall peak. This apex is shrouded in the clouds
and benefits from the following area effects:

LAIR EFFECTS

One of the following occurs on initiative count 20. The
same event cannot occur twice in a row, and all three
effects must be triggered before an effect can be repeated.

+ A 120-foot cloud of calming energy settles on an area
within Kundal’s line of sight. Each creature within

this cloud is under the effects of the calm emotions
spell unless they succeed on a DC 24 Wisdom saving
throw.

* Any creatures hostile to Kundal must succeed on a
DC 24 Wisdom saving throw before attempting an
attack on Kundal, as if they are under the effect of the
sanctuary spell.

* One creature within 60 feet of Kundal is granted
access to a stunning truth about the nature of the
cosmos. This information is life-affirming, but also
world-shattering, and the creature must succeed on a
DC 24 Intelligence saving throw or be paralyzed for one
minute.



KuNDAL,
THE RAINBOW DRAGON

Gargantuan ancient polychromatic dragon, lawful good

Armor Class 22 (natural armor)
Hit Points 546 (28d20 + 252)
Speed 40 ft. (human form), fly 80 ft., swim 50 ft.
STR DEX CON INT WIS CHA
30 (+10) 14(+2) 28(+9) 20(+5) 16(+3) 28 (+9)

Saving Throws Dex +9, Con +16, Wis +10, Cha +16

Skills Insight +10, Perception +10, Persuasion +16

Damage Resistances cold, fire, lightning

Damage Immunities acid, bludgeoning, piercing and slashing
damage from nonmagical weapons

Condition Immunities charmed, deafened, exhaustion,
frightened, paralyzed, petrified, poisoned

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 20

Languages Common, Draconic, Celestial

Challenge 24 (62,000 XP)

Discorporation. When the Rainbow Dragon drops to 0 hit points
or dies, his body is destroyed, and he is unable to take physical form
for a time.

Amphibious. The Rainbow Dragon can breathe both air and water.
Legendary Resistance (3/Day). If Kundal fails a saving throw, he
can choose to succeed instead.

Magic Weapons. All attacks by the Rainbow Dragon are
considered magical.

ACTIONS

Multiattack. The Rainbow Dragon can use his Frightful
Presence. He then makes three attacks: one with his bite and

two with his claws. If his breath weapon is available, he may
attack with it as well.

Bite. Melee Weapon Attack: +17 to hit, reach 15 ft., one target.
Hit: 21 (2d10 + 8) piercing damage

Claw. Melee Weapon Attack: +17 to hit, reach 10 ft., one target.
Hit: 17 (2d6 + 10) slashing damage.

Tail. Melee Weapon Attack: +17 to hit, reach 20 ft., one target.
Hit: 19 (2d8 + 10) bludgeoning damage.

Frightful Presence. Each creature of the Rainbow Dragon’s
choice that is within 120 feet and aware of him must succeed on
a DC 24 Wisdom savings throw or become frightened for one
minute. A creature can repeat the saving throw at the end of each
of its turns, ending the effect on a success. If a creature’s saving
throw is successful, or the effect ends, the creature is immune
Kundal’s Frightful Presence for the next 24 hours.

Breath Weapons (recharge 5-6). The Rainbow Dragon uses

one of the following breath weapons:
Acid Breath. The Rainbow Dragon exhales acid in a 60-foot line
that is 5 feet wide. Each creature in the line must make a DC 18
Dexterity saving throw, taking 54 (12d8) acid damage or half as
much on a successful one.
Fire Breath. Kundal exhales fire in a 90-foot cone. Each creature
in the area must make a DC 24 Dexterity saving throw, taking
71 (13d10) fire damage on a failed save or half as much on a
successful one.
Lightning Breath. Kundal exhales lightning in a 120-foot line
that is 10 feet wide. Each creature in the line must make a DC 24
Dexterity saving throw, taking 88 (16d10) lightning damage on a
failed save or half as much on a successful one.
Repulsion Breath. The Rainbow Dragon exhales repulsion
energy in a 30-foot cone. Each creature in that area must succeed
on a DC 24 Strength saving throw. On a failed save, the creature
is pushed 30 feet away from the dragon.
Sleep Breath. Kundal exhales sleep gas in a 90-foot cone. Each
creature in that area must succeed on a DC 24 Wisdom saving
throw or fall unconscious for 10 minutes. This effect ends for a
creature if the creature takes damage or someone uses an action
to wake him.
Slowing Breath. The Rainbow Dragon exhales magical gas in
a 60-foot cone. Each creature in the area must succeed on a DC
24 Constitution saving throw. On a failed save, the creature can’t
use reactions, its speed is halved and it can’t make more than one
attack on its turn. In addition, the creature can use either an
action or a bonus action on its turn, but not both. These effects
last for one minute. The creature can repeat the saving throw
at the end of each of its turns, taking 63 (14d8) cold damage on a
failed save or half as much on a successful one.

LEGENDARY ACTIONS

The Rainbow Dragon can take three Legendary actions, choosing
from the options below. Only one legendary action can be

used at a time and only at the end of another creature’s turn.

The Rainbow Dragon regains spent legendary actions at the

start of his turn.

Detect. The Rainbow Dragon makes a Wisdom(Perception) check.
Tail Attack. Kundal makes a tail attack.

Mowe. The Rainbow Dragon can make a move action without
provoking an attack of opportunity.

Charm Attack (Costs 2 Actions). The Rainbow Dragon uses
magical eye rays on a single target he can see within 120 feet. The
targeted creature must succeed on a DC 18 Wisdom saving throw
or be charmed by the Rainbow Dragon for one hour or until the
Rainbow Dragon harms the creature.

REACTIONS

Limited Magic Immunity. As a reaction, Kundal

may choose to be immune to any spell of level 3 or below. The
Rainbow Dragon has advantage on saving throws against all
other spells and magical effects.
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KUR,
THE DRAGON OF THE VOID
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umans always find a way to upend the truth.
H Before humanity, powerful, ancient, immortal
beasts roamed the world. But with humans
came gods. And with gods came the desire to push these
ancient beasts underground. The rolls of history are
filled with tales of these creatures, forced underground
by “better thinking” gods.
No story of this behavior is better known than Kur’s.
Eons ago, Kur, who some call the First Dragon,
emerged from a ceaseless void and freely roamed the
planes as a dark and terrible beast. When the gods were
granted immortality through humanity’s worship, these
deities deemed Kur unworthy of the gift they’d been
granted, and made him a mortal being. Out of spite or
desperation, the great dragon kidnapped the goddess
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Ishtar, and the ransom was the return of his immortal
status. Ishtar agreed to Kur’s price, but once she made
him immortal, she cast him into the void for eternity.
Knowing the goddess could not be trusted, Kur had
expected some form of duplicity. As a contingency, Kur
left a tiny piece of his flesh behind. This flesh would
never decay, and it ensured Kur could leave the void in
time and once again return to the land of mortals, using
his own body as an anchor to the mortal realm.

This flesh, powerful in its own right, has remained
hidden. Numerous cults serving the dragon, wizards
seeking to possess the great beast (or worse) and heroes
dedicated to the conquest of all evil have sought Kur’s
flesh. Thankfully none have succeeded. The small
fragment of the dragon’s immortal body remains hidden
somewhere in the world, perhaps even buried deep
beneath its mantle. Should the flesh ever be found, it
could undo creation, to say nothing of summoning Kur
back from the void.

For her part, Ishtar, the goddess of life and death, is
locked in perpetual battle with Kur in the void between the
land of the living and the land of the dead. In fact, all of
Ishtar’s contemporaries fight Kur, though none can defeat
him—he is immortal by their hand, and will continue the
struggle for freedom from his eternal prison. While the full
story of Kur has been lost to time, numerous churches and
cults have emerged to venerate the great dragon, who is
“like unto them a god.”
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Kur waits for someone to find the piece of his undying
flesh. He is a world-ending adversary. If the game master
truly intends to sunder the world with his presence,

it is best to sprinkle details about Kur throughout the
campaign. Ancient lore appears from time to time,
hinting at a great power from beyond time and reason.

Perhaps the party stumbles upon an ancient language
no one understands. Or they battle a cult, only to learn its
members were devoted to the worship of some great beast
no one else has heard of. They might even learn of a cabal
of wizards trying to find a piece of a great dragon’s flesh
that never withers. Such a rumor would certainly worry
brave adventurers hell-bent on saving the world.

Since Kur waits inside the great void for someone
to find a piece of his undying flesh, he remains
trapped until his circumstances change. If the party
inadvertently awakens him, the battle—and all they care
for—is surely theirs to lose.

If Kur’s flesh is ever discovered and used to summon
him, the beast will want to exact vengeance on the
goddess who trapped him. If the party gets in his way, he’ll
slaughter them along his path of destruction. If he fails and
escapes, he can exact his vengeance in hundreds of ways.

ENCOUNTER

Any encounter with Kur is based on how and where the
party finds him. If they are foolish enough to travel into
the void to search for him, the encounter is swift and
brutal. Kur is an immortal with semi-omnipotence that
only has one limit: he cannot roam freely on the mortal
plane. Even the god of death cannot destroy him. But an
avatar of his former form can travel to the mortal plane
if the circumstances are favorable.

Note: The information presented in the stat block on
the next page represents Kur’s avatar. Even if the avatar
is defeated, it is not permanent, as nothing could ever
completely destroy him. Were Kur to be encountered
inside the void in some attempt to render him mortal,
or prevent his avatar from appearing, the ferocity with
which he would attack and the pain he would generate
would be incalculable.

The most practical encounter is for the party to fight
Kur’s avatar, instead of the true dragon. Perhaps this
plane is one Kur must travel through in order to reach
Ishtar in the underworld. This plane, essentially, acts as
a buffer between realms. It is Kur’s way of reaching the
hells and therefore a necessary step of destruction he
must undergo to get what he’s after.

TAcTICS

Kur is a dragon’s dragon, a beast of rage and magic. He
cannot be reasoned with. There is no logical path to
his destruction. He revels in his immortality and fears
nothing. Whatever does the most damage is his first
combat option. But his ageless intelligence can also

be brought to bear on a group of would-be heroes. He

has all the time in the world to plan his next move, and
though he could generally lay waste to an entire army
on his own, he could also consider an approach that
leverages subterfuge and careful plotting rather than
muscular plodding. Whatever fight the party thinks
they are in for, switch it up and deliver something they’d
never expect. Make sure to include lots of pain. Miles of
suffering. Ages of agony. You know, bad news.

WEALTH

Kur possesses powers beyond imagination. The

treasure he is found with is based on many factors. It is
impossible to calculate what the party might find—and
therefore this aspect of his existence is at GM discretion.
Perhaps he has nothing at all, as he would in the void.
On the other hand, his avatar could possess a hoard, like
any dragon. Most assuredly, he possesses the power of
the void in some form or another. A magical void egg
would certainly cancel wizard spells (and the like), or
could amplify their power to staggering degrees.

Kur’s LAIR

Within the void, the immortal Kur can call upon his
ancient power to cast wish twice per long rest. For this
reason, any group of adventurers hoping to topple him
there will almost assuredly fail. His avatar, if utilized to
roam the mortal plane, is a slightly less deadly foe, but
if the avatar has established a lair in the mortal realm,
destroying him there is nearly as difficult.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Kur takes
a lair action to cause one of the following effects. He
cannot use the same effect two rounds in a row.

* Kur casts time stop.

* A void blade surges outward from a point within 120
feet of Kur in a 120-foot line. The blade then shifts

left or right, slashing every creature in its path for 300
feet. Each creature must succeed on a DC 24 Dexterity
saving throw or suffer 28 (8d6) necrotic damage, or
half as much on a successful save.

* A creature of void energy, a shadow demon,
emerges from an area within 300 feet of Kur. It rolls
its own initiative, and serves Kur’s aims to the best of

its ability.

Kur can’t repeat an effect until they have all been
used, and can’t use the same effect two rounds in a row.



KuUR,
THE DRAGON OF THE VOID

Gargantuan ancient black dragon, chaotic evil

Armor Class 27 (natural armor)
Hit Points 735 (42d20 + 294)
Speed 60 ft., fly 120 ft., swim 50 ft.
STR DEX CON INT WIS CHA
30 (+10) 24 (+7) 25(+7) 24(+7) 24(+6) 27(+8)

Saving Throws Con +16, Dex +16, Wis +15

Skills Perception +15, Stealth +16

Damage Resistances necrotic

Damage Immunities acid, bludgeoning, piercing and slashing
damage from nonmagical weapons

Condition Immunities charmed, deafened, exhaustion,
frightened, paralyzed, petrified, poisoned

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 25

Languages Common, Draconic, Celestial

Challenge 30 (155,000 XP)

Amphibious. Kur can breathe both air and water.
Discorporation. When Kur drops to 0 hit points and dies, his
body is destroyed, and he is unable to take physical form for

a time.

Innate Spellcasting (6/day). Kur may cast fire storm. Spell save
DC 24. Spell attack modifier +16.

Legendary Resistance (6/Day). If Kur fails a saving throw, he

can choose to succeed instead.

Limited Magic Immunity. As a reaction, Kur may choose to be
immune to any spell of level 4 or below. Kur has advantage on
saving throws against all other spells and magical effects.

Magic Weapons. All attacks by Kur are considered magical.
Regeneration. Kur regains 31 (2d10 + 20) hit points at the start of
each of his turns unless he has suffered radiant damage the previous
turn.
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ACTIONS

Multiattack. Kur can use his Frightful Presence. He then makes
three attacks: one with his bite and two with his claws.

Bite. Melee Weapon Attack: +19 to hit, reach 15 ft., one target.

Hit: 21 (2d10 + 10) piercing damage + 9 (2d8) acid damage.

Claw. Melee Weapon Attack: +19 to hit, reach 10 ft., one target.
Hit: 17 (2d6 + 10) slashing damage.

Tail. Melee Weapon Attack: +19 to hit, reach 20 ft., one target.
Hit: 19 (2d8 + 10) bludgeoning damage.

Frightful Presence. Each creature of Kur’s choice that is within 120
feet and aware of him, must succeed on a DC 24 Wisdom saving
throw or become frightened for one minute. A creature can repeat
the saving throw at the end of each of its turns, ending the effect
on a success. If a creature’s saving throw is successful or the effect
ends, the creature is immune Kur’s Frightful Presence for the next
24 hours.

Acid Breath (recharge on 3-6). Kur exhales acid in a 120-foot line
t