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Even the mighty dragon is not immune to the corrupting influence of the Abyss. The Abyssal dragon template can be used 
to make creatures that are either native to the Abyss or have sworn their allegiance to a demon prince. Though the Lords of 
Good would deny it, there are metallic dragons among the ranks of the Abyssal dragons. Some were trapped in the Abyss 
and forcibly converted, while others were slowly corrupted by the insidious whisperings of demon princes. 

Creating An Abyssal Dragon
“Abyssal dragon” is a template that can be added to any creature of the dragon type (hereafter referred to as the base 
creature). An Abyssal dragon retains all the base creature’s statistics and special abilities except as noted here.

Armor Class: An Abyssal dragon has blasphemous runes inscribed on its already formidable natural armor. This grants a 
+2 profane bonus to AC.

Special Attacks: An Abyssal dragon retains all the special attacks of the base creature and also gains those listed below.

 Breath Weapon (Su): An Abyssal dragon gains a new type of breath weapon. It expels a horrible gas infused with the madness 
of the blackest souls consigned to the Abyss. This is a cone attack that deals 1d6 temporary Wisdom damage (Reflex half, 
base creature’s breath weapon DC). For Abys-
sal dragons with 20–30 HD, this temporary 
Wisdom damage increases to 2d6, and for 
those of 31 HD or more it increases to 3d6. 
This new breath weapon is in addition to 
the base creature’s regular breath weapon 
attack(s). The Abyssal dragon can choose 
among any of its breath weapons but still can 
breathe only once every 1d4 rounds.

 Smite Good (Su): Once per day per 10 
HD (round down) of the base creature, an 
Abyssal dragon can make a normal attack 
to deal additional damage equal to its HD 
total (maximum +20) against a good foe.

 Smite Law (Su): As smite good, but 
affecting lawful opponents.

 Spell-Like Abilities: 1/day—dispel good and 
dispel law. These abilities are as the spells 
cast by a sorcerer of a level equal to the 
dragon’s age category or the dragon’s caster 
level, whichever is higher (save DC 10 + 
dragon’s Charisma modifier + spell level).

Special Qualities: An Abyssal dragon retains 
all the special qualities of the base creature and 
also gains tanar’ri qualities. 

Climate/Terrain: Any land and underground

Organization: Solitary or pair

Challenge Rating: As base creature +2

Alignment: Always chaotic evil
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Sample Abyssal Dragon
This example uses an adult red dragon as the base creature.

Kolemvax (Abyssal Red Dragon)
Huge Dragon (Fire)
Hit Dice: 22d12+110 (253 hp)
Initiative: +4 (Improved Initiative)
Speed: 40 ft., fly 150 ft. (poor)
AC: 31 (–2 size, +21 natural, +2 profane)
 AC (flat-footed): 31
 AC (vs. touch attacks): 10
Attacks: 1 bite +31 melee, 2 claws +29 melee, 2 wings

 +29 melee, 1 tail slap +29 melee; or 1 crush +29 melee
Damage: Bite 2d8+11; claw 2d6+5; wing 1d8+5; tail slap 

2d6+16; crush 2d8+16
Face/Reach: 10 ft. by 20 ft./ 10 ft. 
Special Attacks: Breath weapons, frightful presence, 

crush, smite good (+20, 2/day), smite law (+20, 2/day), 
spell-like abilities

Special Qualities: Tanar’ri qualities, blindsight 180 ft., 
damage reduction 5/+1, dragon immunities, fire subtype, keen senses, SR 21

Saves: Fort +18, Ref +13, Will +17
Abilities: Str 33, Dex 10, Con 21, Int 16, Wis 19, Cha 16
Skills: Bluff +25, Concentration +27, Diplomacy +25, Jump +33, 

Knowledge (Abyss) +25, Knowledge (arcana) +25, Listen +26, 
Search +25, Sense Motive + 26, Spot +26 

Feats: Flyby Attack, Improved Initiative, Multiattack, Power Attack, Snatch, Wingover

Climate/Terrain: Any land and underground
Organization: Solitary or pair 
Challenge Rating: 16
Treasure: Double standard
Alignment: Chaotic evil
Advancement: As red dragon

Combat
Breath Weapons (Su): Cone, 50 feet long, once every 1d4 rounds; fire, damage 12d10, Reflex half DC 26; or madness, 
damage 2d6 temporary Wisdom, Reflex half DC 26.

Frightful Presence (Ex): Kolemvax can unsettle opponents whenever it attacks, charges, or flies overhead. Creatures 
within a 180-foot radius must make a Will save (DC 24). A creature that succeeds is unaffected by Kolemvax’s frightful 
presence for 24 hours. On a failure, creatures with 4 or fewer HD become panicked for 4d6 rounds and those with 5 or 
more HD become shaken for 4d6 rounds.

Crush (Ex): If Kolemvax is flying or jumping, it can land on opponents as a standard action. This affects as many creatures 
as can fit under its body (10 feet by 20 feet area). All affected creatures must succeed at a Reflex save DC 26 or be pinned, 
automatically taking 2d8+16 bludgeoning damage the next round and each subsequent round they remain pinned.

Spell-like Abilities: 6/day—locate object; 3/day—suggestion; 1/day—discern location, dispel good, dispel law, and 
eyebite. These abilities are as the spells cast by a 7th-level sorcerer (save DC 13 + spell level).

Fire Subtype (Ex): Fire immunity, double damage from cold except on a successful save.
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative Material” 
means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, abridgment or other 
form in which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; (d)”Open Game Content” means the 
game mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) “Product Identity” means product 
and product line names, logos and identifying marks including trade 
dress; artifacts; creatures characters; stories, storylines, 
plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, 
photographic and other visual or audio 
representations; names and descriptions 
of characters, spells, enchantments, 
personalities, teams, personas, likenesses 
and special abilities; places, locations, 
environments, creatures, equipment, 
magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any 
other trademark or registered trademark 
clearly identified as Product identity by the 
owner of the Product Identity, and which 
specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, 
names, mark, sign, motto, designs that 
are used by a Contributor to identify itself 
or its products or the associated products 
contributed to the Open Game License 
by the Contributor (g) “Use”, “Used” or 
“Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise 
create Derivative Material of Open Game 
Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.
2. The License: This License applies to any 
Open Game Content that contains a notice 
indicating that the Open Game Content 
may only be Used under and in terms of 
this License. You must affix such a notice 
to any Open Game Content that you Use. 
No terms may be added to or subtracted 
from this License except as described by the 
License itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-
exclusive license with the exact terms of this License to Use, the Open Game 
Content.
5.Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE 

of any Open Game Content You are copying, modifying or distributing, and 
You must add the title, the copyright date, and the copyright holder’s name 
to the COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product Identity. The 

owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and 

to that Product Identity.
8. Identification: If you distribute Open Game Content 

You must clearly indicate which portions of the work 
that you are distributing are Open Game Content.

9. Updating the License: Wizards or its 
designated Agents may publish updated versions 

of this License. You may use any authorized 
version of this License to copy, modify 

and distribute any Open Game Content 
originally distributed under any version 
of this License.
10 Copy of this License: You MUST 
include a copy of this License with every 
copy of the Open Game Content You 
Distribute.
11. Use of Contributor Credits: You 
may not market or advertise the Open 
Game Content using the name of any 
Contributor unless You have written 
permission from the Contributor to do so.
12 Inability to Comply: If it is impossible 
for You to comply with any of the terms 
of this License with respect to some or all 
of the Open Game Content due to statute, 
judicial order, or governmental regulation 
then You may not Use any Open Game 
Material so affected.
13 Termination: This License will 
terminate automatically if You fail to 
comply with all terms herein and fail 
to cure such breach within 30 days 
of becoming aware of the breach. All 
sublicenses shall survive the termination 
of this License.
14 Reformation: If any provision of this 
License is held to be unenforceable, such 
provision shall be reformed only to the 
extent necessary to make it enforceable.
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