<=| NORTHERN SEA DRAGON

Gargantuan Dragon (Cold, Water)

Hit Dice: 34d12+238 (459 hp)

Initiative: +4 (Improved Initiative)

Speed: 10 ft., swim 80 ft.

AC: 24 (—4 size, +18 natural)

Attacks: Bite +42/+37/+32/+27 melee, and tail slam +37
melee

Damage: Bite 4d6+12, tail slam 2d6+6

Face/Reach: 20 ft. x 40 ft./10 ft.

Special Attacks: Breath Weapon, Improved Grab, Swallow Whole

Special Qualities: Darkvision 60 ft., Fog, Immunities, Low-light
Vision

Saves: Fort +28, Ref +21, Will +23

Abilities: Str 34, Dex 11, Con 25, Int 6, Wis 14, Cha 17

Skills: Bluff +25, Diplomacy +7, Innuendo +2 (+4 to
transmit a message; +4 to intercept a message),
Intimidate +25, Listen +27, Sense Motive +24, Spot
+26, Swim +12 (+20 to avoid hazards), Wilderness
Lore +29

Feats: Alertness, Great Fortitude, Improved Initiative,
Iron Will, Lightning Reflexes

Climate/Terrain: Cold aquatic

Organization: Solitary, pair, or family (1-2 and 1d4 offspring)

Challenge Rating: 20

Treasure: Standard

Alignment: Usually neutral

Advancement: 35-38 HD (Gargantuan), 39-102 HD (Colossal)
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Breath Weapon (Ex): Northern sea drag-
ons can expel a cone of frozen seawater and icy
mist 60 feet in length as a standard action every
1d4 rounds. No attack roll is necessary; it does
11d6 cold damage, with a Reflex save (DC 26)
for half damage.

Cold Subtype: The northern sea dragon
is immune to cold damage. It takes double
damage from fire unless the fire attack allows a
saving throw for half damage, in which case it
takes half damage on a successful save and dou-
ble damage on a failed save.

Dragon: Dragons are immune to sleep
and paralysis effects. Dragons have Darkvision
with a range of 60 feet and Low-light Vision.

Fog (Su): Northern sea dragons travel
always beneath a thick bank of mist. This cloud
is roughly circular, with a 100-foot radius cen-
tered on the dragon, and rises 50 feet in the air.
The mist gives any creature more than 5 feet
away half concealment (20% miss chance), and
gives any creature more than 15 feet away full
concealment (50% miss chance, must guess tar-
get’s location).

Improved Grab (Ex): If the northern sea
dragon hits an opponent of at least one size cat-
egory smaller than itself or smaller with its bite
attack, it deals normal damage and either
attempts to start a grapple as a free action with-
out provoking an attack of opportunity, or it
pulls the opponent into its space without pro-
voking an attack of opportunity and holds him
with a —20 penalty to grapple checks, using its
remaining attacks against other opponents. A
successful hold does not deal any additional
damage; each successful grapple check it makes
during successive rounds automatically deals
bite damage.

Skills: Northern sea dragons receive a +8
racial bonus to Swim checks to avoid hazards.
They also get a +2 synergy bonus to Diplomacy
checks, Disguise checks for acting in character,
Innuendo to transmit a message, Intimidate,
and Pick Pocket. They get a second +2 synergy
bonus to Diplomacy checks, and to Innuendo
checks to intercept a message. This is included
in the stats, above.

Swallow Whole (Ex): If the northern sea
dragon makes a second successful grapple
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ne of the most feared aquatic
0 predators, the northern sea dragon
features in many tales of Prave arctic
explorers. Ensily &iﬂﬁtif feet Long, these
great Peasts have been known to suatch
sailors off decks and the rigging of ships,
sometimes following a vessel and enting
the crew one At A time wntil it is left
unmanned to drift as a ghost ship.
When in a Fmticu lmly fmAl mood, one
of these draqons will try to sink. a ship
and pluck. a few strugqling sailors from
the water hftm: Sifting tlr'mmgf» the
wreckaqe for any treasure that catches
its eve.

For n?zs, these creatures were
betieved tobe & myth, As a thick bank
of foq always surrounds them. Losses in
fag banks were attributed to treacherous
weAther conditions rather than to
predation. Tales of the Lambent, glowing
eyes of the beast, hanging Like twin
suns in the fog, were dismissed As
superstitious mmﬁling. Only mfter one
wias successfully stain and brought back.
to port did nautical authorities start
taking the spilors’ stories seriously.

The th{y of that northern sen
draqon proved tobe extremely interesting
to the alchemical community, as well.
Not only did the glowing eves continue
to shed Light for vears after the death of
the beast, but certnin glands in the body
conld be processed to produce A number of
useful concoctions. Among these are
salves that grants immunity to cold to
the weater, treatments for ship hulls
allowing them to slip more quickly
through the water, and cloud bottles
that release A bank of “foq when opened
or broken.

The demand for northern sea
draqgon 1700{17 parts has led several
Adventurous mariners to mount
hunting expeditions for these creatures,
reliying on their skill as whalers to bring
back the dagons. These have met with
mixed success: for every ship that comes
into port with its hold full to bursting



with draqon carcass, two others Vanish
without A trace, and three come back.
battered and empty.

Adult northern sea draqons are
7emamtlt7 40 to 50 feet lrmg, andbto§
ffeet across. They are qenerally serpent-
shaped, with a ridge of spiny fins
running down the back, and a spade-
like tlelukg. A dozen Vestiginl
Jlippers run down each side of the 170&(17,
helping the creature swim and grip, but
are ineffectunl in combat. The head is
wreathed in a thick beard and mane of
tendrils that resembles a mat of kelp,
and the plate-sized eves glow with an
eerie yellow Light. The head is faintly
leonine, with & Large mouth that can
disjoint the lower jaw, much as a snake
can. The whole creature is covered in
mottled green and gray scales.

ADVENTURE SEEDS

1 — A new mercantile concern is looks
to make its reputation by bringing in A
ship of northern sea draqon parts.

T[u:y 're laaking far ex};en'sncw( hunters,
wartiors, and madqes to help find one of
the creatures and make the kill; the
pAy is A percentage of the take and all
maqqoty hardtack they can eat.

Z — The Llocal trade council has decided
that they need A relinble wiy for ships
to make their way through the nearby
witers frequented by northern sea
draqons. Their saqes Aave come up with
w possibility, but there is o strong chance
of it back firing. The counil means to
mount & phir of northern sea dragon
eyes, still glowing, on the bow of the ship
in an attempt to fool the other dragons
into lem/inﬁ the vessel alone. Of course,
10 one is sure how territorial the beasts
are; the eves could be interpreted As &
c[mllenge, aliciting instant attack. To
cover all their bases, the council has
decided to hire a grovip of seasoned
adventurers to protect the crew and
cargo should things o badly.

check after a grab, it swallows its prey, which
can be up to one size category smaller than
itself. Damage is 2d6+12 bludgeoning, plus 1d6
points of acid damage, plus 1d6 points of cold
damage cach round. A swallowed creature can
climb back out of the stomach of the dragon
with a successful grapple check. This returns it
to the mouth, where another successful grapple
check is needed to get free. A swallowed crea-
ture can also cut its way out by using claws or a
Small or Tiny slashing weapon to deal 25 points
of damage to the stomach (AC 20). Once the
creature exits, muscular action closes the hole;
another swallowed opponent must again cut its
own way out. The northern sea dragon’s stom-
ach can hold 1 Large, 2 Medium-size, 4 Small,
8 Tiny, 16 Diminutive, or 32 Fine or smaller
opponents.

NEW POTION.
SALVE OF COLD IMMUNITY

When this salve is applied to the skin, the
wearer becomes immune to cold damage for
one day. However, during that time he also
takes double damage from fire unless the fire
attack allows a saving throw for half damage, in
which case it takes half damage on a successtul
save and double damage on a failed save. One
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dose is enough for a ftull application to one per-
son.
Caster Level: 5%; Prerequisites: Brew
Potion, a 1-foot square piece of northern sea
dragon hide that is destroyed in the creation

process; Market Price: 750 gp.

NEW POTION. HULL SLICK

When applied to the hull of a ship, this
salve allows it to travel at half again its normal
speed. The salve must be re-applied once per
month.

Caster Level: 1% Prerequisites: Brew
Potion, a pound of northern sea dragon blub-
ber; Market Price: 50 gp.

NEW POTION. CLOUD BOTTLE

This vial releases the equivalent of a fog
cloud spell when opened or broken. The fog
bank has a range of 130 feet centering on the
vial, and a duration of 30 minutes.

Caster Level: 3'd; Prerequisites: Brew
Potion, the gland that aids in producing the
northern sea dragon’s Fog ability (one dragon
has 12 of these glands); Market Price: 300 gp.
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OPEN GAME LICENSE VERSION 1.OA

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, exten-
sion, 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 transla-
tions 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 charac
enchantments, personalities, teams, personas, liken
cial abilities; places, locations, environments, creatures, equip-
ment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trade-
mark 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.
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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.

3.0ffer 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 con-
tributing original material as Open Game Content, You repre-
sent 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 COPY-
RIGHT 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
Identi 1cluding as an indication as to compatibility, except as
expres icensed 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 dis-
tributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any autho-

rized 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
s0.

12. Inability to Comply: Ifit 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 govern-
mental 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 sub-
licenses 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.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2001, Wizards of the
Coast, Inc.

D20 System Rules & Content Copyright 2000 Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, based on original material by Dave Arneson and E.
Gary Gygax.

“North Sea Dragon,”
Bestiary, Copyright
author Rick Neal.
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