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My players were about to leave Thundertree, when they decided to look around to
find a certain missing amulet. While they found the amulet, they also found a
strangely attired group of humanoids.

Failing their stealth roll, they were invited in for tea and a strongly worded offer.

Thull explained how the dragon cult helped his sick grandmother out and provided
for his every need. He explained that they quite successfully recruited dragons, he
himself having never heard of a dragon refusing an offer of the dragon cult. And he
strongly suggested that the players that had been spotted and invited in join,
because he’d much rather be their friends than have to offer them to the dragon also.

The players agreed and the cultists got to walk outside of the door before the rest of
the party attacked. The bard put dissonant whispers in the mind of the leader, who
fled screaming.

The murder of several dozen cultists is not the quietest activity, especially not when
one of them has taken psychic damage and is screaming as loudly as he can in
draconic, which no one in the party can speak.

Shortly, the ground shakes as Venomfang roars, quite upset about having being
woken from his slumber. The raging reckless frenzied barbarian, tired of the shrieking
madness of the cult leader, runs up to him and splits him in twain. The Dragon climbs
to the top of the tower and flies towards the party, landing right in front of the dead
cult leader and the barbarian standing over his corpse.

“WHO DARES DISTURB THE SLUMBER OF THE MIGHTY AND POWERFUL VENOM-
FANG?!”

The bard, being the bard, attempts to talk Venomfang down. She says “Oh, great
and mighty dragon, we come only to bask in awe of your mighty form.” Using the
updated 5th edition modifications to the “On the Non-Player Character” social
system, she rolls for the Honor action and gets a 26, changing his mood from hostile
to neutral.

Then it is the raging reckless frenzied barbarian’s turn to act. She attacks twice.
Combat is joined.

It doesn’t matter how powerful your dragon is. When you lose initiative against six
players, you’re going to have a bad time.

By the time Venomfang got to act, he had already lost nearly 100 hit points. The
dragon took flight, and breathed on as many targets as he could. Two targets, only
being the barbarian and the 1/2 orc monk. Venomfang did 56 points of damage.
You'd think this would be deadly to a 1st level monk and a 3rd level barbarian. They
both save. 28 hit points leaves the barbarian with 10, and the monk, being a
half-orc, is not killed outright, so remains standing with 1 hit point.

How upset is Venomfang at this point?

Not nearly as upset as he is as he fails his saving throw against Tasha’s Hideous
Laughter when he’s 30 feet in the air.



So, the point is, What can you do with a dragon corpse.

ESSENCES

There is very little value in fighting monsters, except for the value of the monster itself.
ACKS uses “Monster parts” that’s defined as having a value in gold equal to the
experience point value of the monster, arbitrarily assigning each unit a weight of 5
stone for 300 gold.

Essences work differently in that you can acquire 1 per hit die of the creature you kill.
They are worth 10 gold towards crafting a relevant item or spell research, or may be
sold for half price to recoup some value. In a system that is essentially on a silver
standard such as Lamentations of the Flame Princess or 5th edition, then this value is
reduced to 10 silver.

Dragons, being magical creatures, can provide up to 3 times the normal essence as a
more mundane creature. That means a 16 hit die creature like Venomfang can
produce up to 48 essences. You may extract essence from the blood, the flesh, and
the brain. Note that this is an all or nothing affair. You can either have the corpse, or
you can reduce it fo essence. Turn the flesh into essence, no dragon armor for you.

This means totally breaking down the dragons corpse grants 480 gold, which is just
in line for the amount of treasure handed out in Phandlever and Hoard of the Dragon
Queen.

ARMOR

Dragon Hide makes excellent scale mail armor. It can also be used to craft a shield. It
cannot be used to make other kinds of armor, select the rationale for such a decisions
from the following list: verisimilitude, balance, simplicity.

A medium dragon produces 1 hide-unit of armor. A large dragon produces 3 hide-
units of armor. A huge dragon produces 5 hide-units of armor. A unit of armor
produces a medium sized shield, helm, or mantle (cloak). Two hide-units produce a
medium sized suit of scale mail armor.

This is assuming the dragon was slain in normal melee combat. If the party takes care
to do as little damage to the hide as possible (blunt weapons, sleep spells), then add
1 hide unit to a medium dragon, 2 to a large, and 3 to a huge dragon. If the party is
particularly vicious in their attack on the dragon (arrows, many sword blows, violent
spells), feel free to reduce the hide-unit values appropriately.

Dragon hide armor is resistant to the element the dragon breathes, and is easily
enchantable. This can work however your rules system manages, but generally
reduce the costs to enchant dragon hide armor, helms, shields and cloaks by half.

Dragon hide is consumed if the flesh of the dragon is converted info essence.

Note that good or evil, no dragon looks favorably upon someone wearing their skin.



BLOOD

The blood is a deadly poison if ingested, causing death if eaten or swallowed on a
failed saving throw versus poison at -4, (or a DC 15 Constitution save, or DC 18
Fortitude save, depending on your system.) It has no poison effect via contact, inhaled
or injury, although it is strongly corrosive against most metals and rocks, causing them
to become brittle and prone to breakage over time (weeks).

If you bathe in the blood (requiring 40 gallons for a medium creature, half that for a
small creature) you are cured of any diseases, any poisons are neutralized, and you
gain 1d12 years of life, as a potion of longevity. After a single bath, the blood is
useless for any other purpose.

There are 2 gallons of blood in @ medium dragon, 10 gallons in a large dragon, and
500 gallons in a huge dragon. Blood sells for the same price it breaks down into if
transmuted into essence, 10 gold pieces per hit die. The Dragon blood is consumed if
the dragon blood is broken down into essence.

BONES

Dragon bones, horns, teeth, and claws, can be used to create staves, wands, rods,
weapons and frinkets. A medium dragon produces 4 bone-units, a large dragon
produces 16 bone-units, and a huge dragon produces 256 bone-units.

Why not include stats for a gargantuan dragon? Because get out of here. If you’re
killing a CR 24 gargantuan dragon, you don’t need to be scavenging it for parts,
leave that for the mortals.

As with other dragon parts, these reduce the cost of enchantment of items by half.

e A wand or trinket (amulet, etc.) or small weapon costs 1 bone unit.
¢ A rod or medium weapon costs 2 bone units.

* A staff or large weapon costs 4 bone units.

* Asingle bone unit can produce 10 arrows or bolts.

The dragon bones are consumed if the dragon bones are broken down into essences.

BRAIN

It is possible to consume a dragon brain to gain great power. It is also possible to die
horribly. Make a saving throw versus poison when eating the brain or regurgitate the
brain, ruining it and losing all benefit. (Constitution DC 10 save for medium, DC 15
save for large, DC 20 save for huge, or DC 10 + Dragon’s hit die Fortitude save).

On a success, violent changes occur inside your body. Make a system shock roll or
die. (Constitution DC 3 for medium, DC 5 for large, or DC 10 for huge, or DC 2 +1/2
dragons hit die Fortitude save). If you live roll 2d8 on the following table:

2 You believe you are the dead dragon. Act accordingly.

3 You gain 1 hit point per hit die permanently.

4 You gain 1 point of Strength and Constitution. This can exceed your normal maximum.
5 You gain the ability to smell gold (As Treasure Finding, once a day)

6 You gain magic/spell resistance of 10% (SR of 5 + Character level, or advantage on all
saves versus spells)



7 You gain 1,000 experience points times your level.

8 Gain 1 point of infelligence and 1 point of wisdom. This can exceed your normal
maximum.

9 Gain 1-4 points of intelligence. This can exceed your normal maximum.

10 Gain 2 points of wisdom. This can exceed your normal maximum.

11 You gain 1d10 x 500 experience points.

12 You gain the ability to cast charm person 3 times a day.

13 You gain 1 point of Dexterity and Constitution. This can exceed your normal maximum.
14 Your eyes glow red, and you gain a 10 foot aura of dragon fear activatable at will.
15 Your skin becomes tough and resilient to damage. Gain a +2 bonus to armor class
(+2 natural armor).

16 Gain immunity to the dragons breath weapon type.

The dragon’s brain is consumed if the dragon’s flesh is broken down into essence.

EYES

The dragons eyes may be swallowed. This follows the same procedure for swallow-
ing the brain above. If successful, the eyes replace (painfully) the eaters natural eyes,
granting them dragon sight. This has several effects.

The eyes bulge unnaturally, extruding from the face. The orbs are the color of the
dragon with vertical pupils. You gain Blindsight out to 15 feet, and darkvision out to
30 feet per size of the dragon, i.e. Medium is 15/30, Large is 30/60, and Huge is
45/90. Also, roll percentiles:
01-10 see into ethereal plane
11-30 see invisibility

31-70 no additional effect
71-90 detect magic

Q1-00 true seeing

The dragon’s eyes are consumed if 4
the dragon’s flesh is broken down
info essence.

GALLSTONES

There is a chance that a dragon
has magical stones in it’s kidneys,
gall bladder, or gut. 1d4+1 stones
may be found. There is a 40%
chance of a medium dragon, an
80% chance for a large dragon,
and a 20% for a huge dragon to
have 2d4+2 (huge dragons
always have 1d4+1 stones). These
are loun stones and their effects
are generated randomly.

The dragon’s stones are consumed ’

if the dragon’s blood is broken
down into essence.




HEART

Eating the heart of a dragon has different effects depending on the size of the
dragon.

Eating the heart of a medium dragon affects the eater as if they were under the
effects of a haste spell. There are two servings of the heart.

Eating the heart of a large dragon affects the eater as if they were under the effects
of a haste spell and a heroism potion (of the appropriate class). There are 4 servings
of the heart.

Eating the heart of a huge dragon affects the eater as if they were under the effects of
a haste spell, a super-heroism potion, and and the spell aid cast by a 15th level
cleric. There are 8 servings of this heart.

In any case a system shock roll (Constitution DC 3 for medium, DC 5 for large, or DC
10 for huge, or DC 2 + 1/2 dragons hit die Fortitude save) must be made after the
effect ends to avoid dying.

The dragon’s heart is consumed if the dragon’s blood is broken down into essence.

TONGUE

A character may sever their own tongue, and attach a dead dragon’s tongue in it’s
place. This process is dangerous due to the bleeding risk, but rarely fatal. The person
attaching the tongue must succeed at a DC 7 Healing check (DC 20 Medicine check,
DC 25 Heal check) on a success, roll on the following table:

1 Saving throw difficulty of your spells increased by 1.

2 Blindsight 10 foot radius.

3 ability to detect poison in a 5 foot radius.

4 verbal charisma based skills (persuasion, charisma, bluff) increased by 2 points.
On a failed healing/medicine check, the attachment was botched, and you speak
with a lisp or slur. This causes you to fail casting spells with a verbal component 1in 5
times (20% spell failure chance).

The dragon’s tongue is consumed if the dragon’s flesh is broken down into essence.
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Do you run a classic style game or a 5th edition game? Were you inter-
ested in the idea of congregations?

Check out On Downtime and Demesnes for costs, prices, time, and
more ideas per page than you can count! OD&D is available for both old
school systems and fifth edition for complete compatibility and easy use!
Check it out at DTRPG:

Basic Version or 5th Edition Version! It’s also available in print and on

Kindle from Amazon!




CRIME

If someone is caught for a crime, consider the judgment. The
judge could be swayed fo reduce the punishmen by spending
money on an attorney or a bribe. The character’s Charisma
also influences the crime roll. However, strong evidence,
provus rminal behaicr and choraer winesos vl
sides. M

o o considering upphcub\e Tociors The
crime roll is a Charisma oll (2d6), and is modified by the
following factors:

* 610+ for evidence (1d10-7)

+ +110+3 for bribes (10 gp, 100 gp, or 1,000 gp)

 Theteis  penlly of o very previouscimecomnitd

« The severily of the c vides a penalty of -1 fo 6

« For every board of mﬂuen(e the player contol the el is
modified by +1 (q v

 Firng legal reprasemafion provides  bonus of 1 unsled)
to+3 (Master skil level); cost should be proportionate fo
the skil level

Fantasy worlds can have drastc diferences in moraliy. The
Dungeon Master will have fo design which categories of crime.
are minor, major, and severe. Reference the following lst of
crimes and defermine the severit of them for the local saciety,
minor, major, or severe

Roll for the result

2- Severe Punishment
35 Punishment
68 Mild Punishment

9-12+ Freed
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RActivities &
Labor

STRANGE PET STORES

Roll Store.
Floating Piranha Shop
Glow Worm Emporium

The Ant Farm
Small but Vicious Chickens
The Gallery of Goo
The Creature Curio Shop
Its “Fur"bidden
Grizzled Unwanted Pets
Not Quite Dead Yel
Abigail’s Balloon Animal Extravaganza

SomNO LAWY —

1 Assoult & Battery 6. Religious Crimes
2. Civil Crimes. L Blasphemy
3. Homicide Il Heresy
I Arson Il Magic Use
i 7. Sexval Crimes
il Manslaughier L Aduliery
4. Lorceny Il Bestality
. Burglary I Incest
Il Bandiiry Piracy IV, Polygamy
lll. Counterfeiting/ V. Rape
Forgery V. Sodomy
IV, Embezzlement
V. Extortion
V. Kidnapping
Vil Fraud
VIl Theft
5. Polifical Crimes
I Briber
Il Destruction of
roperly
Il Impersonafion
V. Incitement to
ioi/Rioling
V. Perjury
VI Sediion
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1. Floating Piranha Shop

Description: A rickety house constructed of splintered boards
and rusted nails. The door is an eye-watering bright orange
and, aside from the giant air balloon, is the newest most intact
thing about the place. Atop the roof is an impossibly strong-
looking chimney that spews hot flames into the air. Tied o the
chimney are thick cables that lead to a huge hot air balloon in
the shape of a green smiling piranha which allows the house fo
float lazily through the skies.

Proprietor: Abbrigard Dole—A sirange-loocking man, almost
more goblin than man with a large hook for a right hand (his
favorite piranha, Malcom, was super hungry, you ses), square,
yellowed buck teeth, and tufty curly, orange hair that forms a
halo around his head. Abbrigard is obsessed with piranhas
and travels the world in his sirange store looking for new
species. He will never sell a piranha if he only has one and
always seeks mating pairs. Abbrigard is a shrewd bidder and
cannot be coerced o intimidated fo lessening the prices for his
beloved fish

Plot Hook/Rumor. Abbrigard has heard rumors of fire-jewel
piranhas spawning in the fiery lake of Gabalgaba and is very
keen on acquiring them. He vl pay 200 gp for each adult and
50 gp for each juvenile. The lake contains 1d8+2 adults and
2d10+10 juveniles. There are other ferrible crectures in the
craggy fissures leading fo the loke the group must confend with

Unique Trinket: Murphy the Piranha Mascot (bobblehead
edifion). This wacky cute bobblehead is a highly sought-afier
collectible. (people LOVE THEM!). Once per day this litle
bauble will allow the holder o falk fo a single piranha so long
as the head is wobbling.
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