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Evil but Desperate
White dragons live in the shadow of the death of their iconic 
patron, the White, slain by the Wizard King before the founding 
of the Dragon Empire. White dragons that are more than 
brutes may live convoluted lives. Of all the evil dragons, whites 
are the most likely to work as mercenaries for anyone sketchy 
or desperate enough to employ them. Occasionally, they’re 
capable of suppressing their evil nature to ingratiate themselves 
into situations that promise more security than the life of an 
undersized dragon that’s unable to stand up for its hoard against 
the bullying of other dragons.

Keepers of the Dead
Two of the white dragon options in this entry belong in 
campaigns that can handle shades of gray. The cenotaph dragon 
and the mausoleum dragon are most easily phrased as enemies 
of the Lich King who nevertheless take up residence within the 
Empire’s graveyards. They enforce proper sacrifices and religious 

observances in areas where priests of the Gods of Light are not 
strong enough to ensure that the Lich King is placated by the 
proper ceremonies and formulas.

These “keepers” start as devout enemies of the Lich 
King. They’re taking advantage of a loophole in the Imperial 
infrastructure to perform a task that many “good” beings find 
distasteful. Meanwhile, in their heart they’re plotting revenge 
upon the Lich King. Performing the ceremonies to the letter of 
the law is ironically a way of keeping that dread lord pacified.

The loyalties and associations of these white dragons can 
become unusually twisted. Are they de facto agents of the 
Emperor? Are they somehow related to the Three? Do they 
have their own strange bands of human followers or do they 
occasionally work side-by-side with followers of the Priestess? 
Are they really entitled to consume the semi-holy by-products 
of the most serious rituals? Are they telling the truth when they 
mark graves as unnecessary or offensive to the Lich King, or is 
that part of their own self-interested plundering? How many 
innocent people have to be consumed before the authorities or 
the adventurers decide that the white dragon gravekeepers are 
no longer the lesser evil? Are they acquiring some connection 
with holy power through the “proper” channels or are they eating 
holy relics they shouldn’t be allowed near? How often does one of 

WHITE DRAGON
People whisper that white dragons are weak, wannabe monsters, 
not true threats. They whisper because people who say these things 
loudly often die of frost and dragon-bites. 

Blizzard
Dragon
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“They can handle cold but they can’t master fear. 
I ran a mission that depended on a white dragon 
delivering a treasure chest to the hellhole south of 
Spider Wood, the one that used to be run by Zhred 
when it had all those burning elf parts. Instead of 
flying into the hellhole, the dragon dropped the 
chest and flew for home. Well, of course we burned 
the beast when we caught it years later, but by 
then that ruined chest had cost me fifty souls.” 

—unnamed hellmouth torturer/
procurement agent

these creatures fall under the power of the Lich King—and if one 
did, would anyone notice?

Given to the Moon
Moon dragons call those white dragons who mourn for the past 
“the old bones.” They call themselves the “light of the future” 
and believe that great deeds could raise one of their kind to the 
level of an icon, replacing the fallen White. If they’re right, the 
future looks like Moonwreck: a frozen impact zone shimmering 
in moonlight.

White Dragon 
Hatchling
Somehow it’s born with the innate ability to consume meals larger 
than its own body in a single sitting. In case you’re wondering, that 
means you.

1st level troop [dragon]
Initiative: +5
Vulnerability: fire

Claws and bite +6 vs. AC (2 attacks)—4 damage
Natural 16+: The hatchling can make an ice breath attack as a 

free action.

[Special trigger] C: Ice breath +6 vs. PD—4 cold damage
Natural odd miss: The hatchling takes 1d3 damage.

Freezing vapors: When the hatchling scores a critical hit, it 
prevents the escalation die from increasing at the start of the 
next round.

Resist cold 12+: When a cold attack targets this creature, the 
attacker must roll a 12+ on the attack roll or the dragon takes 
half damage.

AC	 15
PD	 12		  HP 28
MD	 8

Cenotaph Dragon
In retrospect, the Lich King wishes that the original gravepacts 
had specified that dragons were not proper officiants.

3rd level troop [dragon]
Initiative: +8
Vulnerability: fire

Claws and bite +7 vs. AC (2 attacks)—6 damage
Natural 16+: The cenotaph dragon can make an infused ice 

breath attack as a free action.

[Special trigger] C: Infused ice breath +7 vs. PD (1d3 nearby 
enemies)—6 cold damage
Natural 20: The target also takes 5 ongoing holy damage (in 

addition to double damage for crit).
Natural odd hit or miss: The dragon takes 1d6 damage.

Resist cold and negative energy 12+: When a cold or negative 
energy attack targets this creature, the attacker must roll a 
natural 12+ on the attack roll or it only deals half damage.

AC	 18
PD	 18		  HP 48
MD	 14

Mausoleum Dragon
A larger white dragon that no longer fits in a cenotaph moves 
on to take up residence in a mausoleum. There haven’t been any 
complaints from the previous occupants, so far.

Large 5th level troop [dragon]
Initiative: +9
Vulnerability: fire

Claws and bite +9 vs. AC (2 attacks)—16 damage
Natural 16+: The mausoleum dragon can make an infused ice 

breath attack as a free action.

[Special trigger] C: Infused ice breath +9 vs. PD (1d3 nearby 
enemies)—14 cold damage
Natural even hit: The target also takes 7 ongoing holy damage.
Natural odd hit or miss: The dragon takes 2d6 damage.

Infused blood: When an enemy scores a critical hit against the 
mausoleum dragon, the dragon gains the following ability 
until the end of the battle: When an enemy is engaged with the 
dragon at the start of its turn, it takes 5 holy damage.

Resist cold and negative energy 16+: When a cold or negative 
energy attack targets this creature, the attacker must roll a 
natural 16+ on the attack roll or it only deals half damage.

AC	 20
PD	 20		  HP 140
MD	 16
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Moon Dragon
If this is the true face of the moon, 
pray the sun will remain the 
stronger.

Huge 7th level troop [dragon]
Initiative: +12

Claws and bite +12 vs. AC (2 attacks) 
—40 damage
Natural 16+: The moon dragon 

can make an ice breath attack as 
a free action.

Both attacks miss: If the full moon 
is within seven days, or if the 
battle is in Moonwreck, the moon 
dragon’s next ice breath attack this 
battle will deal double damage.

[Special trigger] C: Ice breath +12 vs. PD (1d3 nearby 
enemies)—32 cold damage

Lunar resonance: A moon dragon gains a +1 bonus to attacks 
when the full moon is within seven days. A moon dragon takes 
a –1 penalty to all defenses and gains vulnerability: fire when 
the new moon is within seven days. For moon dragons in 
Moonwreck, the power of the full moon is always with them, 
so many of them lair there.

Resist cold 18+: When a cold attack targets this creature, the 
attacker must roll a natural 18+ on the attack roll or it only 
deals half damage.

AC	 23
PD	 21		  HP 324
MD	 17

Building Battles
Blizzard dragons sometimes hire themselves out to frost giant 
jarls as muscle against other clans or for attacks against fire giant 
holds in exchange for particularly valuable treasures.

While cenotaph dragons and mausoleum dragons find 
purpose in putting down the undead servants of the Lich King, 
that doesn’t mean that the PCs might not get caught up in a 
cleansing effort while fighting such creatures in a graveyard or 
old battlefield. Some isolated dwarven clans also work with those 
dragons to maintain the rites and protections upon the crypts of 
their ancestors in the deep mountains, making sure the spirits 
remain at peace. They will be very suspicious of any adventurers 
snooping around.

During harvest moons, moon dragons become infused with 
power and are more aggressive. During lunar eclipses, they either 
hide away in agony, or are overcome by short-term insanity, 
attacking anyone or anything that comes near their territory. 
Moon dragons will work with any creature they believe can 
further their goals and are often encountered with other moon-
fixated beings such as lycanthropes, members of the Elven Court, 
and lunatics.

Blizzard Dragon
When ice falls from the sky and you hear the distant beating of 
wings somewhere above, you really need to search for cover now.

Large 6th level wrecker [dragon]
Initiative: +10
Vulnerability: fire

Claws and bite +10 vs. AC (2 attacks)—18 damage
Natural 16+: The blizzard dragon can make a blizzard breath 

attack as a free action.

[Special trigger] C: Blizzard breath +10 vs. PD (each nearby 
creature)—20 cold damage, and 5 ongoing cold damage
Natural 18+: The target takes 10 ongoing cold damage instead of 5.
Natural odd hit or miss: The dragon takes 2d6 damage.

Continuous breath: A blizzard dragon can use blizzard breath as 
its standard action during the round after it uses the breath as 
a free action. Blizzard breath doesn’t deal miss damage to the 
dragon when used as a standard action.

Resist cold 14+: When a cold attack targets this creature, the 
attacker must roll a natural 14+ on the attack roll or it only 
deals half damage.

Wreathed in snow and cold: When an enemy is engaged with the 
blizzard dragon at the start of its turn, it takes 5 cold damage.

AC	 22
PD	 19		  HP 175
MD	 15

“Their slide is irreversible. Give them four more 
ages and they will no longer remember that they 
were dragons.” 

—Yorlon Elumaneth, high elf sage

Lunar Cycle
Don’t know what phase the moon is in? Roll a d4. 1: 
It’s within seven days of a full moon; 2–3: It’s not near 
a full moon or new moon; 4: It’s within seven days of a 
new moon.
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White Dragons  
and the Icons
As noted, all but the most heroic icons might make occasional 
use of a white dragon’s abilities.

Archmage: If moon dragons leave Moonwreck, the Archmage 
expects his followers to be able to handle them. But Moonwreck 
itself is a no-fly zone for most mainstream wizards, so there 
may be opportunities for adventurers who aren’t afraid of a bit 
of chaotic turbulence.

Great Gold Wyrm: An evil dragon is an evil dragon. What part 
of evil dragon are you failing to slay?

Orc Lord: Black dragons occasionally work with orcs from a 
position of power, turning the orcs toward the Three. White 
dragons have no such leverage.

Priestess: Cenotaph dragons and mausoleum dragons aren’t 
welcome at the Cathedral, but the Empire’s graveyards are a gray 
zone that the Priestess can’t entirely control. There may be voices 
in her soul that counsel patience, and that the white dragons 
might learn more than they expect by ingesting holy relics.

Adventure Hooks
White dragons make great filler villains, working at least temporarily 
for most any evil master, or perhaps two or three at a time.

Grave Questions—Look at the list of questions that ended the 
Keepers of the Dead section above. Every question could turn 
into an adventure.

Premature Hatchery—The PCs are tipped off to a ship that’s 
carrying illegal evil artifacts toward Shadow Port. When the 
hunt is over and the PCs catch the smugglers, the contraband 
hatches: a large clutch of white dragon eggs. And those 
hatchlings are hungry!

Winter is Walking—A Koru behemoth seems unperturbed by 
the blizzards rolling off its back to cover the lands its passes 
through. A pair of blizzard dragons aren’t disturbing the 
behemoth, but the sudden winter they bring and their raids 
for food and treasure require a response. If the PCs appreciate 
the cold and want to parley, cue an intervention led by forces 
of the High Druid.
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