
Draconian 
 
 

Dragonborn 
In an attempt to prevent metallic dragons from entering the War of the Lance, Takhisis ordered her 
chromatic dragons to steal the good dragon’s eggs with the promise to return them once the war 
ended. Hiding the eggs away in the mountain range known as The Lords of Doom, three of her 
followers enacted the strange and profane rituals that corrupted the unborn dragons and produced 
the first draconians.  
 

Tooth and Claw 
Originally intended as disposable shock troops, the dragonarmies, as well as their enemies, soon 
discovered just how effective this new breed of warrior could be. After the war, it was assumed that 
the draconians would eventually die off, but they surprised the world once again at their ability to 
adapt and survive.  
 
Across Ansalon, draconians began to band together serving as mercenary armies for warlords, 
powerful kingdoms, and even dragons. These bands of draconians could be found throughout 
Ansalon, time and again proving their value and effectiveness on and off the battlefield. 
 
Deep inside the caverns of Thorbardin, one such band discovered a hidden clutch of dragon eggs 
rumored to contain female draconians. With this new discovery, the draconians’ decades long 
struggle for survival had finally become much easier.  
 

Homeland 
Now with the ability to reproduce naturally, all that was left to ensure their survival was to find a 
relatively safe place to form a society of their own. Traveling east, the draconians eventually 
established the city-state of Teyr, once again proving to the other races that they were more than the 
mindless brutes they were once thought to be. Today, draconians no longer simply survive but thrive 
within the relative safety of their walled city.  
 

Draconian Racial Traits 
Your draconic heritage manifests itself in a variety of traits you share with other draconians. 
 
Ability Score Increase.  Your strength score increases by 2. 
 
Age.  Due to the fact that they are a young race, no one actually knows how long a draconian’s lifespan 
is. It is currently assumed that they take after their dragon patrons and live for hundreds, if not, 
thousands of years. What is known is that a young draconian reaches maturity around age 30. 
 
Speed.  Your walking land speed is 30 feet. 
 
Darkvision.  You can see in dim light up to 60 feet as though it were bright light, and in darkness as 
though it were dim light. 
 
Dragon Wings.  Except for auraks, all draconians have a set of leathery wings that allow them to glide. 
You are able to move up to four times the distance you fall, and you do not take damage from falling 
from any distance so long as you have room to spread your wings. Also, you may use your wings to 
move up to double your normal increase in speed when you take the dash action. 
 
Death Throes.  Draconians are deadly foes even after they die and have a variety of death throes 
depending upon their draconic heritage. In every case, the DC to save against your death throe is 8 + 
your proficiency bonus + your Constitution modifier. 
 
Languages.  You can speak, read, and write Common and Draconic, the language of dragons. 
 



 
Aurak Draconians 
Aurak draconians are the least common and most unpredictable draconians. You are more intelligent 
than the rest of your kin. Auraks most often become sorcerers and, occasionally, wizards. 
 
Ability Score Increase.  Your intelligence score increases by 1. 
 
Size.  Aurak draconians range from 6 ½ to 7 feet tall and weigh around 300 pounds. 
 
Gold Dragon Heritage.  You have resistance against fire damage. 
 
Breath Weapon.  As an action, you can breathe forth a 15 foot cone of poisonous gas. Any creature 
caught in the blast must succeed a Constitution saving throw or take 2d6 points of acid damage and 
be blinded for 1d4 rounds. A successful save means the target takes only half damage and avoids 
becoming blind. 
 
Death Throe.  When you die, you explode in a ball of magical energy, causing 3d6 points of fire 
damage to all creatures within 10 feet of you. A successful dexterity save reduces that damage by half. 
 
Draconic Magic.  As an action, you can cast the cantrip eldritch blast . You can cast the disguise self  spell 
once per long rest. At 5th level, you may cast this spell twice between long rests. At 9th level, you may 
use this feature three times between long rests. At 13th level, you gain the ability to cast the dimension 
door  spell once between long rests. Charisma is your spellcasting ability for these spells. 
 
Wingless.  As an aurak you do not gain the “Dragon Wings” feature. 
 
 
Baaz Draconians 
As a baaz draconian you were bred to be a tough soldier. Baaz draconians most often become fighters 
or barbarians. 
 
Ability Score Increase.  Your constitution score increases by 1.  
 
Size.  Baaz draconians range between 5 ½ and 6 feet tall, and weigh an average of 220 pounds. Your 
size is medium. 
 
Brass Dragon Heritage.  You are resistant to fire damage. 
 
Death Throe.  When you die, your body turns to stone, trapping the piercing or slashing weapon that 
killed you. Your body turns to dust after 1d4 rounds. Creatures that successfully make a dexterity 
saving throw avoid getting their blades stuck. 
 
Human Guise.  You have proficiency in the Charisma (Deception) skill. When you disguise yourself so 
as to pass for human, you may apply double your proficiency bonus to the charisma (deception) 
check. 
 
 
Bozak Draconians 
As a bozak draconian you have an affinity for casting spells and are a natural leader on the battlefield. 
Bozaks often become sorcerers, fighters, or a combination thereof. 
 
Ability Score Increase.  Your charisma score increases by 1. 
 
Size.  Bozak draconians average around 6 feet tall and 250 pounds. Your size is medium. 
 



Bronze Dragon Heritage.  You are resistant to lightning damage. 
 
Death Throe.  When you die, your flesh crumbles from your body exposing your skeleton. Your bones 
immediately explode causing 1d6 points of fire damage to all creatures within 10 feet of you. A 
successful dexterity saving throw reduces the damage taken by half. 
 
Natural Spellcaster.  You know the shocking grasp  cantrip and can cast magic missile  once per long rest as 
a first level spell. Once you reach 3rd level, you can also cast the web  spell once per long rest as a 
second level spell. Charisma is your is your spellcasting ability for these spells. 
 
 
Flame Draconian 
As a flame draconian, you are often volatile and explosive. Flame draconians make excellent 
barbarians and rangers. 
 
Ability Score Increase.  Your strength score increases by 1. 
 
Size.  Flame draconians average 6 ½ to 7 feet tall and weigh approximately 300 pounds. 
 
Breath Weapon.  You can breathe forth a 15 foot cone of fire. Creatures caught in the blast take 2d6 
points of fire damage. A successful dexterity saving throw means they only take half of that. The DC 
for this saving throw equals 8 + your constitution bonus + your proficiency bonus. The damage 
increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th level. After you use your breath 
weapon, you can’t use it again until you complete a short or long rest. 
 
Red Dragon Heritage.  You have resistance to fire damage. 
 
Death Throe.  When a flame draconian dies, it explodes in a ball of fire that causes 3d6 points of fire 
damage to all creatures within 5 feet. If the affected creatures make a successful dexterity saving 
throw, this damage is reduced by half. 
 
 

Frost Draconian 
Frost draconians were put to work in mines, doing heavy labor and other menial jobs. They most 
often become fighters and barbarians. 
 
Ability Score Increase.  Your constitution score increases by 1. 
 
Size.  Frost draconians range from 5 ½ to 6 feet in height and weigh around 225 pounds. 
 
White Dragon Heritage.  You have resistance to cold damage. 
 
Death Throe.  When you die, your body immediately freezes and explodes sending shards of ice in 
every direction, inflicting 1d6 points of damage to each creature within 5 feet of you. A successful 
dexterity saving throw reduces this damage by half. 
 
Keen Senses.  Frost draconians have survived by paying close attention to their environment. You gain 
proficiency in the perception skill. 
 
 
Kapak Draconian 
As a kapak draconian you are the most stealthy and sneaky of your dragonborn kin. Kapaks make 
excellent rogues and assassins. 
 
Ability Score Increase.  Your dexterity score increases by 1. 
 
Size.  Kapaks range from 5 ½ to 6 feet tall and weigh around 190 pounds. 



 
Copper Dragon Heritage.  You have resistance to acid damage. 
 
Death Throe.  When you die, your body dissolves into a pool of acid that spreads out affecting all 
creatures within 5 feet of you. Anyone caught in the pool must make a dexterity saving throw or take 
1d6 points of acid damage. A successful save reduces this damage by half. 
 
Poisonous Saliva.  Glands in your throat excrete a toxic venom. Once, as a bonus action, you may lick 
your bladed weapon, coating it with the poison. The next time you score a hit with that weapon your 
target must make a constitution saving throw or be paralyzed for 1d4 rounds. The Dc for this save is 8 
+ your proficiency bonus + your constitution modifier. Once you score a hit, the venom is removed 
from the blade, and you can’t use this ability again until you take a long or short rest. 
 
 
Lightning Draconian 
Lightning draconians seek to atone for the evil ways of their blue dragon patrons. They make 
excellent paladins and virtuous fighters. 
 
Ability Score Increase.  Your charisma score increases by 1. 
 
Size.  Lightning draconians average around 8 feet in height and 300 pounds. Your size is large. You 
add one additional die of the appropriate type to the damage roll when you make a melee weapon 
attack. 
 
Blue Dragon Heritage.  You have resistance to lightning damage. 
 
Death Throe.  When you die, your body explodes into a massive lightning charge that has the same 
effect as a 6th level chain lightning spell which starts with the creature delivering the fatal attack. 
 
Naturally Magical.  You know the shocking grasp  cantrip using charisma as your spellcasting ability. You 
also have the divine sense paladin ability. At 6th level you radiate an aura of protection as a paladin.  
 
 
Sivak Draconian 
As a sivak draconian you were bred to be a spy and infiltrator, as well as a commander on the 
battlefield. Sivaks are often fighters or rangers.  
 
Ability Score Increase.  Your charisma score increases by 1. 
 
Size.  Sivaks average 8 ½ to 9 feet tall and weigh almost 300 pounds. Your size is large. You add one 
additional die of the appropriate type to all melee weapon attacks. 
 
Silver Dragon Heritage.  You have resistance against cold damage.  
 
Death Throe.  When you die, if the creature that killed you was a humanoid of large size or smaller, 
your body changes to exactly resemble that creature. If the creature that killed you was of a size 
greater than large or not a humanoid, then your body bursts into flame, causing 2d6 fire damage to 
all creatures within 5 feet of you. Creatures can attempt a dexterity saving throw for half damage. 
 
Shapeshifter.  When you kill a humanoid creature of large size or smaller, you may assume the 
appearance of that creature as your action on your next turn. This effect acts exactly like the spell 
disguise self . Once you use this ability, you may not use it again until you have killed another creature 
and have completed a long rest. 
 
 
Vapor Draconian 



Vapor draconians have a strong affinity for nature and often make their homes in forests. Vapor 
draconians often choose to become druids, clerics of nature deities, or monks. 
 
Ability Score Increase.  Your wisdom score increases by 1. 
 
Size.  Vapor draconians average 6 to 6 ½ feet tall and weigh around 240 pounds. 
 
Death Throe.  When you die, your flesh dissolves and releases a cloud of noxious vapor that envelops 
all creatures in a 5 foot of you. Affected creatures take 1d6 points of poison damage. A successful 
dexterity saving throw reduces this damage by half. 
 
Green Dragon Heritage.  You have resistance to poison damage. 
 
Nature Affinity.  You know the poison spray  cantrip and can cast entangle  once per long rest. Once you 
reach 3rd level, you can cast prayer of healing  once per long rest as a 2nd level spell. Charisma is your 
spellcasting ability. 
 
 

Venom Draconian 
Naturally stealthy, venom draconians are able to slip in and out of most places without being seen. 
They make excellent rogues and spies. 
 
Ability Score Increase.  Your dexterity score increases by 1. 
 
Size.  Venom draconians average around 5 ½ feet tall and weigh approximately 190 pounds. 
 
Black Dragon Heritage.  You have resistance against acid damage. 
 
Death Throe.  When you die, your body melts into a pool of acid. All creatures within 5 feet of you 
must make a dexterity saving throw or take 1d6 points of damage, half on a successful save. 
 
Acidic Bite.  As an action you can choose to bite one target on your turn. The bite does 1d4 points of 
piercing damage, plus 1d6 points of acid damage. The damage increases to 2d6 at 6th level, 3d6 at 
11th level, and 4d6 at 16th level. After you use this feature, you can’t use it again until you complete a 
short or long rest. 


