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Aleksandyr

Savior of Humanity

“Oh Humanity, wretched Humanity, Humanity for-

lorn! Oh Humanity rejoice! Saved by grace, saved by 

pity, saved and yet undeservingly loved. In spite of thy 

wretched self thou were saved from thy shackles. A debt 

which can never repaid in full lieth upon us all. So purge 

thyself of thy hubris! Cast thy wretched self aside and be 

born anew. Be worthy of salvation given to thee, so that 

one day the Brillaint One shall saveth you once again! 

Aleksandyr be pleased, Aleksandyr be praised, forever-

more!” - From the Gospel of Aleksandyr

Altland, the continent of unbound 
potential, was sort to be claimed by 
the progenitors of an ancient hu-
manity. What hope did this young 
race that had barely strayed from 
the cradle have when faced with the 
might of dragons? None knew from 
where they came, their true origins 

lost to the annals of history and myth. 
But their arrival meant the complete 

subjugating of Altland and human-
ity. For centuries, if not millennia, 
the Dragons ruled over the land 
uncontested as true masters of 
all, bowing only to the strongest 
among them, the Dragon Gods.

The Dragons were creatures 
of many forms and shapes, each 

with their own mantras of beau-
ty and wretchedness. The Dragon 

Gods were no different when each 
claimed a piece of Altland and twisted 

t h e land into a domain of their desire. And in 
each domain, humanity would be ruled by tyran-

ny and cruelty. Yet, among these cruel Gods, one 
looked at the subjugated race with pity. His actions; 
according to what is written in the Aleksandryan 
Gospel, would lead to humanity’s freedom and the 
fall of the Dragon Gods.

Description

Aleksandyr is said to be a brilliant, shining drag-
on covered in golden scales. Four wings adorned 
with bright, elegant feathers frame his back, and a 
proud, regal mane befitting his status surrounds a 
head crowned with powerful horns His breath is 
radiant lightning, banishing the darkest night and 
summoning warmth like the sun. Depictions of him 
that show his fiercer aspects always display his mas-
tery of lightning to smite evil.

Aleksandyr is commonly portrayed as a stern yet 
loving parental figure. Though various aspects of 
his actions have been depicted across history, from 
a benevolent deity known for mercy, to a righteous, 
bloody savior waging war against evil, many choose 
to show his more protective nature, such a church 
painting showing Aleksandyr using his wings to 
shelter humanity from the other tyrannic dragons. 

In many places of worship, Aleksandyr is shown in 
the pose of Aleksandryan prayer, both arms crossed, 
each palm resting on the chest. 
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Worship

While his true role in history is a matter of debate, 
Aleksandyr’s existence is an accepted fact among 
historians. The Aleksandryan clergy itself began as 
a humble cult, no different from the other religions 
that emerged once the Dragon Gods were van-
quished. But many held wounds too deep and fresh 
to worship a visage of their former tyrants. Thus 
even in its infancy the Aleksandryian faith was per-
secuted and shunned wherever it went. 

But memories fade with the passage of time as the 
Dragon Gods and their bloody age became ancient 
history. And yet the tale of the one dragon that 
stood with mankind and freed them continued to be 
passed down across the centuries, slowly captivating 
the hearts of the people.

As time moved ever forward the yoke of tyranny 
continued to rise and fall. Those who felt the weight 
of subjugation readily accepted a savior figure such 
as Aleksandyr, and in time the faith was given new 
life and acceptance by the downtrodden. This ulti-
mately led to the establishment of the Aleksandryan 
Church, a popular yet controversial faith in many 
parts of Altland. 

Aleksandryan faith itself dictates that humanity’s 
plights stem from their own hubris and the folly of 
mankind believing their race untouchable. It made 
them blind to the Dragon Gods, and was the root 
cause for the wars that were to follow. All sin comes 
from this hubris. Aleksandyr was the unworthy hu-
manity’s savior, and though they did not deserve sal-
vation he saw their potential. Thus one must repay 
Aleksandyr’s deed through humility and worship.

Some worshippers might go to the extreme of 
seeing themselves and others as impure creatures 
that face a constant uphill battle against their lesser 
impulses. It is something which must be corrected 
wherever they are found by those who follow the 
faith. A pious belief, yet the Aleksandryan Church is 
also known to be charitable and active within their 
local communities. Many houses of healing and or-
phanages are run in the name of Aleksandyr, pro-
viding its followers security and making the faith 
appealing for those in the lower parts of society.

One point of contention of the Aleksandyran faith 
is its refusal to acknowledging other faiths. Accord-
ing to the teachings of the church summarized in 
the Aleksandryan Gospel, the old gods of humani-
ty abandoned them in their time of need when the 
Dragons arrived and thus are not worthy of wor-
ship. 

Lore

A character may know the following information 
with a successful History or Religion check.

DC 10. According to legend, Aleksandyr is one of 
the Dragon Gods of old who fought against his own 
kin for the sake of humanity.

DC 12. The Aleksandryan church worships Alek-
sandyr as a God and the Savior of Humanity whose 
actions were told to be pivotal in defeating the 
Dragon Gods.

DC 15. After the fall of the Dragon Gods, Aleksan-
dyr vanished from the world entirely. Leading theo-
ries suggest that Aleksandyr exiled himself to avoid 
the rage of mankind or that he knew they could 
not flourish while he remained. The Aleksandryan 
Church speaks of Aleksandyr and his ascension to 
the aether, and how those proven worthy will be 
saved at rest by his side after death.

DC 18. During the ancient reign of Dragons, Alek-
sandyr held vast territories and ruled over the conti-
nent alongside his kin. As the atrocities of the Drag-
on Gods are well documented, the absence of any 
cruel deeds performed by Aleksandyr in recorded 
history gives credence to the teachings of the Alek-
sandryan Church - that Aleksandyr may have been 
sympathetic to humanity. On the other hand, doc-
umentation of many of Aleksandyr’s conquests of 
his kin do exist, wich Aleksandyr’s army composing 
of human subjects. Whether Aleksandyr was truly 
sympathetic toward humanity, or merely saw them 
as a means to expand his own power among his kin 
remains a point of contention for historians to this 
day.

DC 20. When Aleksandyr left the stage of this 
world, he did not do so before leaving something 
behind. Individuals exist among humanity who car-
ry Aleksandyr’s blood. Their divine heritage shows 
through with brilliant eyes and a presence of great 
magnitude. To the Aleksandryan Church, these in-
dividuals are living saints and proof of Aleksandyr’s 
divinity enduring to this day. Scholars have long 
since become aware of the adaptability of draconic 
blood, finding other lineages with draconic heritage 
throughout history. What differentiates the carriers 
of Aleksandyr’s legacy is their reclusiveness. Their 
lineage is one of divinity and seclusion, not giving 
up their family secrets readily, thus the question re-
mains: What relationship did they have with Alek-
sandyr. Did Aleksandyr sire children with humans 
before leaving, or was this divine family elevated by 
him for being his most trusted subjects? 
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Aspect of Aleksandyr

When the true worshippers of Aleksandyr are in 
peril, when their prayers form a pleading chorus, it 
is said that Aleksandyr shall answer his faithful and 
arrive to preserve mankind once more. An aspect of 
Aleksandyr is a manifestation of Aleksandyr’s will. 
It carries a fraction of his might but will nonethe-
less be a formidable protector. There has been no 
recording of an Aspect of Aleksandyr manifesting 
within history, though the Aleksandryan Gospel de-
scribes it in length.

My use of the term ‘humanity’
Aleksandyr is not a protective deity of the race of 
“humans” exclusively. Anytime I use the term human-
ity in my works understand that I use this term to re-
fer to all humanoid races, instead of only humans.

Aspect of Aleksandyr

Gargantuan Celestial

—
Armor Class 18 (natural armor)
Hit Points 248 (16d20 + 80)
Speed 40 ft., flying 80 ft.

—
STR DEX CON INT WIS CHA

24 (+7) 16 (+3) 20 (+5) 16 (+3) 19 (+4) 22 (+6)

—Proficiency +6
Saving Throws Dex +9, Con +11, Wis +10, Cha +12
Skills Insight +10, Perception +10, Religion +9
Damage Resistances lightning, radiant; bludgeoning, 
piercing, and slashing from nonmagical attacks

Damage Immunities poison
Condition Immunities charmed, exhaustion, frightened 
poisoned, unconcious

Senses blindsight 60 ft., truesight 120 ft., passive Perception 
20

Languages Any, Telepathy 120 ft.
Challenge 18 (20,000 XP)

—
Brilliant Body. The Aspect of Aleksandyr emanates bright light in 
a 60 ft. radius and dim light in an additional 60 feet.

Divine Resilience. The Aspect of Aleksandyr has advantage on 
saving throws against spells and magical effects and gains 30 
temporary hit points at the beginning of its turn.

Legendary Resistance (3/Day). If the Aspect of Aleksandyr fails 
a saving throw, it can choose to succeed instead.

Magic Weapons. The Aspect’s weapons are magical.

Symbol of Hope. Any allied creature within 120 ft. of the 
Aspect that can see it has advantage on saving throws against 
being charmed and feared. Additionally any creature that is 
feared repeats the saving throw against the condition at the 
end of its turn (unless it already does so), using the same DC 
of the original effect.

Wings of Protection. Any creature that starts its turn within 
30 ft. of the Aspect and is dying stabilizes. Additionally attacks 
targeting creatures that prone and unconscious due to dying 
within 30 ft. of the Aspect cannot be made with advantage 
and are made with disadvantage instead.

Actions

Multiattack. The Aspect makes three attacks; two with its 
claws and one with its bite. Alternatively the Aspect fires 
three Divine Bolts.

Claws. Melee Weapon Attack: +13 to hit, reach 5 ft., one 
target. Hit: 14 (2d6+7) slashing damage.

Bite. Melee Weapon Attack: +13 to hit, reach 5 ft., one target. 
Hit: 20 (3d8+7) piercing damage plus 9 (2d8) lightning and 9 
(2d8) radiant damage.

Divine Bolt. Ranged Spell Attack: +12 to hit, range 60 ft., one 
target. Hit: 7 (2d6) lightning and 7 (2d6) radiant damage.

Brilliant Lightning Breath (Recharge 5-6). The Aspect 
breathes brilliant lightning in a 60 ft. cone, any magical 
darkness in the area is dispelled. Each creature in the area of 
the Aspect’s choice must make a DC 19 Dexterity saving throw, 
taking 45 (10d8) lightning and 45 (10d8) radiant damage on a 
failed save and half as much on a successful one.

Light of Mercy. The Aspect releases a soothing light, 
emenating in a 40 ft. radius centered on itself. Each creature 
the light reaches gains 10 temporary hit points which fade at 
the beginning of the Aspect’s next turn.

Great Sacrifice. The Aspect releases a life-giving pulse in 
a 60 ft. radius centered on itself. Each creature in the area 
of the Aspect’s choice that died within the last 10 minutes is 
restored to life at 1 hit point. The Aspect is then destroyed.

Legendary Actions

The Aspect of Aleksandyr can take 3 legendary actions, 
choosing from the options below. Only one legendary 
action can be used at a time and only at the end of another 
creature’s turn. The Aspect of Aleksandyr regains spent 
legendary actions at the start of its turn.

Detect. The Aspect makes a Wisdom (Perception) check. 
Divine Bolt. The Aspect attacks with its Divine Bolt. 
Bringer of Mercy (2 Actions). The Aspect moves up to 
its speed or flies up to half of its flying speed, and uses 
Light of Mercy. 
Smiting Bite (3 Actions). The Aspect makes one bite attack. 
If the attack hits a hostile creature, a creature within 60 ft. of 
the Aspect regains 20 (4d6+6) hit points.
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Angel of Aleksandyr

Aleksandyr was not alone in his defiance against 
his vile brethren. Under his banner was the armada 
of dragons that followed in his draconic flight. Each 
of these lesser dragons are often share parts of his 
image, though none compare to Aleksandyr’s might 
and splendor. After the defeat of the Dragon Gods 
these Dragons would follow their master into the 
ether. Now they serve as Aleksandyr’s divine war-
riors, stewards, and vessels of his divine powers, all 
in the name of humanities protection. Those who 
have proven themselves true worshippers of Alek-
sandyr can call upon these manifestations within the 
material realm to help them on their righteous task.

Chosen of Aleksandyr

Few mortals prove themselves to be an exemplar 
of Aleksandyr’s teachings, though only Aleksandyr 
himself can truly judge the might of a follower’s 
heart to encompass his will.

Those who are worthy are destined to perform 
great deeds in the name of Aleksandyr, and are 
pleased with the title of chosen. The chosen of 
Aleksandyr each carry a shard of Aleksandyrs pow-
er within their soul, allowing them a fraction of his 
will and the ability to act independently from Alek-
sandyr, a great show of trust that his chosen will 
perform as he pleases under their own will.

Angel of Aleksandyr

Huge Celestial

—
Armor Class 17 (natural armor)
Hit Points 133 (14d12 + 42)
Speed 30 ft., flying 60 ft.

—
STR DEX CON INT WIS CHA

22 (+6) 18 (+4) 17 (+3) 13 (+1) 15 (+2) 18 (+4)

—Proficiency +4
Skills Insight +6, Perception +6, Religion +5
Damage Resistances lightning, radiant; bludgeoning, 
piercing, and slashing from nonmagical attacks

Damage Immunities poison
Condition Immunities exhaustion, poisoned, unconcious
Senses truesight 60 ft., passive Perception 16
Languages Common, Celestial, Draconic, Telepathy 60 ft.
Challenge 9 (5,000 XP)

—
Brilliant Body. The Angel of Aleksandyr emanates bright light 
in a 20 ft. radius and dim light in an additional 20 feet. The 
Angel can supress and activate this effect during its turn with a 
bonus action.

Divine Resilience. The Angel of Aleksandyr has advantage on 
saving throws against spells and magical effects and gains 10 
temporary hit points at the beginning of its turn.

Actions

Multiattack. The Angel makes three attacks; two with its 
claws and one with its bite.

Claws. Melee Weapon Attack: +10 to hit, reach 5 ft., one 
target. Hit: 13 (2d6+6) slashing damage.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. 
Hit: 15 (2d8+6) piercing damage plus 4 (1d8) lightning and 4 
(1d8) radiant damage.

Divine Breath (Recharge 5-6). The Angel uses one of the 
following breaths:

Fierce. Angel breathes divine lightning in a 60 ft. line that 
is 5 ft. wide. Each creature within the line must make a DC 
15 Dexterity saving throw, taking 22 (5d8) lightning and 22 
(5d8) radiant damage, or half as much on a successful one.

Mercy. Angel breathes a wave of divine light in a 30 ft. 
cone. Each allied creature touched by the light gains 20 
temporary hit points which fade at the beginning of the 
Angel’s next turn.

Chosen of Aleksandyr

Medium Humanoid

—
Armor Class 18 (beastplate & shield)
Hit Points 60 (8d8 + 24)
Speed 30 ft.

—
STR DEX CON INT WIS CHA

17 (+3) 14 (+2) 16 (+3) 10 (0) 12 (+1) 16 (+3)

—Proficiency +3
Skills Perception +4, Persuasion +5
Senses passive Perception 14
Languages Common, Draconic
Challenge 4 (1,100 XP)

—
Inspiring Presence. As long as the chosen is not frightened, 
each allied creature within 20 ft. of the chosen that can see them 
has advantage on saving throws against being frightened.

Actions
Multiattack. The chosen makes two attacks, only one of which 
can be a Divine Bolt.

Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 7 (1d8+3) slashing damage, or 8 (1d10+3) slashing 
damage if wielded two-handed, plus 4 (1d8) radiant damage

Divine Bolt. Ranged Spell Attack: +6 to hit, range 60 ft., one 
target. Hit: 4 (1d8) lightning and 4 (1d8) radiant damage.

Saving Touch. The chosen touches a creature in range and the 
creature regains 10 (2d6+3) hit points. Once a creature gained 
hit points this way it can’t benefit from the chosen’s saving touch 
for 24 hours.

Brilliant Wings (Recharge 5-6). The chosen spreads two pairs 
of spectral wings and each creature within 10 ft. of themselves 
gains 10 temporary hit points which fade at the beginning of the 
chosen’s next turn. Any dying creature of the chosen’s choice 
within the area stabilizes. Additionally, the chosen gains a flying 
speed of 40 ft. until the end of their next turn.

Spellcasting. The chosen casts one of the following spells, using 
Charisma as the spellcasting ability (Spell save DC 13) without 
needing material components:
At will: light, spare the dying, thaumaturgy
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Brilliant Dragons

Aleksandyr’s Flight

Majestic, proud, and steadfast - these were the 
qualities Aleksandyr desired for his own draconic 
flight which he created from his essence upon his 
arrival in the realm of Altland. Through his dracon-
ic flight, Aleksandyr sought to govern his dominion 
and would eventually command them as one in the 
historic war with his despotic kin. Once the dust set-
tled, Aleksandyr left the mortal world, relinquishing 
it back to humanity, and legions of his brood fol-
lowed in his wake. However, few of his offspring 
made the decision to remain. The people of Altland 
referred to these creatures as brilliant dragons.

A brilliant dragon’s head is crowned with a pair 
of curled horns that sweep back, similar to rams. 
A magnificent mane frames its noble face and ex-
tends down its spine, all the way down to its tail. 
But a brilliant dragon’s most recognizable feature 

are the radiant wings that were passed down from 
their progenitor, Aleksandyr.

As their forefather, Brilliant Dragon’s possess a 
strong sense of compassion and justice. When Al-
eksandyr elected to leave the world, it was that very 
trait that barred them from leaving. After all, hu-
manity had to suffer greatly at the hands of drag-
ons; therefore, it was only just that mankind should 
be aided to regain their rightful place as leaders of 
Altland. Thus they remained, vowing to become 
humanity’s unseen protectors and guides. Using 
their innate magic, most Brilliant Dragons elect to 
live unseen among the people of altland, assuming 
positions in which they can further aid mankind’s 
progress and growth.

Artwork by Daniele Amendola
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Brilliant Dragon Wyrmling

Medium Dragon

—
Armor Class 16 (natural armor)
Hit Points 58 (9d8 + 18)
Speed 30 ft., flying 60 ft.

—
STR DEX CON INT WIS CHA

16 (+3) 14 (+2) 14 (+2) 11 (0) 14 (+2) 15 (+2)

—Proficiency +2
Skills Insight +4, Perception +4
Damage Immunities lightning, radiant
Senses blindsight 10 ft., darkvision 60 ft.,  passive Perception 
14

Languages Draconic
Challenge 3 (700 XP)

—
Brilliant Body. The dragon emanates bright light in a 10 ft. radius 
and dim light in an additional 10 feet. The dragon can supress and 
activate this effect during its turn with a bonus action.

Actions

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 
Hit: 7 (1d8+3) piercing damage plus 3 (1d6) lightning and 3 
(1d6) radiant damage.

Brilliant Breath (Recharge 5-6). The dragon breathes 
radiant lightning in a 30 ft. line that is 5 ft. wide. Each creature 
within the line must make a DC 12 Dexterity saving throw, 
taking 9 (2d8) lightning and 9 (2d8) radiant damage, or half as 
much on a successful one. 
Additionally, any creature that fails its saving throw is cowled 
in a brilliant light until the end of its next turn. A creature 
cowled in brilliant light emenates bright light in a 5 ft. radius, 
has disadvantage on Stealth checks to hide, and can’t benefit 
from being invisible.

Brilliant Dragon Welp

Small Dragon

—
Armor Class 13 (natural armor)
Hit Points 9 (2d6 + 2)
Speed 20 ft., flying 30 ft.

—
STR DEX CON INT WIS CHA
7 (-2) 14 (+2) 12 (+1) 7 (-2) 13 (+1) 12 (+1)

—Proficiency +2
Skills Insight +3, Perception +3
Damage Resistances lightning, radiant
Senses darkvision 60 ft.,  passive Perception 13
Languages understands Draconic but can’t speak
Challenge 1/2 (100 XP)

—
Brilliant Body. The dragon emanates bright light in a 10 ft. radius 
and dim light in an additional 10 feet. The dragon can supress and 
activate this effect during its turn with a bonus action.

Actions

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 5 (1d6+2) piercing damage.

Brilliant Huff. The welp exhales a spark of radiant lightning 
targeting a creature within 10 ft. of itself. The creature 
must succeed a DC 11 Dexterity saving throw or take 3 (1d6) 
lightning and 3 (1d6) radiant damage.

Artwork by Daniele Amendola
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Young Brilliant Dragon

Large Dragon

—
Armor Class 17 (natural armor)
Hit Points 136 (16d10 + 48)
Speed 40 ft., flying 80 ft.

—
STR DEX CON INT WIS CHA

20 (+5) 13 (+1) 17 (+3) 13 (+1) 16 (+3) 18 (+4)

—Proficiency +3
Skills Insight +6, Perception +6
Damage Immunities lightning, radiant
Senses blindsight 30 ft., darkvision 120 ft.,  passive Perception 
16

Languages Common, Draconic
Challenge 8 (3,900 XP)

—
Brilliant Body. The dragon emanates bright light in a 20 ft. radius 
and dim light in an additional 20 feet. The dragon can supress and 
activate this effect during its turn with a bonus action.

Actions

Multiattack. The dragon makes three attacks; two with its 
claws and one with its bite.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. 
Hit: 15 (2d8+5) piercing damage plus 4 (1d8) lightning and 4 
(1d8) radiant damage.

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. 
Hit: 12 (2d6+5) slashing damage.

Wings of Light. The dragon spreads its wings and emanates 
bright light within 30 ft. of itself. Each creature in that area 
must succeed a DC 14 Constitution saving throw or be blinded 
until the end of the dragon’s next turn.

Brilliant Breath (Recharge 5-6). The dragon breathes 
radiant lightning in a 60 ft. line that is 5 ft. wide. Each creature 
within the line must make a DC 14 Dexterity saving throw, 
taking 22 (5d8) lightning and 22 (5d8) radiant damage, or half 
as much on a successful one. 
Additionally, any creature that fails its saving throw is cowled 
in a brilliant light until the end of its next turn. A creature 
cowled in brilliant light emenates bright light in a 10 ft. radius, 
has disadvantage on Stealth checks to hide, and can’t benefit 
from being invisible.

Adult Brilliant Dragon

Huge Dragon

—
Armor Class 18 (natural armor)
Hit Points 189 (18d12 + 72)
Speed 40 ft., flying 80 ft.

—
STR DEX CON INT WIS CHA

22 (+6) 12 (+1) 19 (+4) 15 (+2) 18 (+4) 19 (+4)

—Proficiency +5
Saving Throws Dex +6, Con +9, Wis +9, Cha +9
Skills History +7, Insight +9, Perception +9, Persuation +9
Damage Immunities lightning, radiant
Senses blindsight 60 ft., darkvision 120 ft.,  passive 
Perception 19

Languages Common, Draconic
Challenge 15 (13,000 XP)

—
Brilliant Body. The dragon emanates bright light in a 30 ft. radius 
and dim light in an additional 30 feet. The dragon can supress and 
activate this effect during its turn with a bonus action.

Legendary Resistance (3/Day). If the dragon fails a saving 
throw, it can choose to succeed instead.

Actions

Multiattack. The dragon can use its Awesome Presence. 
It then  makes three attacks; two with its claws and one 
with its bite.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. 
Hit: 17 (2d10+6) piercing damage plus 5 (1d10) lightning and 5 
(1d10) radiant damage.

Claws. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. 
Hit: 13 (2d6+6) slashing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., one target. 
Hit: 13 (2d6+6) bludgeoning damage.

Awesome Presence. Each creature of the dragon’s choice 
that is within 120 feet of the dragon and aware of it must 
succeed on a DC 17 Charisma saving throw or become 

frightened for 1 minute. A creature can repeat the saving 
throw at the end of each of its turns, ending the effect on 
itself on a success. If a creature’s saving throw is successful or 
the effect ends for it, the creature is immune to the dragon’s 
Awesome Presence for the next 24 hours.

Wings of Light. The dragon spreads its wings and emenates 
bright light within 60 ft. of itself. Each creature in that area 
must succeed a DC 17 Constitution saving throw or be blinded 
for 1 minute. A creature repeats the saving throw at the end 
of each of its turns, ending the effect on itself on a success. 
Additionally, any magical darkness in the area created by a 
spell of 6th level or lower (or created by a creature with a 
proficiency of 5 or lower) is dispelled.

Brilliant Breath (Recharge 5-6). The dragon breathes 
radiant lightning in a 30 ft. line that is 5 ft. wide. Each creature 
within the line must make a DC 17 Dexterity saving throw, 
taking 27 (6d8) lightning and 27 (6d8) radiant damage, or half 
as much on a successful one. 
Additionally, any creature that fails its saving throw is cowled 
in a brilliant light until the end of its next turn. A creature 
cowled in brilliant light emenates bright light in a 10 ft. radius, 
has disadvantage on Stealth checks to hide, and can’t benefit 
from being invisible.

Change Shape. The dragon magically polymorphs into a 
humanoid form. It reverts into its true form if it dies. 
In its humanoid form, the dragon retains its statistics, but 
can’t use its Actions or Legendary Actions other than Change 
Shape, which are replaced by those of the new form. If the 
dragon uses its action to return into its original form it can 
use its Wings of Light as part of the same action.

Legendary Actions

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn.

Detect. The dragon makes a Wisdom (Perception) check. 
Tail. The dragon attacks with its tail. 
Brilliant Wings (2 Actions). The dragon uses its Wings of 
light and can then fly up to half of its flying speed.
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Ancient Brilliant Dragon

Gargantuan Celestial

—
Armor Class 21 (natural armor)
Hit Points 462 (25d20 + 200)
Speed 40 ft., flying 80 ft.

—
STR DEX CON INT WIS CHA

26 (+8) 12 (+1) 26 (+8) 17 (+3) 21 (+5) 19 (+4)

—Proficiency +7
Saving Throws Dex +8, Con +15, Wis +12, Cha +11
Skills History +10, Insight +12, Perception +12, Persuation +11
Damage Immunities lightning, radiant
Senses blindsight 60 ft., darkvision 120 ft.,  passive 
Perception 22

Languages Common, Draconic
Challenge 22 (41,000 XP)

—
Brilliant Body. The dragon emanates bright light in a 30 ft. radius 
and dim light in an additional 30 feet. The dragon can supress and 
activate this effect during its turn with a bonus action.

Legendary Resistance (3/Day). If the dragon fails a saving 
throw, it can choose to succeed instead.

Piercing Breath. The lightning and radiant damage dealt by 
the dragon’s breath treats a creature’s immunity to lightning or 
radiant damage as if it were a resistance instead.

Actions

Multiattack. The dragon can use its Awesome Presence. 
It then  makes three attacks; two with its claws and one 
with its bite.

Bite. Melee Weapon Attack: +15 to hit, reach 10 ft., one target. 
Hit: 17 (2d8+8) piercing damage plus 4 (1d8) lightning and 4 
(1d8) radiant damage.

Claws. Melee Weapon Attack: +15 to hit, reach 5 ft., one target. 
Hit: 15 (2d6+8) slashing damage.

Tail. Melee Weapon Attack: +15 to hit, reach 15 ft., one target. 
Hit: 17 (2d8+8) bludgeoning damage and if the creature is size 
Large or smaller it must make a DC 18 Strength saving throw 
or be pushed up to 10 ft. away from the dragon.

Awesome Presence. Each creature of the dragon’s choice 
that is within 120 feet of the dragon and aware of it must 
succeed on a DC 19 Charisma saving throw or become 
frightened for 1 minute. A creature can repeat the saving 
throw at the end of each of its turns, ending the effect on 

itself on a success. If a creature’s saving throw is successful or 
the effect ends for it, the creature is immune to the dragon’s 
Awesome Presence for the next 24 hours.

Wings of Light. The dragon spreads its wings and emenates 
bright light within 60 ft. of itself. Each creature in that area 
must succeed a DC 23 Constitution saving throw or be blinded 
for 1 minute. A creature repeats the saving throw at the end 
of each of its turns, ending the effect on itself on a success. 
Additionally, any magical darkness in the area is dispelled.

Brilliant Breath (Recharge 5-6). The dragon breathes 
radiant lightning in a 30 ft. line that is 5 ft. wide. Each creature 
within the line must make a DC 23 Dexterity saving throw, 
taking 40 (9d8) lightning and 40 (9d8) radiant damage, or half 
as much on a successful one. 
Any creature that fails its saving throw is cowled in a brilliant 
light until the end of its next turn. A creature cowled in 
brilliant light emenates bright light in a 10 ft. radius and can’t 
benefit from being invisible or being hidden, additionally the 
next attack roll made targeting the creature before the end of 
the dragon’s next turn has advantage.

Change Shape. The dragon magically polymorphs into a 
humanoid form. It reverts into its true form if it dies. 
In its humanoid form, the dragon retains its statistics, but 
can’t use its actions, which are replaced by those of the new 
form, other than its Change Shape. If the dragon uses its 
action to return into its original form it can use its Wings of 
Light as part of the same action.

Reactions

Brilliant Rebuttal. When a creature scores a hit with a 
melee weapon attack, the dragon releases a flash of radiance. 
Each creature within 10 ft. of the Dragon must make a DC 23 
Constitution saving throw or take 18 (4d8) radiant damage 
and be blinded until the end of the dragon’s next turn.

Legendary Actions

The dragon can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used at 
a time and only at the end of another creature’s turn. The 
dragon regains spent legendary actions at the start of its turn.

Detect. The dragon makes a Wisdom (Perception) check. 
Tail. The dragon attacks with its tail. 
Brilliant Wings (2 Actions). The dragon uses its Wings of 
light and can then fly up to half of its flying speed. 
Steady (2 Actions). The dragon gains an additional reaction 
until the end of its next turn, but can use it only to use its 
Brilliant Rebuttal reaction.
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License

OPEN GAME License Version 1.0a The following text is 
the property of Wizards of the Coast, LLC. and is Copy-
right 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 repro-
duce, 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 charac-
ters; 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 spe-
cifically 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 „Us-
ing“ 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 Li-
cense, the Contributors grant You a perpetual, worldwide, royalty-free, 
nonexclusive 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 Con-
tributions 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 compati-
bility 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 unenforce-
able, such provision shall be reformed only to the extent necessary to 
make it enforceable.

15.	COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the 
Coast, LLC.

System Reference Document 5.1 Copyright 2016, Wizards 
of the Coast, LLC.; Authors Mike Mearls, Jeremy Crawford, 
Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, 
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve 
Townshend, based on original material by E. Gary Gygax and 
Dave Arneson.
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