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Exploring Dragon Abbey

Dragon Abbey sits atop a jagged cliff face, its
crumbling stone walls standing as a sentinel,
watching over the choppy waters below. Despite its
dilapidated state, the abbey is still home to a small
group of human monks and kobold caretakers, who
can be seen tending to the grounds and pursuing
their daily tasks.

As your party explores this holy site, use these
tables and options to breathe life and variety into
Dragon Abbey.

Residents

There are currently ten permanent residents of
Dragon Abbey. Use this table to determine which
characters are present in a scene.

Di1o CHARACTER

Runa, the priestess

Tomic, the herbalist
Veroth, the warrior monk
Mona, the kobold inventor
Bashful, the bashful kobold
Dopey, the dopey kobold
Grumpy, the grumpy kobold
Happy, the happy kobold
Sleepy, the sleepy kobold
Sneezy, the sneezy kobold
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Chores

Dragon Abbey requires constant upkeep. If any
players express an interest in helping out, use this
table to determine which chores they are assigned.

D12 CHORE

] Clean the top of the latrine chute that
leads down to the sea.

2 Scrub the pots in the scullery.

3 Scrub the salt stains and bird droppings
off the dragon statue.

y Dust the shelves in the library. Roll on
the Research table.
Take the boat to catch fish for the

> evening’s dinner party.

6 Lookout duty! Watch the skies for the
dragon protector’s return.

; Clear the rubble from the blue dragon’s
latest attack.
Attempt to teach Dopey to read or write

: (but not both, because that’s too hard).

9 Gather herbs with Tomic on the east
side of the cloister.

i Repla.ce a rope and grease the pulley on
the winch. Mona eagerly helps.

- Make new bundles of incense and
refill the censers with Runa.

3 Sweep out the kobold cells. Veroth
shows off spear moves with a broom.
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Research

To research in the library, have a character

choose a subject matter and make a Intelligence
(Investigation) check. If they have proficiency in
the matching the subject they are researching, they
make the check with advantage. A character learns
one fact at or below the DC listed on the Research
table.

SUBJECT MATTER

If the characters

browse the library D4 SUBJECT
. 1 Arcana

randomly or with ,

no particular goal, 2 II:IIIS"OYY

roll on the Subject 3 alt.m"e

Matter table first. 4 Religion

ARCANA RESEARCH

The cover of the book about Arcana is scorched and
blackened in places, and the gold filigree that once
adorned it has melted and twisted into strange,
unrecognizable shapes.

DC ARCANA FACT LEARNED
Although hybrid creatures inherit the

10 strength of both animals, they also

inherit the weaknesses,

A powerful dragon’s skeleton can

e radiate magical energy after death.
Energy from the elemental dimensions

17 can spontaneously quicken.

i Comets and constellations are pivotal

to some draconic rituals.

HISTORY RESEARCH

The book about History is a massive, ancient tome
bound in leather so old and worn, the pages feels
like they could crumble to dust at any moment.

DC HISTORY FACT LEARNED
Legend says this island was formed
10 from the volcanic activity of a powerful
red dragon trapped beneath the sea.
There is a thieves guild nearby on the
15 mainland which is infamous for its
smugglers and poisoners.
A blue dragon once came to came to
17 this island to harness draconic power,
but it was killed by a bronze dragon.
A draconic ritual of sacrifice was
20 attempted here which can advance a
dragon’s power by one life-stage.

NATURE RESEARCH
The book about Nature is a small, lightweight
journal with leaves and flowers pressed between the

pages.

DC NATURE FACT LEARNED

Low tide occurs in the first and third
10 quarters of the day, high tide in the
second and fourth.
Blue and bronze dragons both breath

1 lighting and are are immune to it.

- Some mushrooms can be eaten raw to
restore health, but are better brewed.

2 40 years ago a comet passed over the

island, and it’s due to return again soon.

RELIGION RESEARCH

The book about Religion is a large tome with a gold
dragon embossed on the red leather cover, held
together by ornate brass hinges.

DC RELIGION FACT LEARNED

The God of Dragons disguises himself
10 as a human, while his seven dragon
protectors are disguised as canaries.
The God of Undeath is ram-horned and
sometimes steals careless prayers.
Although zombies are simple-minded,
other undead may lay cunning traps.
When a powerful dragon devoted to the
20 God of Dragons dies, the site of their

death may become hallowed ground.
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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 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 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 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 ¢ cters, 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 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.

. 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.

. Offer and Acceptance: By Using the Open Game Content You indicate Your accep-

tance of the terms of this License.

. 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 contributing original material

as Open Game Content, You represent that Your Contributions are Your original cre-
ation and/or You have sufficient rights to grant the rights conveyed by this License.

. 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.

. 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 compatibility or co-adaptability with any Trademark or Registered Trade-
mark 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.

. Identification: If you distribute Open Game Content You must clearly indicate which

portions of the work that you are distributing are Open Game Content.

. 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 Con-

tent 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 unenforceable, such provi-

sion 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, Inc.

System Reference Document 5.0 Copyright 2016, Wizards of the Coast, Inc.; 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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