Shadow Dragon, Gomdulla

PRIVATE
CLIMATE/TERRAIN: 
Gomdulla's Canyon 

FREQUENCY: 
Unique 

ORGANIZATION: 
Solitary 

ACTIVITY CYCLE: 
Any 

DIET: 
Omnivore 

INTELLIGENCE: 
Genius (18) 

TREASURE: 
H, S&times;3 

ALIGNMENT: 
Chaotic Evil 

PRIVATE
NO. APPEARING: 
1 

ARMOUR CLASS: 
-9 

MOVEMENT: 
18, Fl 30 (D), Jp 3 

HIT DICE: 
17 (110 hp) 

THAC0: 
3 

NO. OF ATTACKS: 
3 + special 

DAMAGE/ATTACK: 
10-16/10-16/12-27 

SPECIAL ATTACKS: 
Breath weapon, spells 

SPECIAL DEFENCES: 
Variable 

MAGIC RESISTANCE: 
45% 

SIZE: 
G (50' body, 40' tail) 

MORALE: 
Elite (16) 

XP VALUE: 
21,000 

Listen, berk, take a blood's advice, and think twice before tangling with Gomdulla. Actually, I take that back. Don't even think of heading straight into a fight with him - sure as Sigil that tougher bashers than you have tried. Y'see, Gomdulla's not your traditional dragon who'll kidnap a princess, get a large pile of gold and sit on it until some adventurers come along and try to kill him. Sure, he has magic items, but he makes full use of each and every one of them. If you want to get his resources, be prepared - as soon as he finds out you're after him, which he will do pretty quickly, he'll be mobilising those very same resources against you.

<spacer type=horizontal size=30>It gets better. He's studied magic, and as such knows how humans and other races put it together. He's a pretty lethal necromancer, in addition to his other powers - rumour has it that his canyon is stuffed with undead and summoned beings, all snatched from other planes - he seems to have access to a lot of plane-hopping magic, so don't be fooled into thinking you're only going to be dealing with local boys when you come to payhim a visit.

<spacer type=horizontal size=30>As far as shadow dragons go, Gomdulla is a particularly nasty sort - chant is that even other shadow dragons take a look at him and go 'Ooh, what a nasty piece of work', and it's no surprise. He's well into his eighth century, and the cruelty found in all shadow dragons has festered for a long time in Gomdulla's breast. He's a territorial sod - he used to attack Gloomshield regularly until the army and Galen gave his ego a nasty battering. You can bet anything you like that he's planning revenge for that slight. Still, his canyon is officially off-limits, and any cartography concerning the place is limited. He's a bit of a sadist, too - where most evil dragons would simply eat their victims, or maybe torture them first, Gomdulla doesn't have the slightest qualm about using his victims in his necromantic experiments.

Combat: Gomdulla's breath weapon strips victims of 3/4 of their levels (save vs. breath weapon reduces this to 1/2) for 5d4+1 turns. He casts spells at the 15th level of experience, with all the bonuses attributed to a necromancer (He has a +1 bonus to save vs. necromancy, and opponents save vs. his necromancy with a -1 penalty), and the ring of resistance to necromancy which he wears effectively doubles those bonuses. (Details for that magic item can be found on page 129 of the Tome of Magic) His specialisation in necromancy has altered the distribution of spells - he has sacrificed his access to priest spells and has gained extra spells, as per the bonuses afforded to the necromancer character class (Spells: wiz 5 3 3 3 3 3). In addition to this, he has the Undead Master kit from the Complete Book of Necromancers and the following draconic powers - mirror image (three times a day, 1d4+1 images), dimension door (twice a day) and non-detection (three times a day). He is immune to energy draining, and can hide in shadows with an 80% chance of success. He is able to command undead and fiends as a 15th-level evil priest, and can take shadowform (as the spell) three times per day.

<spacer type=horizontal size=30>When using his spells, Gomdulla prefers to expend as few of his own personal resources as possible, setting his own undead and summoned minions on the enemy - favoured tactics include massed assaults from large numbers of skeletons, intended mainly to slow the enemy down and tire them out, while sending in summoned shadows and conjured elementals to harry the enemy further. If worst comes to worth, he'll let loose with a death spell, and use contagion and enervation to weaken the enemy still further. He has also shown a fondness for charming and dominating select members of the enemy and bringing about their downfall that way.

<spacer type=horizontal size=30>Gomdulla also wears a ring of fire resistance on his other claw, granting him all the benefits of that item. He often confuses would-be killers by proving himself invulnerable to fire, and using potions of fire breath to make himself resemble a red dragon - he has a fondness for exhausting the enemy mentally as well as physically.

<spacer type=horizontal size=30>One special weakness is worthy of mention, however - holy water. This is the one main chink in his armour - regardless of the form in which he is manifest, contact with holy water will inflict 1d6+1 points of damage upon him.

Habitat/society: Gomdulla is not as much of an isolationist as other shadow dragons, making liberal use of enchantments, conjurations and necromancy to build up a tangled web of minions, cannon-fodder and servants. He has been spending a great deal of his monetary wealth on arming his slaves, and has in fact been investing in several of Gloomshield's trades with the intention of striking at the city economically. Whatever happened to the good old days of dragons torching cities when they don't like the inhabitants, one asks...

Ecology: Gomdulla's influence on the canyon area is extensive to say the least. The kalamein presence in this region of the demiplane is kept to a minimum - in fact, thanks to his intelligence and extent of power, it could almost be said that the only creatures which exist in his domain are those he allows to exist. There are few if any other shadow dragons in this area - those that are are his offspring. There are also a few half-dragon crossbreeds living in the area as well - at times Gomdulla has mated with manticores, wyverns, hydrae and chimerae, producing creatures which are hateful, twisted, and of course, very, very dangerous.
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