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Draconian Aurak


	Medium Humanoid


Hit Dice:  10d12+9


Initiative:  +5 (+1 dexterity, +4 improved initiative) 


Speed:  30’, fly 60’


AC:  19 (+8 natural, +1 dexterity,)


Attacks:  2 (+9) or by weapon (+9)


Damage:  claws 1d6+3,1d6+3 or by weapon


Face / Reach:  5’x5’x10’ or by weapon


Saves:  Fort +7, Ref +7, Will +6


Abilities:  Str 13 +1, Dex 12 +1, Con 13 +1


	      Int 17 +3, Wis 10, Cha 17 +3


Skills: Spellcraft +10, concentration +10


Feats:  Improved Initiative, Any 2 (item creation)


Climate Terrain:  Any, prefer warmer temperate


Organization:  Civilization


Challenge Rating:  15


Treasure:  Normal


Alignment:  Lawful Evil (almost always)


Advancement Range:  By Level





Aurak are by far the most powerful of all draconians, they were originally derived from gold dragons, and have many magical abilities.  They are nearly 6 ½ feet tall, and almost always have ivory horns protruding from all over their heads and faces.  They are not very numerous and often command army’s of draconians or are powerful adventurers seeking magic and fortune.  Aurak gain the following spell abilities at will, invisibility, change self, and detect magic.  They know the following amounts of spells:


All level zero spells, 8 level one spells, 7 level two spells, 6 level three spells, 5 level four spells, 4 level five spells, 3 level six spells, 2 level seven spells and 1 level eight spell.  The can cast 9 level zero spells, 9 level one spells, 8 level two spells, 7 level three spells, 6 level four spells, 5 level five spells, 4 level six spells, 3 level seven spells, and 2 level 8 spells per day.  These spell casting capabilities make the aurak extremely deadly, but worse is their death.  When an aurak draconian is killed, he first explodes into a fireball causing 10d6 damage to all within 30’, then he flies around as a flaming sphere for 1d4 rounds, before fully reforming into a full strength version of himself.  If the aurak draconian is killed a second time, the same effect happens, and he fully reforms.  It is only after a third kill that a draconian aurak explodes for 10d6 damage, and then dissipates away.  Thus fighting one Aurak is like fighting 3 back to back.  This makes them extremely hard to kill, and even when killed once or twice, the Aurak is usually smart enough to realize when the time to retreat is.  The aurak if they escape do not get these extra so called lives back, they will die whenever they are “killed” a third time.  As a result Aurak almost never engage in melee combat if they are on their last life, they will often use minions or summon them to do their fighting for them.  


Due to their dragon heritage, draconians use a d12 as a base HD.





As a Player Class:  (This is considered a level 17 character when creating)


+2 int, +2 cha, -2 wis


Darkvision 60’


+8 natural armor AC bonus


Base speed 30’


Favored Class:  Sorcerer


