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�Draconian Kapaak


	Medium Humanoid


Hit Dice:  2d12


Initiative:  +1 


Speed:  30 ft


AC:  15 (+4 natural, +1 dexterity)


Attacks:  2 (+3) or by weapon (+3)


Damage:  claws 1d4+2,1d4+2 or by weapon


Face / Reach:  5’x5’x10’ or by weapon


Saves:  Fort +3, Ref +2, Will +2


Abilities:  Str 14 +2, Dex 12 +1, Con 12 +0


	      Int 11, Wis 11, Cha 9 (-1)


Skills: 


Feats:  None


Climate Terrain:  Any, prefer warmer temperate


Organization:  Civilization


Challenge Rating:  2


Treasure:  Normal


Alignment:  Lawful Evil (almost always)


Advancement Range:  By Level





Kapaak are a more powerful species of draconian than baaz, Kapaak were created originally from copper dragon eggs, but over the millennia have been able to develop into a race capable of reproducing on its own.  Kapaak are stronger and faster than their weaker baaz cousins.  They also produce an acid saliva, this saliva once per day can be spat up to 10’ and on a successful ranged attack roll, causes 1d12+Con bonus in damage.  Kapaak have a rusty copperish color to their scales and they stand taller than most humans, averaging about 6’4”.  Kapaak also tend to be fighters by nature, but some train in other fields.  Kapaak tend to be more cruel and evil than baaz, but some take other paths in life.  Kapaak when slain turn into a puddle of acid that spans a 15’ radius.  This puddle takes 1 round to fully form and causes 1d8 dmge per round spent in the acid.  This acid evaporates in 2d8 rounds.  Draconian Kapaak cannot be raised from the dead unless by a wish or true resurrection.  





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








As a Player Class:  (This is considered a level 3 character when creating)


+1 Strength, -1 Charisma


Darkvision 60’


+4 natural armor AC bonus


Base speed 30’


Special:  Acid saliva 1x per day, spit up to 10’ 1d12+con bonus in damage.


Saliva can dissolve almost any organic material.


Favored Class:  Fighter


