
 
Dragons, Adamantine 
   Type: Dragon 
   Environment: Any underground 
   Organization: Solitary 
   Challenge Rating: Wyrmling 5; Very Young 7; Young 10; Juvenile 
12; Young Adult 14; Adult 16; Mature Adult 18; Old 20; Very Old 22; 
Ancient 24; Wyrm 26; Great Wyrm 29 
   Treasure: Triple standard 
   Alignment: Always lawful evil 
 
   The dragon before you has a large almost bird-like head; running 
from the crown of its brow to the tip of its tail is a series of wicked 
spikes. The beast’s jet-black hide has a slight metallic sheen.  
 
   Adamantine dragons are one of the most powerful and evil species of 
all the dragons; their might rivals that of the strongest of gold dragon, 
and their guile and cunning surpasses that of even the most clever of evil 
dragons. 
   To the untrained eye, an adamantine dragon looks similar to a black 
dragon except in that its scales have a faint metallic sheen to them. 
Unlike black dragons, however, adamantine dragons prefer to lair in 
caverns deep underground. While the hides of most dragons are capable 
of protection against spells, the adamantine dragon’s hide is 
exceptionally capable at this task; in addition, as the dragon ages, its 
hide hardens to the point of turning away even the sharpest of blades 
with ease. Unlike most dragons, adamantine dragons are fairly poor 
magic-users; only the most ancient of dragons are capable of wielding 
powerful magics. 
   While adamantine dragons are wholly evil, they also each follow an 
incredibly rigid form of draconic law that most mortals can only barely 
comprehend. They often make contact with nearby drow or deurgar 
settlements and exact heft tolls for mutual protection and the occasional 
raid. 
   While adamantine dragons are often capable of speaking a good 
number of languages, they often do not; viewing any language other 
than draconic beneath them.  
 
Special Abilities 
   Bloodied Breath (Ex): When in great danger, an adamantine dragon 
becomes an incredibly dangerous foe. Whenever the adamantine 
dragon’s hit points are lower than half its maximum, it can use its breath 
weapon every 1d2 rounds instead of every 1d4 rounds. In addition, its 

breath weapon deals an additional 2d10 points of damage. 
 
   Breath Weapon (Su): An adamantine dragon has a single type of 
breath weapon; a cone of deafening sonic energy. Enemies who fail the 
saving throw against an adamantine dragon’s breath weapon are also 
deafened for 1 minute. 
   Deep Prowess (Su): Adamantine dragons become more powerful the 
deeper they are able to lair underground. For every 200 feet below the 
surface an adamantine dragon is found, it gains a +1 bonus to attack 
rolls, damage rolls, and all saving throws. 
   Draconic Fury (Ex): Older adamantine dragons are capable of 
making blindingly fast attacks against foe that surround them. As a full-
round action, the adamantine dragon may make a single claw attack 
against each opponent it threatens. 
   Fortification (Ex): As an adamantine dragon ages, its hide becomes 
more and more resilient against attacks and the beast becomes more 
difficult to critically injure. Whenever an adamantine dragon sustains a 
critical hit, it has the listed percentile chance to completely negate the 
critical hit and any additional affects it would have had. 
   Painful Resonance (Su): Senior adamantine dragons are capable of 
projecting an aura that causes excruciating pain in living creatures. All 
creatures within 60 feet of the adamantine dragon must succeed on a 
fortitude saving throw (DC 10 + 2 per age category of the dragon + the 
dragon’s charisma modifier) at the beginning of their turns or suffer 2d6 
points of damage and become dazed for 1 round. 
 
Lore 
   A successful knowledge (arcana) check will reveal the following 
information about an adamantine dragon: 
DC 30 This beast is an adamantine dragon, a very rare, powerful, and 

wholly evil breed of metallic dragon. Admantine dragons 
possess a breath weapon that releases a pulse of deafening 
sonic energy. This reveals all dragon traits. 

DC 35 The hide of adamantine dragons is capable of turning away 
even the most expertly wielded of blades with ease. Likewise, 
as they age, an adamantine dragon’s hide hardens to the point 
of making it impervious to attacks that would cripple a lesser 
foe. 

DC 40 Some of the oldest adamantine dragons are capable of 
emanating an aura of sonic energy that sets up incredibly 
painful vibrations within the bodies of their foes. 

 
 

Table  - Adamantine Dragons by Age 
 

Age 
 

Size 
 

Hit Dice (hp) 
 

Str 
 

Dex 
 

Con 
 

Int 
 

Wis 
 

Cha 
Base Attack 

/ Grapple 
 

Attack 
Fort/Ref/Will 

Saves 
Breath 

Weapon (DC) 
Frightful 

Presence DC 
Wyrmling M 5d12+15 (47) 18 10 16 12 10 10 +5/+9 +9 +7/+4/+4 3d10 (15) --- 
Very Young L 8d12+32 (84) 22 10 18 13 11 10 +8/+18 +14 +10/+6/+6 5d10 (18) --- 
Young L 12d12+60 (138) 26 12 20 14 12 11 +12/+24 +20 +13/+9/+9 7d10 (21) --- 
Juvenile L 16d12+96 (200) 30 12 22 15 13 11 +16/+30 +26 +16/+11/+11 9d10 (24) --- 
Young Adult H 20d12+140 (270) 34 14 24 16 14 12 +20/+40 +32 +19/+14/+14 12d10 (27) 21 
Adult H 24d12+192 (348) 38 14 26 17 15 12 +24/+46 +38 +22/+16/+16 15d10 (30) 23 
Mature Adult H 28d12+252 (434) 42 16 28 18 16 13 +28/+52 +44 +25/+19/+19 17d10 (33) 25 
Old G 32d12+320 (528) 46 16 30 20 18 13 +32/+62 +50 +28/+21/+22 19d10 (36) 27 
Very Old G 36d12+396 (630) 50 18 32 22 20 14 +36/+68 +56 +31/+24/+25 21d10 (39) 30 
Ancient G 40d12+480 (740) 54 18 34 24 22 14 +40/+74 +62 +34/+26/+28 23d10 (42) 32 
Wyrm C 44d12+572 (858) 58 20 36 26 24 15 +44/+84 +68 +37/+29/+31 25d10 (45) 34 
Great Wyrm C 50d12+700 (1025) 62 20 38 28 26 15 +50/+92 +76 +41/+32/+35 27d10 (49) 37 

Table – Adamantine Dragon Abilities by Age 
 

Age 
 
Speed 

 
Initiative 

 
AC 

 
Special Abilities 

Caster 
Level 

 
SR 

Wyrmling 60 ft., burrow 30 ft., fly 200 ft. (poor) +0 20  (+10 natural); flat-footed 20; touch 10 Deep Prowess --- --- 
Very Young 60 ft., burrow 30 ft.,fly 200 ft. (poor) +0 21  (+12 natural, -1 size); flat-footed 21; touch 9 DR 5/-- --- 23 
Young 60 ft., burrow 40 ft., fly 200 ft. (poor) +1 24  (+14 natural, +1 dexterity, -1 size); flat-footed 23; touch 10 Bloodied Breath --- 27 
Juvenile 60 ft., burrow 40 ft., fly 200 ft. (poor) +1 26  (+16 natural, +1 dexterity, -1 size); flat-footed 25; touch 10 Fortification 25% 1st 31 
Young Adult 60 ft., burrow 50 ft., fly 200 ft. (poor) +2 28 (+18 natural, +2 dexterity, -2 size); flat-footed 26; touch 10 DR 10/-- 1st 35 
Adult 60 ft., burrow 50 ft., fly 200 ft. (poor) +2 30 (+20 natural, +2 dexterity, -2 size); flat-footed 28; touch 10 Draconic Fury 3rd 39 
Mature Adult 60 ft., burrow 60 ft., fly 200 ft. (poor) +3 34 (+23 natural, +3 dexterity, -2 size); flat-footed 31; touch 11 Fortification 50% 3rd 43 
Old 60 ft., burrow 60 ft., fly 300 ft. (poor) +3 35 (+26 natural, +3 dexterity, -4 size); flat-footed 31; touch 9 DR 15/-- 5th 47 
Very Old 60 ft., burrow 70 ft., fly 300 ft. ( poor ) +4 39 (+29 natural, +4 dexterity, -4 size); flat-footed 35; touch 10 Painful Resonance 5th 51 
Ancient 60 ft., burrow 70 ft., fly 300 ft. ( poor ) +4 42 (+32 natural, +4 dexterity, -4 size); flat-footed 38; touch 10 Fortification 75% 7th 55 
Wyrm 60 ft., burrow 80 ft., fly 300 ft. ( poor ) +5 42 (+35 natural, +5 dexterity, -8 size); flat-footed 37; touch 7 DR 20/-- 7th 59 
Great Wyrm 60 ft., burrow 80 ft., fly 300 ft. ( poor) +5 47 (+40 natural, +5 dexterity, -8 size); flat-footed 42; touch 7 Fortification 100% 9th 65 



Very Young Adamantine Dragon CR 7
LE Large Dragon 
Initiative: +4; Senses: Blindsense 60 ft., Darkvision 60 ft., Low-light Vision 

Defense 
AC: 21, Flat-Footed: 21, Touch: 9 
(+12 natural, -1 size) 
HP: 84 (8d12 + 32)   DR: 5/-- 
Fort: +10, Ref: +6, Will: +6  SR: 23 
Resistances: None 
Immunities: Paralysis and sleep effects 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +8; Grapple: +18; Space/Reach: 10 ft. / 5 ft. 
Speed: 60 ft., burrow 30 ft., fly 200 ft. (poor) 
Melee: Bite +14 (2d6+6; 10 ft. reach) and 2 Claws +12 (1d8+3) and 2 
Wings +12 (1d6+3) and Tail Slap +12 (1d8+9) 
Special Abilities: Breath Weapon (5d10; DC 18; 40 ft. cone) 
Tactics 
During Combat: During battle a very young adamantine dragon rushes 
into melee combat and, at the first chance it gets, unleashes its breath 
weapon. On subsequent rounds it attempts to attack as many times as it 
is able to before once again employing its breath weapon. 
Morale: A very young adamantine dragon will flee from combat if 
reduced to fewer than 30 hit points or if faced with powerful magic 
users. 
Statistics 
STR 22 (+6) DEX 10 (+0) CON 18 (+4) 
INT 13 (+1) WIS 11 (+0) CHA 10 (+0) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Improved Initiative, Multiattack, Power Attack 
Skills: Bluff +11 (11 ranks), Intimidate +11 (11 ranks), Knowledge 
(arcana) +12 (11 ranks, +1 Int), Listen +11 (11 ranks), Search +12 (11 
ranks, +1 Int), Sense Motive +11 (11 ranks), Spot +11 (11 ranks) 
Languages: Common, Draconic, Undercommon 
SQ: Deep Prowess 
Combat Gear: None 
   Other Gear: None 
Special Abilities 
   Breath Weapon (Su): An adamantine dragon has a single type of 
breath weapon; a cone of deafening sonic energy. Enemies who fail the 
saving throw against an adamantine dragon’s breath weapon are also 
deafened for 1 minute. 
   Deep Prowess (Su): Adamantine dragons become more powerful the 
deeper they are able to lair underground. For every 200 feet below the 
surface an adamantine dragon is found, it gains a +1 bonus to attack 
rolls, damage rolls, and all saving throws. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Young Adamantine Dragon CR 10
LE Large Dragon 
Initiative: +5; Senses: Blindsense 60 ft., Darkvision 60 ft., Low-light Vision 

Defense 
AC: 24, Flat-Footed: 23, Touch: 10 
(+1 dexterity, +14 natural, -1 size) 
HP: 138 (12d12 + 60)   DR: 5/-- 
Fort: +13, Ref: +9, Will: +9  SR: 27 
Resistances: None 
Immunities: Paralysis and sleep effects 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +12; Grapple: +24; Space/Reach: 10 ft. / 5 ft. 
Speed: 60 ft., burrow 40 ft., fly 200 ft. (poor) 
Melee: Bite +20 (3d6+8; 10 ft. reach) and 2 Claws +18 (1d8+4) and 2 
Wings +18 (1d6+4) and Tail Slap +18 (1d8+12) 
Special Abilities: Bloodied Breath, Breath Weapon (7d10; DC 21; 40 ft. 
cone) 
Tactics 
During Combat: During combat a young adamantine dragon will 
typically fly over its opponents and pepper them with its breath weapon 
until they look suitably damaged. Once its foes are weakened by its 
breath weapon, the young adamantine dragon wades into melee. 
Morale: A young adamantine dragon will flee from combat if reduced 
to fewer than 50 hit points or if its opponents appear immune to its 
breath weapon. 
Statistics 
STR 26 (+8) DEX 12 (+1) CON 20 (+5) 
INT 14 (+2) WIS 12 (+1) CHA 11 (+0) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Improved Initiative, Improved Natural Attack (Bite), Multiattack, 
Power Attack 
Skills: Bluff +15 (15 ranks), Intimidate +15 (15 ranks), Knowledge 
(arcana) +17 (15 ranks, +2 Int), Knowledge (dungeoneering) +17 (15 
ranks, +2 Int), Listen +16 (15 ranks, +1 Wis), Search +17 (15 ranks, +2 
Int), Sense Motive +16 (15 ranks, +1 Wis), Spot +16 (15 ranks, +1 Wis) 
Languages: Common, Draconic, Dwarven, Undercommon 
SQ: Deep Prowess 
Combat Gear: None 
   Other Gear: None 
Special Abilities 
   Breath Weapon (Su): An adamantine dragon has a single type of 
breath weapon; a cone of deafening sonic energy. Enemies who fail the 
saving throw against an adamantine dragon’s breath weapon are also 
deafened for 1 minute. 
   Deep Prowess (Su): Adamantine dragons become more powerful the 
deeper they are able to lair underground. For every 200 feet below the 
surface an adamantine dragon is found, it gains a +1 bonus to attack 
rolls, damage rolls, and all saving throws. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Special Thanks to Mairkurion {TM} for providing much needed 
materials for these conversions. 


