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Great Wyrms are gargantuan and intimidating crea-
tures. Fighting them isn’t easy, especially if you rely 
on a disordered strategy and enter the fray without 
some information on your opponent. Finding the 
correct way to carry out each encounter and coming 
out victorious will be a challenge.

Great Wyrm Combat is slightly differently from 
normal 5e encounters, especially regarding the 
actions of the monsters. In this system, the GM and 
the players participate in a battle of wits where the 
players must discover the weaknesses of their foe and 
apply the correct strategy, while the GM uses a wide 
range of attacks and actions that make the fight 
unique.

Fighting the Great Wyrms
of Drakha

Fight Mechanics
�ese rules are an alternative to traditional battles 
against powerful creatures where —despite relying 
on legendary actions— players could easily over-
whelm the opponent, creating the sensation that the 
encounter was not challenging enough or simply too 
similar to others. In order to break the mold, we’ve 
introduced a few key mechanics, which are 
explained below: phases, exploits and action pools. 
Additionally, all dragons are split into body parts, 
each with their own stats. �is is further explained 
below as well.

In this supplement, you’ll find several paragraphs 
written in italics. �ese are read-aloud sections, 
intended as short, flavorful descriptions of a dragon’s 
lair, the first time characters encounter the dragon, or 
the results of disabling one of their limbs.

Epic Encounters

Epic encounters can be played as one-shot encoun-
ters, placing the characters right outside the battle-
field, or added to any high-level campaign as an 
important or final fight. 

Whichever you choose, make sure to read the 
entire Great Wyrm section beforehand and fill in the 
Wyrm tracking sheets for quick reference of the 
dragon’s health, attacks, and phases. 

Modes of Play

When playing the encounters as a one-shot, each 
dragon will include a simple guide of how much 
information to give to the players before the fight. 
�e information provided depends on the difficulty 
of the encounter you wish to enter. On higher diffi-
culties, the players will start the fight with little to no 
information and will need to figure out each dragon’s 
weaknesses as the fight progresses. One-Shot Mode 
sections also give the players possible items allowing 
them to make the fight more straightforward. Most 
of the time, this includes items that deal increased 
damage.

One-Shot Mode

Great wyrms are fought through a series of phases. 
�ese are specific to each dragon and determine not 
only the behavior and state of the creature, but the 
environment’s as well, setting a stage and moving the 
combat forward. Each phase has conditions that 
need to be met in order to advance to the next one 
and get closer to defeating the enemy.

Whenever there’s a change of phase, new 
mechanics and actions may become available while 
others might no longer be usable. Additionally, the 
behavior of the monster changes. �e trigger for each 
phase change is given in its respective scene descrip-
tion. 

Each phases has the following specifications:

Phases

�e encounters herein use a system of scale that 
adapts to the number of players in the encounter. 
Many of the characteristics of the fight, such as a 
dragon’s total hit points and number of actions, are 
determined by the number of player characters in the 
encounter. Whenever an (N) appears in the rules text, 
it refers to the number of players that participate. 

Although the scalability rule is intended to adapt 
the Great Wyrms to various gaming group sizes, all 
the encounters in this supplement are optimized for a 
party of 4 or 5 player characters. 

Scalability
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Actions per round: the number of actions the 
Great wyrm can perform every round.

Phase change trigger: �ese are the conditions 
that need to be met in order to trigger the next phase 
of combat.

Special actions or situations: �ese apply only 
to the given phase, to increase the difficulty during a 
specific circumstance, and may stop applying in 
following phases.

Great wyrms have a number of actions defined by 
the phase and the number of characters they are 
facing. 

A dragon’s available action pool is equal to 
(phase modifier) + N (number of characters). In 
some cases, a phase or ability may give the pool extra 
actions.  

�ese actions are expressed as an action pool, 
from which a dragon may “spend” any number of 
actions during the fight. Some of a dragon’s abilities 
require more than one action, deducting from the 
dragon’s action pool accordingly.

A dragon may perform one or more its actions 
after any player character has taken an action. �e 
GM is free to focus all actions on a dragon’s single 
turn, or spread them out after the actions of various 
player characters. When a dragon performs one or 
more actions, it may use any of its available actions 
in sequence, spending the corresponding points 
from its action pool. �e different actions great 
wyrms can take are specified in their abilities and 
combat moves sections. 

Action Pool

�e Upkeep phase is the moment when an Azhurma 
recovers its action pool and uses its passive abilities, 
if any. An Azhurma’s upkeep phase takes place at the 
beginning of its initiative. 

Any unspent actions from the previous round’s 
action pool are lost at the beginning of a dragon’s 
upkeep. �at is, the action pool never exceeds its 
limit. Keep track of the dragon’s abilities and lair 
effects activate during upkeep.

Upkeep

Exploits are materials, situations or actions avail-
able for use by player characters that can debilitate 
an Azhurma and turn the tide in the adventurers’ 
favor.

Exploits

 Fighting a Great Wyrm is a hard and highly perilous 
endeavor. Any party that wants to have any hope of 
survival or winning can investigate the creature 
beforehand to find its exploits. 

Great wyrms use a normal 5e creature stat block, 
with increased hit points divided among body parts. 
Some body parts have specific saving throws stated; 
otherwise, they use the saving throws listed on the 
main stat block.

Hit points
Each of the Azhurma’s body parts has a set amount of 
hit points. �is is expressed as N (number of player 
characters) x HP (Base hit point value of the body 
part), which helps scale the encounter to the size of 
the group. 

Broken: When a body part reaches zero hit points, it’s 
considered ‘broken’. Either the dragon can’t use that 
body part in combat anymore, or it becomes heavily 
impaired. �e text on each body part’s “broken” 
status establishes the effects when each of its body 
parts becomes broken.

AC
Armor Class works exactly the same as it does in 
traditional 5e systems. It is the number required to 
get a successful hit on the body part.

Special rules or notes: 
Some dragons’ body parts have special rules listed in 
an extra section.

Scores and Statistics

�e Azhurma are so massive that their hit points and 
statistics are divided into Body Parts. Whenever a 
player attacks a great wyrm, they should choose the 
specific part they want to target. Body parts include: 
left and right claws, left and right legs, wings, head, 
upper and lower torso. Each body part has its own 
specifications, which affect only that body part.

As defined by your GM, it could make sense to 
assume that some attacks automatically hit one 
specific body part, for example a halfling’s sneak 
attack hitting the legs, or psychic attacks hitting the 
head.

Area attacks and effects damage all the body parts 
that are caught in the area effect, as if they were sepa-
rate targets.

Body Parts
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Special Player Actions

 If the check succeeds, the dragon will focus on that 
character, moving in that direction if needed, and 
using their next action or sequence of actions specifi-
cally against that character.

Each dragon has a specific condition that allows a 
character to lure it, explained in the creature stat 
block. 

Mount
Any character may attempt to climb the monster to 
deal direct melee damage to a body part of the 
dragon that’s higher or out of reach. 

�e character must start on a low body part (legs, 
arms, or tail) and use their move action to get to 
other body parts, by using a Strength (Athletics), 
Dexterity (Acrobatics), Wisdom (Animal Handling) 
or Wisdom (Survival) check. While mounted, players 
cannot be targeted by the dragon’s melee attacks, 
but they are still subject to area effects. 

Shake DC:  �is lists the Strength (Athletics), 
Dexterity (Acrobatics), Wisdom (Animal Handling) 
or Wisdom (Survival) check DC to climb the corre-
sponding body part via the mount action. If the 
dragon uses the shake action (see the section 
“Dragon action”), this is also the DC of the Strength 
or Dexterity save the character must make to avoid 
falling.

Examine
If the GM allows it, a player character may spend an 
action doing an Intelligence (Arcana), Intelligence 
(History), Intelligence (Investigation), Intelligence 
(Nature) or Intelligence (Religion) check to obtain 
information on the Great Wyrm. If the checks 
succeeds, the player character learns one of the 
Great Wyrm’s abilities and their rough action pool 
percentage at the moment (the dragon has “almost 
all”, “about 50%” or “almost none” of its action pool 
still available). 

Lure
As an action, a character may attempt to call the 
dragon’s attention. �e character makes an Intelli-
gence (History), Intelligence (Nature), Wisdom (Ani-
mal Handling), Charisma (Deception), Charisma 
(Persuasion), Charisma (Performance), or Charisma 
(Intimidation) against a DC equal to the Dragon’s 
passive Perception. 

Dragon Actions
�e actions of Great Wyrms in this supplement have 
the following format: 

Name [action cost per use], target, effect, special 
notes.

Damage Reduction
Each dragon has a Damage Reduction (DR) trait 
equal to its Constitution modifier. �e dragon 
subtracts its DR number from every attack it receives 
(both magical and physical). 




