
 

The appearance of this great reptile has 
the village truly alarmed. Might they not be 
the dragon's next victims? A messenger 
was dispatched on horseback to the 
nearest large city, Baldur's Gate, to alert as 
many adventuring companies as possible 
to the existence of a dragon-and its 
(assumed) hoard. By luck, the PCs are the 
first adventurers the messenger 
encounters. 

For the Dungeon Master 

'Travel to Fiddler's Pass is a dangerous 
journey of just over 300 miles north along 
the Sword Coast. Wandering monster 
encounters are frequent. Once the PCs 
enter the Troll Hills, weight should be given 
to encounters with bands of trolls (25%); 
otherwise, standard temperate rough/hill 
encounters may be used from either 
volume  or 2 of the Monstrous 
Compendium.  

Once in Fiddler's Pass, a minor village of 
20 families, the adventurers have a chance 
to meet with Andrus (a 0-level human with 
no special talents) and hear his story: 

"I was settled down for me midday meal, 
I was, when me sheep began bleatin' and 
runnin' off. I knew that meant danger, 'o 
course, but I twer expectin' a troll or 
wolves, mebbe ... no dragon, if y'know 
what I mean. But then, all at once, there 'e 
was, divin' down and snatchin''em up four 
or five at a time. I fear 'e got young Jaffa, 
too; the boy was too afraid to run. 

"Well, I be no fool, so I took off fer 
higher ground where 'e couldna get at me 
so easy like. I hid meself among some 
boulders and watched as the great white 
beast gobbled down me livelihood. 'Twas 
a huge beastie, mayhap almost three 
hundred feet from snout to tailtip, all 
scarred and battered tookin', his red eyes 
burnin' like fires. 

"When 'e'd eaten every last one o' me 
woolies, 'e strikes out to the east, and I'm 
thinkin' to meself, 'Where there's a 
dragon, there be gold and treasures,' so I 
takes off and follows the beast-at a safe 
distance, mind you-to see where he he 
going'. Well, laddies, 

Adventurers who expect a 
cold spell are in for a big 
surprise! 
BY R. NATHANIEL WALDBAUER 

"Changeling" is a AD&D 2nd Edition scenario for a party of 4-8 player characters of      
8-10 levels of experience (about 54 total levels). The adventure is set in the Troll Hills 
north of Baldur's Gate, along the Sword Coast in the FORGOTTEN REALMS campaign 
setting, but it fits easily into almost any campaign. 

Adventure Background 

Nothing can terrify the inhabitants of a small village more than the reported appearance 
of an evil dragon. It is even more terrifying when the reported dragon is of an unusual 
breed and is reported to be making a lair for itself nearby. 

This is exactly what has happened in the small community of Fiddler's Pass, in the 
Troll Hills. A week ago, three terrified shepherds stumbled into the tiny village, babbling 
about a huge white dragon (rare in these temperate hills) who dived down to decimate 
their flocks for a midday snack-snatching up one of their unfortunate brethren as an 
added treat. A shepherd named Andrus, braver (or more foolhardy) than the rest, 
followed the great beast as it flew off, then returned to report its apparent lair some 
miles to the east in a cavern long known by the villagers. 



 
 

CHANGELING 
each PC should declare the direction he will 
jump (either forward or backward) so that 
the DM can determine whether the 
character is trapped inside or outside the 
dragon's lair. Those caught in the 
avalanche cannot be freed except by being 
dug out by anyone not so trapped, taking 
60 man-hours of work (the dragon can clear 
the rocks in two hours). 

If possible, Whitefire casts protection from 
good on himself before combat begins. Any 
PCs trapped within the lair immediately face 
the wrath of Whitefire, who casts all of his 
combat spells at the party before he attacks 
with his claw/ claw/bite routine. He uses his 
other spells as appropriate. Given the 
cramped space of his lair, he won't be able 
use a tail slap (unless someone gets behind 
him) or fly. If six or more intruders are within 
the lair, the dragon breathes fire once 
before making a direct attack, saving his 
other breaths until he is below 30 hp. If he 
goes below 10 hp, he uses the rest of his 
breath weapons and attempts to escape at 
a dead run, as he will be too weak to fly. 

Whitefire's fiery breath should come as 
quite a surprise to adventurers expecting a 
cold-based attack! Carefully study the 
"Dragons" entry in the Monstrous 
Compendium for details on all the combat 
abilities and tactics that might be used by 
Whitefire; red dragons by nature plan out 
their specialized attack routines. 

The DM should note that this is a 
decidedly deadly encounter and may opt to 
allow the PCs to bargain for their lives. 
Whitefire may ask for their magical items 
and treasure as ransom, but he might also 
consider sending them off to rid his 
previous lair of its new occupant (he can 
communicate telepathically with any 
intelligent being, using unsubtle threats and 
his daily suggestion spell to get his way). 
His former lair's location and its new master 
are left to the DM to detail. If Whitefire is 
destroyed, his living siblings will be 
pleased, and no revenge attack will be 
forthcoming. 

R. Nathaniel Waldbauer enjoys helping 
his group's characters get into and out of 
tight situations-like this one. 

let me say he took me a merry chase, but 
its perseverin' I am, and I follows 'im to 'is 
lair-no more'n three leagues eastward 
'round that mountain to the south. 'E's 'oled 
up in a big cave, 'e is,  one we went 
explorin' in when we was lads. Our lives 
round 'ere’ll be miserable if you younguns 
don't do somethin' about 'im." 

Andrus gives only vague details about the 
cave's size and shape. The dragon 
described in the "Adventure Background" 
does indeed exist, but it is not what it 
appears to be. Instead of a white dragon, 
what the shepherds actually saw was an 
albino male red dragon, battered and badly 
injured form a recent combat encounter. 
(His size is exaggerated in Andrus's 
account, which is to be expected given the 
terrifying nature of the encounter.) The 
dragon's name is Jhannexydofalamarne in 
the draconic tongue, which translates to 
Whitefire in the Common tongue. Whitefire 
is obviously a threat to Fiddler's Pass, but 
adventurers braving the rocky passes and 
marauding bands of trolls will be little 
enriched- possibly even disappointed-by 
the dragon's horde. 

Jhannexydofalamarne (Whitefire), old 
albino red dragon: INT exceptional (15); AL 
CE; AC - 7; MV 9, fly 30 (C), jump 3; HD 
15; hp 65 (now 44); THACO 3 (excludes + 
6 bonus to hit for age, + 2 bonus if diving, 
and - 2 penalty in sunlight for albinism); 
#AT 3 plus special; Dmg 1d10 + 6/1d10 + 
6/3dlO + 6; SA spells, breath weapon (cone 
of fire 90' long, 5' at mouth, 30' at base, 
doing 12d10 + 6 hp damage; save vs. 
breath weapon for half damage), + 6 
combat modifier, two wing- buffet attacks 
(1d10 + 6 hp damage plus knockdown), 
rear kick (1d10 + 6 hp damage plus 
knockdown) or tail slap (2d10 + 12 hp 
damage plus stunning vs. eight victims), 
dive attack or snatch (two victims per claw, 
size L or smaller, drop from great heights) if 
airborne (cannot fly below 33 hp); SD 
spells, detect invisibility (80'radius), 
clairaudience in lair (160' radius), immune 
to fire and normal missiles, save as 15th-
level fighter, fear aura (90'radius); ME 35%; 
Size G (90' body, 84' tail); Morale 17; XP 
11,000 (modified to fit 15 HD); MC 
(Dragon, Red, with modifications); 

spells (15th level of ability, once each per 
day): detect magic, protection from good, 
blindness, Melf’s acid arrow, hold person, 
can also cast affect normal fires and 
pyrotechnics (three times per day), and 
heat metal and suggestion (once per day), 
as per 0 old red dragons; 37 cp, 19 sp, 11 
gp, five gems (100 gp each). 

Note that the changes applied to the 
Realms' AD&D 1st Edition Monster 
Manual's dragons, as given in the 
FORGOTTEN REALMS boxed set's DMs 
Sourcebook of the Realms, pages 15-16, 
are not used here; these changes were 
superseded by the AD&D 2nd Edition 
Monstrous Compendium. 

Albinism in dragons is associated with an 
assortment of other physical problems that 
vary from dragon to dragon. No more than 
one dragon in 1,000 is born with albinism, 
giving it a snow-white coloration and blood-
red eyes. Whitefire's size, combat modifier, 
breath weapon damage, and magic 
resistance are calculated at two age 
groups lower than normal, to represent the 
debilitating effects of his affliction. In 
addition, he has a - 2 penalty to hit targets 
in bright sunlight, because his vision is 
poor as a result of his lack of pigmentation 
in his eyes, though his superb senses of 
smell and hearing compensate in part. 

Whitefire was recently driven away from 
his original lair by a rampaging sibling, who 
used his greater size and ferocity to good 
advantage, taking over most of the 
treasures that Whitefire had collected. 
Whitefire now broods about his lost 
valuables, except when he goes out for his 
daily snack. 

To forestall another of his brethren from 
repeating the attack, as well as to 
safeguard his now-meager hoard from 
adventurers, Whitefire has rearranged 
some of the rubble within his new lair into a 
crude deadfall. All he need do is jump up 
and knock away a key stone, and an 
avalanche of debris will cascade down 20' 
across the entrance tunnel to crush 
whomever dares to intrude. While a 
dragon-especially a large one-would have 
difficulty avoiding the onslaught of debris 
(which causes 5dl2 hp of crushing 
damage), human-sized or smaller 
creatures can avoid the avalanche '6y 
making a successful dexterity check on 
1d20. Before making the roll, 


