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No, I would not want to live in a world without dragons, as I would not
want to live in a world without magic, for that is a world without mystery,
and that is a world without faith.

— R.A. Salvatore, Streams of Silver

HITHER BE
DRAGONS

Welcome to the Dragon Companion, a supplement
bringing all-new material to Scion: Dragon. Within these
pages we present two new Flights alongside additional rules
for high level and endgame play and a host of new powers.
Storyguides who have already begun Dragon chronicles can
expand their players’ lists of available Spells and Transfor-
mations, and Storyguides looking to start a new campaign
may consider allowing players to be Heirs of the new Flights.
Regardless of whether or not you have an ongoing game or are
starting a new one, the contents of this book will prove useful.

FORGOTTEN FLIGHTS

This book details two lost Flights: The Bearers and
The Returned. The Bearers are dragons of myth who carry
The World on their backs. They are ancient and implacable
and especially mysterious — even by dragon standards. The
Returned are dragons presumed to be dead (or killed in their
myths) who persist beyond their life. They dre enormous
and angry and their Heirs equally so. Both of these Elights
can be found in Chapter One, which beginsen p. 6.

TINKER, TAILOR,
DRAGON, SPY

Of equal importance, Dragon Companion also supplies
instructions for Storyguides,and players to create new con-
tent for their Scion: Dragon games. We include guidance
for creating content for Lessér’and ‘Greater Wyrms (the
equivalent of Demigod and God-level play) as well as how
to create your own Flight, Enterprising tables can use this
information to bring a host of new mythological creatures to
life for use in your games. This and new powers can be found
in Chapter Two, starting on p. 28.

HOW TO USE
THIS BOOK

Chapter One: New Flights details the brand-new
Flights: the Bearers and the Returned. We include a collec-
tion of dangerous and interesting personages to become new
draconic parents for your Heirs.

Chapter Two: New Rules includes a collection of new
Spells and Transformations for use at your table alongside
rules for Lesser and Greater Wyrms. It also includes guid-
ance for creating your own Flight, and an example of a fic-
tional Flight brought to life.
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The old theater looks great after years of renovati
From the midnight shadows of their getaway vehi

their hidden vantage, the si
flutters with shadows. Jakob ght folks loitering
back there — likely, two are their are muscle.

Beauty until we need a Beast.”
eyebrows and says nothing.

im in silence. The red glow from his electronic
his vapor trail like a ghost. Jakob waits alone with his
mering anticipation.

t he didn’t call you ‘Daddy.”

h Kiran hissing into his ear, Jakob’s scowl deepens enough to
bone-induction earpiece. Surreptitiously, he reaches to adjust it.

‘T've got Mitch on cam now,” Kiran’s serene whisper informs him. “He
y wore the ivory suit again?”

Jakob snorts. At least the whole “all style no substance” thing makes
it easy to keep an eye on the kid. That lean figure in white approaches
their marks, and Jakob watches a shadow-play on the far wall. Mitch offers
them a few cards and shows them the glowing screen of his smart phone;
all the while his e-cig leaks colorless smoke. The shadows gesture, confer
with each other, and cluster into an unrecognizable mass.

Mitch moves oddly. Jerks his head away. In a split second, Jakob can
see his wide eyes dart to their hidden getaway vehicle.

“Something’s wrong,” Kiran warns, quiet. “I think they’re on to him.”
But Jakob is already out of the car and adjusting the collar of his leather
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jacket. Mitch vanishes, the ddrk'ofthealley swallowing him whole. Ner-
vous dissent and the jinglefof metal fl@as through the air, barely audible
under the buzz of the na@kquis.

“Cover the cameras,” Jakeb growls under his breath.
“Sure thinggDad.”

No time ta$coff at theéir handlemHe was right about the muscle. Six
broad-shetildered toughsintailored Shits raise their glares to him and
form a wall offlésh betweenthim andthe end of the alley. The white of
Mitchgssuit and hiSluneasy protests disappear behind a far door.

“Getlest, old man,»one of the toughs suggests. She pockets a famil-
iar e-cig.

One quick glance to the corners of the alley, and Jakob finds it — a
ddrk'glassy lens set in a boxy camera, pointed uselessly skyward.

The 'eld man grins and flexes his fists so hard his knuckles pop.

All'six of them straighten, leering down at him, reaching into their
jackets. They’re too late, too little, too fragile. Jakob’s fists continue to
tighten, the flesh across his knuckles darkening and bristling with scales.
His vision goes vibrant, the fire-heat of his enemies’ blood blinding
against the cool of the night.

“What the fuck—” one utters before catching a massive, ice-gray
claw in the throat.

“Don’t make a mess,” Kiran protests before the earpiece clatters to
the pavement.

Messes are someone else’s problem. It’s time for the Beast.

OF BEAUTY OF BEASTS







Memory is a complicated thing, a relative to truth, but not its'\Qila.
— Barbara Kingsolver

Long before Gods and humankind emerged, Earth was
a ball of molten lava, highly unstable and volatile. Contact
with the vacuum of space chilled the surface to a shell. This
fragile crust easily broke apart and sunk back under the ig-
neous interior. The process repeated, freezing then burning,
burning then freezing. It was a predestined and endless
cycle of creation only to be destroyed, and destruction only
to be created.

The Gods then came and rewrote Earth’s
fate, dictating how the land, sky, and sea
came to be. They also named who or
what the land rests upon. The Shén
praise Niiwa for mending the
sky and supporting it with
the limbs of Ao. The Vedas
speak of how Brahma
tasked Shesha with go-
ing to the netherworld
and stabilizing the
earth with his cobra
hood. Han-nu-nah, the
great turtle, chosen of
Geezhigo-Quae’s, bears
the soil entrusted by
the muskrat who risked
their life retrieving Wit
from the depths‘ofthe sea.

The Memories’ ~of
Dragons, howevef, tell a
different tale. Long before the
divine forces came, some€osmic
entitie§ — Dragons among them —
observed the neighboring planets and
concluded that Earth would ultimately
become a bafren planet with a vast desert,
likesthatof Venus and Mars. Not content with this
foregone conclusion, these observers planned carefully, then
dove into the lava. With their immense strength, each took
up a piece of Earth’s crust upon their backs. Now, even if the
crust cracked, the pieces would not sink.

Coordinating their movements to simultaneously re-
lease the pressure of lava, these entities helped the shell build

up stability. A new paradigm was born, With stability came
water vapor and then rain. Drops accumulated into oceans.
Earth became different ffom theyrest of The World. In the
watery cradle, life found a seedbedyto grow, multiply, and
evolve. Intelligence developed. Theseyobserving informed
those beneath the shells of these splendid developments.
The beings, collectively bestowed the title of Bearers, looked
up at their work in pride, and awaited the future
with eagerness.

JDENTITIES
FORGOTTEN

When the Gods learned
about the Bearers, they
tempted, offered, or

coerced them to join
their pantheons. They
expunged from reality
those that refused
in  earth-shattering
fights. The cata-
strophic disasters
triggered by the death
throes of these Bearers
frightened the Gods. As
a result, they treated the
surviving Bearers as lia-
bilities, rather than allies or
enemies. To prevent further
rebellion, the Gods slowly,
gradually, and subtly replaced
the Bearer’s memories as they re-
wrote the World.

For countless eons, the Bearers forgot.
They believed themselves faithful followers or con-

tributors of their respective pantheon and fitted in perfect-
ly. The Memories of Dragons, however, persisted and endured.
Thus, among the Bearers, Dragons were the first to experience
flashes of lucidity. When these Dragons’ identities returned in
full force, their epiphany infuriated them. Consequently, they
raged and roared, inducing enormous earthquakes still whis-
pered about today in fear.
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