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ADULT DECAYED DRAGON� CREATURE 12

Rare CE Huge  Dragon

Seeping wounds cover the exposed flesh and scales of this immense draconic being. Tattered wings rise behind its head, while spiked growths emerge from its 
elongated neck and along its coiled tail. Five equine skulls leer out from where a single head should be, each chattering in a discordant symphony.

Perception +31; darkvision, lifesense 100 feet 
Languages Common, Draconic, Necril 
Skills Acrobatics +20, Athletics +25, Deception +24, Intimidation +24, Religion +23,  
Society +21, Survival +21 
Str +7, Dex +2, Con +6, Int  +3, Wis  +6, Cha +3

AC 33; Fort +25, Ref +320, Will +21; +1 status to all saves vs. magic
HP 222; Immunities disease, negative, paralyzed
Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 30
Atrophy Aura (aura, divine, negative, transmutation) 30 feet. Each creature that ends its turn in the aura must succeed at a DC 30 Fortitude 

save 
Critical Success The target is unaffected and  immune to the aura for the next 24 hours.
Success The target is unaffected.
Failure The target is drained 1. If it is already drained, it increases its drained value by 1.
Critical Failure The target is drained 2 and doomed 1. If it is already drained, it increases its drained value by 2.

Five Faces of Death r As Attack of Opportunity, but the decayed dragon can take this reaction up to 4 additional times in a round, in 
addition to its normal one reaction.

Speed 30 feet, fly 100 feet
Melee 1 horn +8 (magical, negative, reach 15 feet), Damage 3d10+12 

piercing plus 3d6 negative damage
Melee 1 tail +24 (magical, reach 20 feet), Damage 3d12+12 bludgeoning
Melee 1 wing +24 (magical, reach 15 feet), Damage 1d12+12 piercing
Melee 1 jaws +8 (agile, finesse), Damage 1d6 piercing
Divine Innate Spells DC 32; 4th dimensional anchor, 3rd vampiric touch 

(x3), 2nd death knell (at will)
Breath Weapon (divine, evocation, negative) The dragon unleashes a 

spray of decaying matter that deals 13d6 negative damage in a 100-foot 
line (DC 32 basic Reflex save). Creatures who critically fail this save also 
become drained 1. They can’t use Breath Weapon again for 1d4 rounds.

Draconic Frenzy 2 The dragon makes two claw Strikes and one tail 
Strike in any order.

Draconic Momentum The dragon recharges its Breath Weapon whenever 
it scores a critical hit with a Strike.

DECAYED DRAGON 
SPELLCASTERS

Like other dragons, some decayed dragons 
can be dedicated spellcasters. To make a 
decayed dragon a spellcaster, remove the 
dragon’s Draconic Frenzy and Draconic 
Momentum abilities, and give it the spells 
outlined below. You can swap out any number 
of these with other divine spells, provided you 
keep the same number of spells for each level. 
You might also want to increase the dragon’s 
Wisdom by 1 or 2 to reflect its mastery of 
magic.

Adult Decayed Dragon
The dragon Zycroth is recorded in the lore of 
Acarath all the way to Zeskoran. As natural 
in the waves as they are in the air, Zycroth 
is a scourge of naval travel throughout Tyne, 
and many governments maintain a sizable 
bounty for those who can bring one (or more) 
of the dragon’s heads in. Why a dragon 
would debase itself as a pirate is a question 
none have been able to answer.
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LORE

A member of the wasting dragons who remain scattered throughout Tyne, decayed dragons 
are draconic lineages who’ve fallen to the ravages of entropy that overwhelm them. Unlike 
diseased dragons, these creatures instead find their bodies collapsing under a powerful curse 
that causes their bodies to rapidly age and fall apart. As such, decayed dragons scavenge parts 
from other draconic beings, or even other species of creatures entirely, in order to prolong 
their pitiful existences.

Dwelling in hidden lairs across Tyne’s many wilderness regions, decayed dragons regularly 
switch between long periods of hibernating torpor or intense studies into the maladies that 
afflict them. Unlike their desiccated dragon kin (see Rotgrind Bestiary: Desiccated Dragon), 
decayed dragons believe their affliction to be some cosmic anomaly and somehow related 
to their innate affiliation with the realm of the Crucible of Creation and the negative energy 
affiliations of that region. Because of this belief, these dragons seek spiritual enlightenment 
to uncover the source of their affliction, rather than raiding ancient ruins or tomes for occult 
lore to solve their plight.

The atrophy that afflicts these dragons isn’t contagious, though close proximity quickly 
ravages the bodies of others. Standing near a decayed dragon can lead to broken sores 
on skin, shattering bones, and sudden bleeding from almost every orifice. Unlike some 
creatures, decayed dragons cannot control the effects of their aura, and are powerless as their 
own body’s rampant decay afflicts those nearby without regard. Only undead seem mostly 
immune to the effects of these dragons, and so many decayed dragons fill their lairs with 
mindless undead guardians and intelligent undead to act as custodians for their periods of 
long hibernation.

Though powered by divine energies, decayed dragons worship no gods. They respect the 
Fundamentals and the Old Powers, but pay no reverence to later deities like those of the First 
House. Instead, these dragons view themselves as stewards of the material world, and believe 
that something has occurred to cut off their innate connection with the balance of the wider 
cosmology. As such, they seek to rectify this affliction, so they can return to their ordained role 
as draconic guardians of the passage of souls to and from the Crucible of Creation.

Some decayed dragons remember their original status, as dragons of many different 
backgrounds. However, many more have forgotten their original heritage and have focused 
their existence on resolving a problem that they don’t even know the eventual resolution of. 
The long hibernations enjoyed by many decayed dragons to ease their atrophying suffering, 
leads their minds to shed memories in a similar manner, effectively creating powerful 
dragons with large memory gaps when they emerge from their torpor. It’s common to find 
a decayed dragon who is missing large chunks of its memory, and who becomes irrationally 
angered as they realize it.

The most common denominator between such dragons is their obsession with their head 
and faces. As their heads seem more susceptible to the decay observed by the rest of their 
bodies, these dragons regularly replace them with the heads of other dragons or from suitably 
large heads belonging to other creatures. As such, it’s possible to find one decayed dragon 
with an array of decomposing draconic heads, while another might have an array of equine 
skulls animated by the negative energies that course through the dragon’s immense frame.
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NOTABLE DECAYED 
DRAGONS

Across Tyne, there are several examples of 
important decayed dragons who remain 
active or are known through local legends 
and myth.

Adrathax
Thought of as a myth to scare children 
on the Pridoman continent, the dragon 
Adrathax is quite real. Dwelling in an island 
resting at the center of a lake in central 
Pridoma, the dragon has enjoyed several 
centuries of peaceful quiet after slaying 
the entire populace of the mostly forgotten 
nation of Kadamiran. The recent arrival 
of strangers selling arms to kingdoms of 
the Inheritor Lands has begun to rouse 
Adrathax, as the interlopers have begun 
using the surrounding lake as a meeting 
point to perform their deals.

Degenairus
Having slain a warking and claimed their 
host as its own, the dragon Degenairus now 
leads an ever-changing mob of warriors 
across the desolation of Terleem. Members 
of the dragon’s band prove their worth 
by spending time close to the dragon, 
embracing the wrack on their bodies as 
signs of a divine gift from their draconic 
master.

Shilvania
Local twangfolk believe that Shilvania is 
nothing more than a terror of the eastern 
regions of the Solitude swamp. This dragon 
has claimed a vast swathe of morass as 
her home, and she routinely dispatches 
boggy undead to claim victims to act as 
experiments in her attempts to undo the 
curse that ravages her body.

Zycroth
The dragon Zycroth is recorded in the lore of 
Acarath all the way to Zeskoran. As natural 
in the waves as they are in the air, Zycroth 
is a scourge of naval travel throughout 
Tyne, and many governments maintain a 
sizable bounty for those who can bring one 
(or more) of the dragon’s heads in. Why a 
dragon would debase itself as a pirate is a 
question none have been able to answer.
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Our goal is to build out a fully realized world that you can invest 
yourself in, as well as run your own tabletop RPG games with. 

Over the coming months, we’ll be releasing a bevy of custom 
rules content for Pathfinder 2nd Edition, though the rules can easily 
be adapted for other game systems as necessary. We’re looking at 
releasing bespoke new rules and mechanics, as well as expansions 
to existing rules like: new monsters, new spells, unique items, 
backgrounds, ancestries, and so much more!

As the Rogrind campaign continues and we release more and more 
content, the focus will be on the city of Outset and the macro-level 
elements of the setting (continents, nations, pantheons, cosmology, 
etc.). Our plan is to gauge the reaction and adjust the type of content 
being released as time goes on, and based on feedback from our 
audience. All of this bespoke content, as well as regular releases for 
content used on the show, is going to be provided for you to use in 
your own games!

Supporting the show and our Patreon is the best way to get this 
content and see it in action! 

Thank you for your support. It really matters more than you could 
ever realize. Keep checking back for more! PATREON.COM/NARRATIVEDECLARATION

NARRATIVEDECLARATION.COM

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OPEN GAME LICENSE VERSION 1.0A

The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc. (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b) “Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d) “Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the 
extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product Identity. 
(e) “Product Identity” means product and product line names, logos and 
identifying marks including trade dress; artifacts, creatures, characters, 
stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other visual 
or audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic designs; 
and any other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) “Trademark” means the 
logos, names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means 
to use, Distribute, copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. (h) “You” or “Your” 
means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to any 
Open Game Content that you Use. No terms may be added to or subtracted 
from this License except as described by the License itself. No other terms 
or conditions may be applied to any Open Game Content distributed using 
this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open 
Game Content.

5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights 
to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE of 
any Open Game Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder’s name to 
the COPYRIGHT NOTICE of any original Open Game Content you distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except as expressly licensed 
in another, independent Agreement with the owner of such Trademark 
or Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content.

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental regulation then You may 
not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive the 
termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable.

15. COPYRIGHT NOTICE
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System Reference Document © 2000, Wizards of the Coast, Inc.; Authors: 
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Gary Gygax and Dave Arneson.

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Authors: 
Logan Bonner, Jason Bulmahn, Stephen Radney-MacFarland, and Mark 
Seifter.

Pathfinder Bestiary (Second Edition) © 2019, Paizo Inc.; Authors: 
Alexander Augunas, Logan Bonner, Jason Bulmahn, John Compton, Paris 
Crenshaw, Adam Daigle, Eleanor Ferron, Leo Glass, Thurston Hillman, 
James Jacobs, Jason Keeley, Lyz Liddell, Ron Lundeen, Robert G. McCreary, 
Tim Nightengale, Stephen Radney-MacFarland, Alex Riggs, David N. Ross, 
Michael Sayre, Mark Seifter, Chris S. Sims, Jeffrey Swank, Jason Tondro, 
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