
                                                                       



Pestilence, the Third
Dragon of the Apocalypse

History:
Pestilence is a walking disaster, coming after the passing of

Conquest and War, it brings to the grave the poor souls that

are still alive. His mere presence poisons crops and water

sources, the debilitating miasma that it exudes rots the

bodies of those left standing. Once a dead dragon, Pestilence

was brought back from the dead by Death, but never quite

recovered.

It is an emotionless killer, killing more by duty and habit

than for any other reasons. Although it doesn’t enjoy killing, it

doesn’t dislike it either, the poor fools that try to challenge it

come to realise that fact too late.

Behavior:
Pestilence doesn’t enjoy daylight, reminding it too much of

his former life. He leaps out from his lair when the dark takes

over. Flying over devastated battlefield and villages, it targets

those left standing with his plague, sometimes leaving them

the time to go back home, so that its targets can better spread

the infection. A cold killer it goes for the most efficient kills.

King or beggar, no one is safe from its toxins.

In Battle:
Pestilence will try to kill any cleric as fast as possible, due to

its undead nature. Paladins are next on its list, because they

possess the ability to heal his poison. Once targets with the

ability to deal with his poison have been dealt with, it’ll focus

on the rest of the attacking party. Pestilence will try to use its

legendary actions to cast cloud kill, using the fact that its

ability gives disadvantage on saves to poisoned creatures, its

breath attack is used as often as possible as well. If a player

somehow manages to tick it off, it will cast contagion to give

it the most agonising death possible.

Lair Actions
On initiative count 20 (losing initiative ties), Pestilence takes

a lair action to cause one of the following effects; Pestilence

can’t use the same effect two rounds in a row:

A cloud of swarming rotting insects fills a 20-foot-radius

sphere centered on a point Pestilence chooses within 120

feet of it. The cloud spreads around corners and remains

until the dragon dismisses it as an action, uses this lair

action again, or dies. The cloud is lightly obscured. Any

creature in the cloud when it appears must make on a DC

16 Constitution saving throw, taking 10 (3d6) piercing

damage on a failed save, or half as much damage on a

successful one. A creature that ends its turn in the cloud

takes 10 (3d6) piercing damage.

Tentacles of animated acid sprout from the back of

Pestilence, grasping foes. Choose 3 creature within 120

feet of the dragon, they must succeed on a DC 16

Strength saving throw or be pulled up to 20 feet closer to

Pestilence and knocked prone.

Pestilence summons 1d3 Chuuls that obey its command

(no action required by it) in a space that it can see within

60 feet of it. Roll initiative for each of them.

Regional Effects
The region containing Pestilence’s lair is warped by the

dragon’s magic, which creates one or more of the following

effects:

A sickening fog lightly obscures the land within 6 miles of

the lair, any creature within that inhales the fog for the

first time must succeed a DC 12 Constitution Saving

Throw at the end of each of its turn. A creature is affected

after failing three of these Saving Throws, the disease's

effects last for 1 month, and the creature stops making

these saves. After succeeding on three of these Saving

Throws, the creature recovers from the disease, and

becomes immune to those effects for 1 month. An affected

creature suffers a crippling fever and begins to bleed

uncontrollably, its maximum hit points are reduced by 1

every hour that passes. If this effect reduces a creature's

hit point maximum to 0, the creature dies. This reduction

to a creature's hit point maximum lasts until the creature

is affected by the spells greater restoration or wish.

In a 6 mile radius around the lair, Oozes of various kinds,

as well as Chuuls start appearing and attacking the wild

life indiscriminately, hinting at the presence of an

unnatural monster.

Water sources within 1 mile of the lair are supernaturally

fouled. Creatures that drink such water regurgitate it

within minutes.

If the dragon dies, the these effects fade over the course of

1d6 days.


