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CHAPTER 1 


DEMONS ARE the manifestation of malign 
chaos-the embodiment of vile perversion and 
elemental ruin. Even the weakest of these creatures 
are hideous to behold , their features the stuffof 
nightmares. The most powerful fiends are anathema 
to mortal sensibilities, their mere presence enough to 
drive other creatures to madness. As living engines 
of annihilation, demons have an innate desire to 
consume and destroy while causing as much pain as 
possible. Fear and mercy are unknown to their kind . 

Peel away the veneer of virtue, civility, and char
ity, and each mortal race reveals a writhing core of 
corruption and rage. It is said that the progenitors of 
demonkind were not unlike the mortal races once, 
but their darkness grow within them until it warped 
them in body and soul. Now, a demon's every thought 
is tainted by hatred and malice. 

This chapter provides new insights into the history, 
life , and horror of these iconic monsters, bringing to 
life the information presented in one of the game's 
most legendary works-the Demonomicon of188wilv. 
Be warned, however-the lore contained in these 
pages is perilous indeed . 

This chapter covers the following topics. 

+ 	History of the Abyss: The creation and dark past 
of the realm ofdemons. 

+ Demonic Physiology: A study ofdemonic form 
and function. 

+ 	Demonic Ascension: The driving force behind 
every demon's thirst for power and destruction. 

+ Society: Demon lords, demonic cults, and the 
mysterious obyriths. 

+ 	Summoning Demons: Mortals who seek abys
sal power can bind demons to their service, but at 
great risk. 

+ 	Demonic Monster Themes: New powers for 
customizing demons and their masters in your 
campaign. 

+ 	Mechanics and Options: A demon-themed 
campaign are, a skill challenge for disrupt
ing a powerful cult ritual, and demonic traps 
and hazards useful for running demon-themed 
adventures. 

1. 	 I Demon Lore 





FROM THE DEMONOMICON OF IGGWILV 
Many are they who would gladly have prostrated 
themselves before me. promising their fortunes. their 
families. their very souls to possess the tome you 
now hold in your hands. No matter how powerful 
you believe yourself to be. no matter how great your 
claim to knowledge-on matters of demon lore, you 
are a rank novice in my sight. 

Demons are not a class of creature easily 
codified. and no amount of vellum and ink can 
possibly hope to catalog their innumerable attri
butes and permutations. The resea rch collected in 
this Demonomicon is accurate and impeccable. I 
assure you. But entering into battle against a demon 
requires more than mere knowledge. For demons 
are creatures of chaos-mutable and forever adapting 
to their environment. A tactic employed successfully 
against an abyssal horde one time might result in 
your utter destruction the next. 

Although you might have gained temporary 
possession of my precious tome, you still stand to 
gain only an inkling of the innermost workings of 
demonkind-a subject I have lived and breathed over 
uncounted centuries of life. Was it unwise to set 
hard -won knowledge to parchment so sneak thieves 
such as yourself could steal away with it? Perhaps. 
But unless you are a special kind of fool. you know 
that I am already hunting you. So find what wisdom 
you can in th ese pages. for the time in which it might 
serve you is short. ... 

Six volumes of the legendary Demonomicon ofI88wilv 
are known to exist. all ofwhich have changed hands 
many times ove r the centuries. This vile codex held 
the dark secrets ofIggwilv's dominance over more 
than a dozen abyssal lords; numerous wizards and 
sages have sought to equal that power by gaining 
access to all six tomes. As yet, none has succeeded. 

The Demol1omicon is said to be based on a prior 
work titled the Tome ofZyx, writtell by the legend
ary archmage and former mentor ofIggwilv, Zagig 
Yragerne. The Demonomicol1 represents the Witch 
Queen's primary repository of demonic knowledge , 
drawn from a multitude ofyears spent plumbing the 
hidden depths of the Abyss and from her personal 
interactions with the demon lords themselves. 

Each volume is a heavy, brass bound tome of 
parchment pages set with clawed clasps. Dark covers 
crafted from demon leather and sinew bind and pro
tect the profane lore within. Beyond its invaluable 
information regarding the Abyss and its inhabitants, 
the Demonomicon contains secret lore for summoning 
and binding demon lords, unique rituals for crafting 
permanent demongates, and spells and prayers of the 
utmost evil. 

lGGW1LV 
Infamous demonologist and author of the seminal work 
that bears her name, the Witch Queen Iggwilv remains 
an enduring and powerful force in the world and in the 
planes beyond. Her goal is nothing less than domination 
of the entire Abyss, and she knows more of that plane's 
secrets than any other being, living or otherwise. 

The adopted daughter of the witch Baba Yaga, 
Iggwilv was apprenticed to the eccentric archmage Zagig 
Yragerne, who made his fortune as a member of the leg
endary adventuring group the Company of Seven. After 
absconding with her mentor's greatest secrets, Iggwilv 
used that knowledge to imprison the Dark Prince Graz'zt. 
With Graz'zt as her consort, Iggwilv came to rule as the 
Witch Queen of the distant nation of Perrenland. It was 
there that she penned the first entries of the infamous 
Demonomicon. 

When Graz'zt escaped her, Iggwilv was eventually 
imprisoned in his abyssal palace in Zelatar. Upon escap
ing, the fallen Witch Queen attempted to lead an anny 
of fiends into the world but was again defeated. Iggwilv 
then retreated for a time into a hidden lair in the Abyss, 
where her aid was instrumental in the overthrow of the 
demon lord Demogorgon. Though the Prince of Demons 
has since returned to power, Iggwilv still possesses a shard 
of his demonic essence. 

Iggwilv is said to have two forms-one, an old crone; 
the other, a beautiful human female with flOWing back 
hair and alabaster skin. 

Iggwilv was named in Dra80n #359 as one of the great
est villains in DUNGEONS & DRAGONS history. 
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HISTORY OF THE ABYSS ' 

FROM THE DEMONOMICON OF IGGWllV 

The Abyss is impossibly ancient by mortal reckoning, 
born in an Age before Ages when the aftershocks 
of creation still thrummed throughout the cosmos. 
Powerful primordials of manifest entropy ruled this 
epoch, forming whole worlds from raw elemental 
matter and then des troying them. Another race 
of beings dwelled in the remoter reaches of the 
cosmos-immortal deities born of faith and ideas 
rather than elements and matter. The primordials 
and the gods had not yet made contact in this long· 
ago era before the Dawn War. The birth of the Abyss 
changed this. as it changed so many things .... 

THE OBYRITHS 
The oldest myths and legends tell ofa race ofvile 
entities that once presided over the remains ofa 
dying universe. These beings of evil incarnate were 
known as the obyriths, and they had ruled since time 
immemorial. As their hunger drained their realm 
ofall life and power, they knew that their days were 
numbered. So it was that in the last age of their race, 
the obyriths breached the barrier between their 
realm and another, pushing a shard of uttermost 
evil through the fissure between realities. With the 
power of the shard, they hoped to corrupt the most 
powerful beings of this new realm. After bending and 
eventually enslaving these creatures to their will. the 
obyriths would exert their control over a new realm. 
reshaping it in their own vile image. 

Eons passed as the obyriths slowly died. When 
only a handful of their kind remained. the plan they 
had enacted so long ago finally came to fruition. A 
deity hungry for power found and seized the shard of 
evil. This god. Tharizdun. found his mind and spirit 
opened to the obyriths trapped in their dying dark· 
ness. The link to those foul beings corrupted him in 
an instant. driving the deity to madness. But the oby
riths ' plan to seize the celestial realms controlled by 
Tharizdun and his kind was met with resistance and 
a twist they had not anticipated. 

The obyriths demanded that the deity plant the 
seed ofevil within the Astral Sea. promising him 
total dominion of that realm in exchange for his 
fealty. Even within his madness. however, Tharizdun 
recognized that his fellow gods would turn on him 
before he could fully seize the power the obyriths 
promised. Instead. the mad god traveled to the far
thest reaches of the cosmos, planting the seed of evil 
in a primordial expanse of the churning Elemental 
Chaos-the realm of the fallen primordials. which he 
hoped to seize as his own. 

BIRTH OF THE ABYSS 
The planting of the seed of evil in the Elemental 
Chaos unleashed power like that realm had never u. 
seen before. The nascent evil of the obyriths' realm o 
flared one last time as black flame. exploding >

a:through a yawning vortex that formed where the seed 0 
was cast down. Forced to act even though their plans l-
had gone astray. the obyriths allowed themselves to 

V) 

be drawn through the vortex as their own realm was 
consumed and finally destroyed. 

The obyriths had seemingly won their prize-a 
realm in which their evil could be spawned anew. But 
as the tear in the fabric of reality closed. Tharizdun 
faced off against his would-be masters . Beholding 
the obyriths in their horrific grandeur. the god was 
shielded from their wrath by the link they had forged 
with him. At the same time. the evil and madness 
of the shard blessed Tharizdun with great power of 
his own. The vortex that formed around the shard 
ofevil was the Abyss. growing within the Elemental 
Chaos even as Tharizdun and the obyriths fought to 
control it. In a battle that raged for eons. Tharizdun 
tore through the stuffof the nascent Abyss. follOWing 
the shard of evil and calling forth minions from its 
burgeoning substance. The first demons howled in 
fury at their creator's command. throWing themselves 
at the obyriths in wave after suicidal wave. 

The shard ofevil had granted the mad god far 
more power than the obyriths could ever have pre· 
dicted. Instead ofa puppet. they faced a being of 
unmatched strength and absolute evil. Only by work
ing together did the last twelve obyriths stave off 
destruction and, over the course ofendless battles, 
force Tharizdun into a stalemate. As both sides with
drew to plot the other's destruction. the growth of the 
Abyss settled and slowed. Beings outside the newly 
created realm took notice of it for the first time. 

THE PRINCE OF DEMONS 
Drawn by whispers promising power and dominion 
over the unfolding realms of creation. the first pri
mordials entered the Abyss. The shattered realm they 
observed within the vortex was thoroughly corrupted, 
but these creatures were unconcerned with morality 
as they pressed on, beckoned by the whispering of the 
Abyss's evil heart. As they explored farther into the 
desolation. they came upon a great. blood-red ocean, 
and they knew they had reached that heart at last. 
Floating there in the shallows of the nascent Blood 
Sea. the shard of evil called out for one strong enough 
to step forward and claim it. 

The first to set forth was a petulant primordial of 
unbridled fury named Demogorgon. As Demogorgon 
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waded into the turbulent surf, however, another 
being rose up from the darkened depths beneath the 
sea. The interloper Dagon challenged Demogorgon 
for the right to claim the shard, the mighty primordi
als clashing in a battle that turned the sea to a bloody 
storm. But as they fought, a third being crawled up 
from a hitherto unseen pit to claim the shard as his 
own. Obox-ob, a loathsome obyrith of putrescence 
and filth, had become the first Prince of Demons. 

FINAL FORMATION 
Despite the unparalleled power he gained as Prince 
of Demons, Obox-ob was not the full master of that 
power. As it had with Tharizdun, the shard compelled 
its wielder to plant it in the Astral Sea. Obox-ob, suf
fering under the shard's powerful weight, struggled 
to carry it forth from the Abyss and complete the pur
pose for which his kind had created it. 

However, not all demons wanted to see the shard 
lay waste to the astral realms. The primordials 
Demogorgon, Orcus, and Baphomet, already in the 
throes ofdemonic transformation, feared rightly 
that Obox-ob 's actions would grant him control over 
all the cosmos. They attacked the Prince of Demons 
before he could reach the Astral Sea, flinging Obox
ob and the shard down again into the vortex beneath 
which the Abyss had formed. Where Obox-ob struck, 
the Abyss was sundered , forming a deep fissure into 
which the sea drained away in a boiling storm. 

As they followed the newly created Blood Rift 
into the light less depths, Demogorgon, Orcus, and 
Baphomet were finally transformed into demon lords. 
Yet as they did so, they felt their power begin to wane, 
the whispers of the Abyss suddenly silenced the 
deeper they went in pursuit of the shard. Alarmed, 
the three qUickly retreated even as the powerful pri 
mordial Garash slipped past them hoping to claim 
their prize. He was never seen again, and since that 
dark day, the demon lords have feared to seek the 
shard of evil within the Blood Rift's endless depths. 

In time, more pits began to appear across the arid 
surface of the Abyss. Exploration of these chasms 
whisked creatures through extradimensional 
conduits to uncharted reaches ofthat realm. The 
malevolent maelstrom that had formed the Abyss 
was growing as the seed of evil burrowed deeper and 
deeper into the primal foundations of the Elemental 
Chaos. Within these new layers, the demon lords 
established their mighty demesnes, bending the very 
fabric of the Abyss to their indomitable will. 

THE CULT OF ELEMENTAL 
EVIL AND THE DAWN WAR 
The intrusion of primordia]s into the Abyss pushed 
Tharizdun to act. He attempted to force Demogorgon, 
Orcus, and their ilk into slavery, but their combined 
power proved too great for him. Rather than risk 
defeat in single combat, Tharizdun strove to marshal 
the power of the Elemental Chaos and its denizens 
in his bid for universal domination. The primordi
als, already angered with the gods' meddling in the 
affairs of the world, were easily swayed by Thariz
dun's call to arms. They believed that if the mad god 
could reclaim the shard of evil now buried in the 
heart of the Abyss, it would ensure their triumph 
over the gods of the Astral Sea. Calling himself the 
Elder Elemental Eye, Tharizdun attracted powerful 
followers , only a few of which knew him as the god he 
was. The deceit he fomented rallied other elemental 
creatures to his banner, and the Cult of Elemental 
Evil grew. 

Chiefamong Tharizdun's lieutenants was a power
ful primordial named Miska the Wolf-Spider. It was 
Miska who was charged with assaulting the Abyss to 
find the shard of evil. But the attention of the gods 
had been drawn to the Abyss and the primordials 
that entered it. When Tharizdun's plans were discov
ered , his immortal kin attacked. Though a powerful 
foe, Tharizdun was overcome by the combined might 
of the gods. Locking him away in a remote abyssal 
layer, they called him the Chained God and struck 
his name from history. Tharizdun's armies were scat
tered , but they were not yet defeated. Marshaled by 
Miska and the Princes of Elemental Evil, the host 
fought on. 

QUEEN OF CHAOS 
Above the cosmic maelstrom of the Abyss ha ngs a 
cruel, stationary sun. Once every millennium, an 
immense orbiting mote of elemental earth eclipses 
this star, blanketing the Plain of a Thousand Portals 
in total darkness. It was during the first of these rare 
periods of occulted twilight that the most powerful 
obyrith-called the Queen of Chaos by others of her 
kind-saw a chance to seize the power over which the 
demon lords and Tharizdun's followers fought. 

As the eclipse commenced , a mass battle was 
raging on the plain beneath it. The armies ofObox
ob were defending the layer's portals against Miska 
the Wolf-Spider and his forces. Miska and his armies 
cornered the weakened Prince of Demons in the end, 
and were about to gain access to a portal that Miska 
believed would lead them to the shard of evil. At that 
point, the Queen of Chaos struck. 

On the bleak plain, the powerful obyrith slew 
Obox-ob, dethroning the Prince of Demons even as 
she offered his reign to the Wolf-Spider. Having long 
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feared that Tharizdun might never be freed, Miska 
was already succumbing to the call of the Abyss even 
before the obyrith's offer. He thus gave his allegiance 
to the Queen ofChaos in exchange for her aid in 
destroying the gods of the Astral Sea. With the might 
of the Abyss and the armies of the Elemental Chaos 
marshaled behind her, the Queen of Chaos was sud
denly vaulted into a position of near-absolute power, 
looking past the Abyss with the dream ofcontrolling 
all creation. 

CHAOS UNITED 
The alliance between the Queen of Chaos and Miska 
the Wolf-Spider began a climactic epoch of the Dawn 
War. With the combined forces of chaos battering its 
deities, the Astral Sea seemed lost. However, as the 
gods' bastions fell, an exarch ofMoradin and seven 
angels ofBahamut known as the Wind Dukes of 
Aaqa worked in secret with Torzak-Belgirn, the Soul
forge of Morad in, to craft the Rod ofLaw. With this 
powerful weapon, the gods hoped to defeat the hosts 
ofchaos once and for all. 

The Rod ofLaw turned the tide of war in the Astral 
Sea. In the end, it broke the will of the invaders when 
it was used to strike down Miska the Wolf-Spider, 
then banish the Prince of Demons to an unknown 
plane. The shattered Rod ofLaw became the artifact 
known as the Rod ofSeven Parts as Miska's armies 
retreated to the Elemental Chaos. Her power dimin
ished and her will broken, the Queen of Chaos 
disSipated back into the Abyss. Though her true fate 
remains unknown, it is said that she will not return 
until the Plain ofa Thousand Portals is blighted by 
eclipse once more. 

THE AGE OF BLOOD 
With the forces of the Queen of Chaos in retreat 
and the demons that served her scattered or dying, 
Demogorgon chose to act. Though content to stand 
behind their queen while she held power, the oby
riths retreated into hiding when she fell. Having had 
the foresight to keep their tme identities and nature 
a secret, the obyriths could not be targeted by the 
demon lords who saw their power as a threat , but 
they were forced to watch in rage as Demogorgon 
asserted his claim as Prince of Demons. After crush
ing his rivals and gathering their followers into a 
devastating force, Demogorgon repelled the forces of 
the Astral Sea from their assault on the Abyss. 

CHAINED GOD 
AND FALLEN ANGEL 
Even as the Queen of Chaos attempted overt con
quest, others among the obyriths pursued more 
subtle plots. In the aftermath of Miska's failure and 
the obyrith queen's fall, Pazuzu slipped out of the u.. 

oAbyss in secret to stake his own claim to power. 
>Making his way by secret portals to Tharizdun's 

prison, the obyrith presented himself to one of the "o 
deific guards there-an angeliC paragon ofchastity r
and virtue called Asmodeus. The angel listened as 
Pazuzu plied him with flattery and lamented that the J: 
gods had chosen to repay Asmodeus's loyalty with an 
eternity ofservice at a thankless task. 

A seed of vanity and false pride began to grow 
within Asmodeus, fanned to a spark of arrogance 
by Pazuzu's words. Soon believing that he was more 
righteous than the deity to whom he had sworn alle
giance, Asmodeus began to hear the whispers of the 
shard ofevil at the Abyss's heart. Abandoning his 
duty to guard the Chained God, he sought out and 
found the shard in the Abyss's incalculable depths. 
Asmodeus stole away a sliver of the shard, forging it 
into a ruby-tipped rod of incredible power. 

Armed with his scepter of absolute eVil, Asmo
deus led an invasion of the Astral Sea in which his 
divine master was slain. The victory was short-lived, 
however, and Asmodeus and his infernal army were 
imprisoned in the dominion of his former master. But 
the fallen angel's hunger for power was ali-consum
ing. Millennia later, Asmodeus had become a deity in 
his own right, but still he hungered to return to the 
heart of the Abyss and steal an even more powerful 
fragment of the shard . 

THE BLOOD WAR 
Over the next age, demons and devils destroyed each 
other on an uncounted number of battlefields. Even 
as Asmodeus sought the power of the shard ofevil, 
the demon lords sought to return his stolen fragment 
to its rightful resting place. 

Devils were soon pouring into the Abyss at an 
alarming rate, constructing iron fortresses and hold
ing large stretches of the strategically Significant 
Plain of a Thousand Portals. The forces of the demon 
lords drove the devils back, waging battle on the hell
ish plains ofAvernus. 

For untold millennia, the Blood War raged with 
no end in Sight. Then unexpectedly, recent centu
ries have seen the endless battle devolve to a state 
of sullen truce. On the heels of civil war in the Nine 
Hells and constant struggles for power among the 
demon lords, the losses of the Blood War became too 
high a toll. 



FROM THE DEMONOMICON OF IGGWILV 
Demon physiology is fascinating beyond measure. 
I know of no other type of creature in the cosmos 
that so rapidly and thoroughly adapts to its environ
ment. Take a fiery immolith and drop it in the frigid 
expanses of the Iron Wastes. Come back in a few 
months, and you will discover the immolith's shroud 
offlame replaced by an aura of bitter frost. Return a 
few years hence and you'll likely find a demon closer 
in appearance and power to a jarrlak than the crea 
ture of fire you left behind. Many, many times I have 
repeated this experience, each in a different abyssal 
layer and all with similar results. If I locked him away 
for a span of years in the Forest of Living Tongues, I 
wonder what form my beloved Graz'zt would even
tually take? 

No one knows exactly how or why the first demons 
took form. Some sages believe that the fusion of the 
shard of evil and the physical instability inherent in 
the Elemental Chaos was the catalyst that spawned 
demonkind. Others believe that the shard of absolute 
evil was, in fact, the aggregate of the wasted souls 
of much of the obyrith race. When that evil fused 
with the Elemental Chaos, a new kind of creature 
was spawned. Whatever the case, the phYSiology of 
the demon is dramatically different from that of any 
other creature. 

BODY, SOUL, AND ANIMUS 
Demons are creatures of rage and raw physicality. 
Created by the Abyss to act as soulless agents ofblind 
destruction, they are creatures of ever-evolving form, 
vicious animus, and unquestioning evil. Obyriths and 
transformed primordials are among the few types of 
demons possessing souls, as are other creatures that 
metamorphose into demons through force ofwill or 
through exposure to the Abyss. The former archdevil 
Graz'zt (see Manual of the Planes", page 130) might be 
the best known of such transformed creatures. Lesser 
demons form souls through experience, through 
servitude to demons with souls, or through consump
tion of soul larvae (page 14). Demons with souls can 
typically reason, connive, and plan more subtly than 
soulless demons. 

Demonic souls do not belong to the cycle connect
ing the Astral Sea, the Shadowfell, and the afterlife 
of mortal creatures. Demonic souls feed only on 
destruction and death. Some sages and demonolo
gists (including Iggwilv) refer to demonic soul like 
energy as an animus extending from the shard ofevil 
at the heart of the Abyss. 

ANATOMY AND HABITS 
The anatomy of demons mocks that of other forms 
oflife, and demons possess shapes as diverse as 
anything in the Far Realm. The ranks of the known 
demons represent specific forms that have stabilized 

C HAPTER 1 I Demon Lore 



0 

in significant numbers. Demons ofa single named 
type can have radically different powers, however, 
and the greater mass ofdemons possess few common 
traits beyond their origin. 

Demons rarely sleep unless compelled to do so by 
magic, poison, or other external influences. Demons 
breathe, eat, and engage in what can loosely be called 
social activities. The methods and superficial rea
sons for these functions vary as widely as demonic 
forms. Most demons eat flesh-favoring their meals 
still living. Some consume plant life (often quickly, in 
great quantities, and more destructively than swarms 
oflocusts), minerals, or metals. Some consume ele
mental energy or magic to survive. 

Even before sustenance or survival, a demon's high
est imperative is to destroy. All other activities must 
serve the ultimate goal ofsowing chaos and bloodshed. 
The seemingly endless ways of attaining that goal grant 
demons their equally endless differences in phYSiology. 

CACODEMONS 
AND POSSESSION 
When a particularly powerful demon perishes, its 
soul might persist for a time as a cacodemon. Like 
souls that walk the Shadowfell waiting for their 
final fate, a cacodemon exists for a length of time 
proportional to the demon's power in life. Unlike a 
Shadowfell soul, a cacodemon can end its wandering 
by possessing a body or an object. 

POSSESSING SOULLESS BODIES 
A cacodemon's easiest prospects for possession 
are soulless bodies, plentiful in the Abyss. Soulless 
demons are the most common type ofdemon, and 
powerful examples of such creatures become fodder 
for greater fiends. 

The risk involved in possessing a soulless body
particularly a nondemon body-iS that while the 
cacodemon animus retains its personality and 
experiences, it is only as phYSically powerful as the 
body it possesses. Unlike possessing an object (see 
below), once a cacodemon possesses a soulless body, 
it is bound within it until that body is destroyed. 
Moreover, if a demon possessing a body is slain, 
it has no guarantee that its animus will become a 
cacodemon again. 

AN lNCORPOREAL THREAT 
Cacodemons are not insubstantial as defined in the 
Monster Manual. Rather, they are incorporeal. Unlike 
insubstantial beings such as wraiths and ghosts, caco
demons do not phYSically manifest. They can act only in 
possession of a body, an object, or a construct. Without 
a possessed physical presence, a cacodemon cannot 
interact with or suffer harm from any object or creature. 

OBJECTS AND CONSTRUCTS 
Cacodemons can also possess magic objects or con· 
structs, though they typically need to be coerced into 
possessing the latter. As with standard possession, the 
demon can sec and hear through the object. How
ever, without some mechanical form oflocomotion, 
the demonic object cannot move without a consider
able expenditure of will. A cacodemon might possess 
a magic object in hopes oflater possessing the object's Z 
carrier or guardian. In this way, the cacodemon gains ~ 
mobility while waiting for a more suitable host. UJ 

Possessing a construct comes with the same 
perils as possessing a soulless body. As a result, few 
cacodemons willingly possess a construct. Power
ful demons and demonologists sometimes create 
demon-possessed constructs by tricking or compel
ling cacodemons into construct bodies. The demon 
lord Haagenti is a notorious purveyor of demonic con
structs, including clockwork horrors (page 109). 

HOSTS WITH SOULS 

More often than not, the intended victim ofcacode

mon possession senses the intrusion and fights to 

stave off the attack. As a result, a cacodemon chooses a 

victim weaker than itself whenever pOSSible. Ifa caco

demon attempts such a possession and fails, it risks 

redirection into a magic object, entrapment in a magic 

Circle, or depletion to the point that it can no longer 

possess a vessel and fades to nothingness. As with pos

session ofa soulless body, the cacodemon also might 

not manifest again as a cacodemon ifits host dies. 


This type of possession offers the opportunity to 
gain power quickly. Motivated mortals can achieve 
nearly godlike power in decades or years, whereas 
passing through even the lowest ranks of standard 
demonic ascension can take centuries. Moreover, as 
the cacodemon cultivates and slowly devours the soul 
ofits host, it gains as much power in the process as it 
would gain by consuming impossibly vast quantities 
of soul larvae. 

When no vestige remains of a possessed body's 
original soul, the Abyss sometimes transforms animus 
and body into a true demon. Sages and demonologists 
believe that the frost giant Kostchtchie (page 122) 
became a demon lord through cacodemon possession. 

CACODEMON ENCOUNTERS 
Although a cacodemon is a demon's life force, it behaves 
as a hazard or a trap rather than as a monster. The caco
demon presented here follows the hazard format. The 
cacodemon's previous form (chosen by the OM) deter
mines the hazard's level, initiative, attack roll, and XP. An 
elite or a solo demon converted to a cacodemon grants 
only normal XP for a creature of its level. 
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Cacodemon Possession Lurker 
Hal,lId Xi' i>y pr('\,;"", f,,, III 
A cacodemon can attempt to possess an)' creature within the 
area it haunts. 

Hazard: A cacodemon haunts an area proportional to the 
tier of its previous demonic form: 4 squares per side for 
heroic tier, 6 squares per side for paragon tier, or 8 squares 
per side for epic tier. 

Perception 
+ A cacodemon cannot be perceived until it attacks or takes 

on its mist form (see "Miss" below), at which point no 
Perception check is necessary to notice it. 

Additional Skill: Arcana (trained only) 
+ Hard DC by level: The character can sense the 

cacodemon's presence. 
Additional Skills: Arcana, Religion 
+ Moderate DC by level, after the cacodemon attacks 

or takes on its mist form: The character identifies the 
cacodemon. 

Initiative equal to that of the cacodemon's previous form 
Trigger 

The cacodemon rolls initiative and attacks when any 
creature enters its haunted area. 

Attack 
Standard Action Melee 
Target: One creature in haunted area 
Attack: Level of cacodemon's previous form + 3 vs. Will 
Hit: The target is dominated (save ends). First Failed 

Savina Throw: The target is still dominated, but it is no 
longer dazed as part of that condition. The cacodemon 
chooses all the dominated target's actions. Second Failed 
Savina Throw: The cacodemon possesses the target 
(see "Demon-Possessed," below). The possession ends 
when the target dies or the cacodemon is exorcised (see 
"Countermeasures" below). 

Miss: The cacodemon manifests as a misty essence in a 
square adjacent to the target. While in this form, the 
cacodemon can attack only creatures adjacent to it or in its 
square. Any creature can move through the cacodemon's 
square freely. The cacodemon cannot move or be attacked 
or damaged. The hazard makes a saving throw at the end 
of each of its turns. On a save, this effect ends. 

Countermeasures 
+If a cacodemon's square comes within the protected area 

of a Forbiddance ritual (see Player's Handbook, page 305), 
the cacodemon becomes inert until the end of the ritual. If 
the level of the cacodemon's previous form is higher than 
the ritual caster's level, Forbiddance has no effect on the 
cacodemon. 

+ A character can exorcise a cacodemon possessing a 
creature by performing the Remove Affliction ritual 
(see Player's Handbook, page 311). The cacodemon 
cannot attack the formerly possessed creature again for 
a year and a day. The affliction's level is the level of the 
cacodemon's previous form. 

+ While the cacodemon is in its mist form, any creature 
adjacent to it that is trained in Arcana or Religion can 
make a check with one of those skills (hard DC by level). 
A successful check forces the cacod'emon into a construct, 
a Magie Circle (see Player'S Handbook, page 309), or a 
magic item within 5 squares of the cacodemon. See 
"Cacodemons and Possession," above. 

DEMON-POSSESSED 

When a cacodemon possesses a host, the host is 

demon-possessed. Apply the "Demon-Possessed" tern· 

plate to any creature. 


Demon-Possessed Elite 
I.demon) xr Ellt(, 

Defenses +4 Will 
Resist 10 variable (1 lencounter) at levell, 1 5 variable (21 

encounter) at level 11, 20 variable (3/encounter) at level 
21 

Saving Throws +2 
Action Points 1 
Hit Points +8 per level + Constitution score 
Demonic Graft 

Apply a theme attack and a utility power to the demon
possessed creature. See "Demonic Monster Themes," 
page 20. 

Demonic Death Throes 
Triaaer. The demon· possessed creature drops to 0 hit points 

when not in the Abyss. 
Effect: The demon·possessed creature uses one of the 

powers described in "Death and Death Throes" below. The 
possessing entity is destroyed. 

DEATH AND DEATH THROES 
Demons that have souls do what they can to avoid 
death, knowing that their plots and personal power 
will dissipate with their own destruction. Even the 
dimmest demons, though, realize that the Abyss's 
goal of ultimate destruction includes them. 

Demons often die in startling ways. From the lowly 
dretch to the powerful balor, the intrinsic chaos of 
the demonic form lends itself to dangerous death 
throe attacks. A demon that does not have an existing 
power triggered by dropping to 0 hit points can take 
one of the following powers. Alternatively, a demon 
with an existing death throe power can take one of 
these new powers instead. This can create an addi 
tional challenge for characters who are familiar with 
a specific demon's powers. 

DEATH RATTLE 
The demon's death cry can overwhelm creatures 
close by. 

~	Death Rattle (thunder) 
Tri88er: The demon drops to 0 hit points. 
Attack (No Action): Close burst 3 (creatures in burst); level + 2 

vs.WiII 
Hit: 5 thunder damage per tier, and the target is dazed until 
the end of its next turn. 
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DEATH VORTEX 
The demon's body twists and tears into a vicious 
whirlwind. 

<.. Death Vortex (necrotic, zone) 
Tri88er: The demon drops to 0 hit points. 
Attack (No Action): Close burst 3 (creatures in burst); level + 3 vs. 

Fortitude 
Hit: The demon pulls the target 1 squares. 
Effect: The burst become a zone until the end of the demon's 

next turn. Any creature that starts its turn within the zone 
is pulled 1 squares toward the demon's former space and is 
slowed until the end of its next turn. Any creature that starts 
or ends its turn within the zone takes 5 necrotic damage 
per tier. 

DEMON INSIDE 
A demon's animus manifests a lesser version of itself 
that leaps out from its own remains. 

Demon Inside 
Tri88er: The demon drops to 0 hit points. 
Effect (No Action): A lesser demon erupts from the corpse of 
the fallen demon at the start of the fallen demon's next turn. 
The lesser demon has the fallen demon's speed, defenses, 
basic attacks, and ability scores, but it is otherwise treated 

asa minion. 

DISSOLVING VAPORS 

The demon dissolves into a cloud of noxious vapor. 


<.. Dissolving Vapors (acid) 
Tri88er: The demon drops to 0 hit points. 
Attack (No Action): Close burst 1 (creatures in burst); level + 1 

vs. Fortitude 
Hit: Ongoing 5 acid damage per tier (save ends). 

FINAL SPEW 

The demon's organs liquefy into a blast of toxin. 


~	Final Spew (polson) 
Tri88er: The demon drops to 0 hit points. 
Attack (No Action): Close blast 3 (creatures in blast); level + 1 

vs. Fortitude 
Hit: The target is blinded until the end of its next turn and 

takes ongoing 5 poison damage per tier (save ends). 

UNSTABLE ICE 
The demon freezes solid within a pillar of ice that can 
explode into deadly shards. 

<.. Unstable Ice (cold) 
Tri88er: The demon drops to 0 hit points. 
Effect (No Action): The demon turns into a pillar of ice that 

occupies the demon's space and is blocking terrain. If a living zcreature ends its turn adjacent to the pillar, the pillar makes othe following attack. 
~ Attack (No Action): Close burst 1 (creatures in burst); level + 5 LLI 

vs.AC Cl 
Hit: ld6 damage per tier and 5 cold damage per tier, and the 

pillar pushes the target 3 squares. The pillar and the demon 
are destroyed, and the area of the burst becomes difficult ter
rain until the end of the encounter. 
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DEMON1C ASCENS10N 

FROM THE DEMONOMICON OF IGGWILV 

To understand a demon is to know what drives it. All 
demons crave carnage and absolute ruin, but to what 
end? Unlike devils, demons do not commit acts of 
violence from a philosophical desire to foment evil 
for its own sake. The desires of a demon are less exis
tential. More instinctual. Their primal urges toward 
slaughter and destruction are further inflamed by 
the whispers of the Abyss-potent mutterings in the 
tongue of chaos itself. I, too, have heard these mur
murs in the darkness, and know well the seductive 
power of their insight and the destiny they promise. 

In the unsympathetic environs of the Abyss, demons 
must either adapt or die. New demons are uniformly 
weak and simple. Although a demon can live indefi
nitely as a minor soulless host, it hungers for power 
and greatness. To gain power and a higher station 
in the chaotic hierarchy of the Abyss, a demon must 
bind and control other demons to its service. Such rit
uals ofbinding require that a demon consume souls. 

Many demons choose to purchase souls from the 
dark creatures that sell them, including night hags 
(see Monster Manual®, page 151), death giants (see 
Monster Manual, page 120), and oni spiritmasters 
(Open Grave: Secrets of the UndeadT page 172). Soul ", 

energy can also be obtained by slaying creatures with 
souls, consuming soul larvae, acquiring demonic 
parasites or mortal thralls, and possessing a mortal 
creature and using it to seek and gain power. 

When it has accumulated enough soul energy, 
a demon can adopt a new form and more powerful 
abilities. The more souls a demon consumes, the 
more attuned it becomes to the Abyssand the more 
control it has over the other denizens. A demon that 
consumes significant numbers of souls can also even
tuaBy manifest an animus ofits OWI1 (see "Body, Soul, 
and Animus," page 10). 

Eventually, soul energy grants a demon enough 
power to control its own abyssal realm. This full 
ascension can take anywhere from centuries to 
uncounted eons, depending on the drive and the 
methods of the demon in question. When this pro
cess is complete, a demon can take on a truename 
(page 16) and become a demon lord. 

FEAST OF SOULS 
Sages and demonologists believe that when a demon 
slays a living creature, the violence and fury of that 
act unleashes a residual store of soul energy. It is this 
energy that a demon absorbs , even as the victim's 
soul passes to its next stage of existence intact. Unlike 
demons, immortals also possess souls. The souls of 
the immortals of the Astral Sea are the most prized 
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by demons. The souls of the devils of the Nine Hells 
were those most commonly consumed by demons, 
during the struggles of the Blood War. 

SOUL LARVAE 
After their mortal bodies die, most souls move 
through the Raven Queen's abode, then pass beyond 
the known cosmos. Deities call a favored few souls 
to service in the afterlife. Others-the damned-must 
suffer punishment after death because ofcurses, 
atrocities they committed while alive, or because they 
sold their souls in pacts with devils and other foul 
creatures. 

The unclaimed damned-those not bound by pact 
to a particular master-face a bleak existence. They 
manifest in the Shadowfell as yellow, grublike mon
strosities, their slime trails marking their fruitless 
search for escape from that plane. Predators such as 
night hags and other soul peddlers follow the slime 
trails to round up soul larvae in large numbers. They 
then exchange the larvae in the markets of the Nine 
Hells, the Abyss, and other dark realms. Orcus and 
other demon lords raid soul larvae fields , but most 
demons find market negotiations less dangerous and 
more lucrative than expeditions to the Shadowfell. 

Devils in the Nine Hells buy soul larvae in the soul 
markets ofDis. Such larvae typically become bound 
to those devils, which transform them into the walk
ing damned ofthat domain. The walking damned 
appear as they did in life, though gaunt and frail. 
They spend eternity in torment. 

Demons consume soul larvae, destroying the souls 
that are trapped within them. One soul larva is worth 
the equivalent ofl,OOO gp in goods and services, 
and soul larvae are the basic currency of the Abyss. 
Demons might sometimes buy or sell soul larvae for 
eqUivalent coin, but few demons have reason to use 
worldly currency. 

Some demons consume soul larvae at once. Other 
demons hoard larvae, waiting to gorge themselves 
and thus to gain tremendous boosts of power at 
strategic times. A lesser demon might resist the temp
tation to consume a soul larva and then use the larva 
to gain favor from a more powerful demon. Overlords 
might demand regular soul larvae tribute from ser
vants in exchange for allowing the servants to live. 

PARASITES AND THRALLS 
Demons are notoriously oppressive to their inferi
ors, and regularly devour unwanted servants in a 
frenzy of bloodlust. Demons that seek ascension to 
more powerful forms can have their desire to destroy 
tempered by lesser creatures willing to aid that 
ascension. 



A lesser demon that has neither the ambition nor 
drive to follow the path of ascension can subordinate 
itself to a more powerful demon that does. The lesser 
demon wins a certain amount of security from the 
wrath of its master, in exchange for granting that 
master a portion of its depraved essence. These syco
phantic demons are known as parasites. 

The amount of their own essence that parasites 
give up to their masters means that they have little 
hope of further ascension themselves. But the link 
between parasite and master is not irrevocable, and 
a master can break the connection out of spite or for 
its own advantage. A parasite severed from its master 
takes penalties of the DM's choice and rarely survives 
for long. 

CONSUMtNG SOUL LARVAE 
When a demon consumes a soul lalVa and destroys the 
soul within, the demon gains a surge of power as the lalVa 
shrivels and collapses to dust. Consuming a soul lalVa 
is a minor action. In addition to Its overall effect on the 
demon's ascension (as determined by the DM), consum
ing a soul lalVa allows a demon to make a saving throw 
or an extra power recharge roll. 

An elite or a solo demon can consume three soullalVae 
on its turn to regain 1 action point instead of receiving 
the normal benefit of a soullalVa three times. 

Creatures other than demons can consume a soullalVa 
as a minor action. Because the act destroys a soul (albeit 
a damned one), most good and many unaligned creatures 
find the idea repugnant. If a nondemon consumes a soull 
lalVa, use the following table to determine the result. 

ROLL EFFECT 
1 The creature loses a healing surge. 
2 The creature is dazed (save ends). 
3 The creature is slowed and weakened 

(save ends both). 
4 The creature emits a foul odor. The creature 

and any nondemon adjacent to it take a 
-2 penalty to attack rolls, ability checks, 
and skill checks (save ends). 

5 The creature's skin turns scaly, rough, or a 
different color until the end of the encounter. 

6 The creature grows horns, a tail, or some other 
useless demonic appendage. The appendage 
falls off when the encounter ends. 

7 The creature grows wings and gains fly 4 
(clumsy) until the end ofthe encounter. 

8 The creature gains temporary hit points equal 
to Its level. 

9 The creature gains a +2 bonus to saving throws 
until the end of the encounter. 

10 The creature regains an encounter power of 
Its choice that it has already used. 

A similar pact can be entered into between a 
greater demon and a mortal worshiper, known as a 
thrall. A thrall is typically a high-ranking demon cult
ist or another creature already in service to the Abyss. 
It must choose freely to offer its body, mind, and soul 
to a demonic master. 

u 
PROGRESSION z 

oBY MORTAL HOST 
~ 

Myths ofdemonic possession exist in a wide variety I.IJ 
Clof mortal cultures, but most demons have no abil

ity to routinely inhabit the bodies of other creatures 
for extended periods of time. Under certain cir
cumstances, however, a mortal host can provide a 
Significant shortcut for demonic ascension. 

The soul of a powerful demon slain in battle can 
persist at the site ofits destruction as a cacodemon 
(page 11). The disembodied spirit of a cacodemon 
has no consciousness, but it possesses a Singular need 
to possess a living creature or an object. Although 
mortal creatures are typically weak and fragile com
pared to the creatures of the Abyss, heroic mortals 
have an uncanny aptitude for achieving greatness 
over a short period of time. When a cacodemon pos
sesses a mortal hero, the demon-possessed creature 
is overcome by the Single-minded lust for power of its 
demonic possessor. 

Demonologists cite the sudden appearance and 
more sudden rise to power of the demon lord Kost
chtchie (page 122) as an example of progression by 
mortal host. The Witch Queen Iggwilv is said to have 
convinced the dull -witted frost giant to accept posses
sion by a cacodemon under her control. Iggwilv now 
guides the demon-possessed giant along a path of 
destruction and bloodshed by which he means to rule 
the Abyss. 

SPONTANEOUS ASCENSION 
With chaos, everything is possible, including spon
taneous demonic ascension. In times when the 
Abyss needs a new demon lord, it simply creates one, 
instantly advanCing a lesser demon to that highest 
status. Even lowly heroic tier demons can ascend in 
this fashion, causing no end ofconsternation among 
the existing demon lords. When a demon suddenly 
rises to the peak of power, only the speaking of a true
name (page 16) is necessary to complete the demon's 
transformation into a demon lord . The demon lord 
Turaglas, known as the Ebon Maw, ascended in this 
way (see Draaon® #376, page 11). 



FROM THE DEMONOMICON OF IGGWILV 
As creatures of chaos incarnate, demons have no 
unified culture. The only modicum of order that 
exists for a demon is the one imposed upon it by 
a more powerful demon-and the moment that a 
demon rises high enough to assert its authority on 
others is the very moment that rivals begin to sub
vert that authority. The title of Prince of Demons has 
been worn by numerous demon lords over the years, 
but none of the demon princes have managed to 
forge more than a temporary and self-serving order 
among their so-called subjects. Despite having had 
the opportunity to claim the crown myself, I live by 
the examples of others. Why take the path of failure 
in an attempt to govern that which cannot be gov
erned, when manipulating events from the shadows 
offers far more power in the end? 

DEMON LORDS 
It is only by the whims of the demon lords that the 
Abyss is even partly tamed. By their will and their 
savagery, Demogorgon, Orcus, and the multitude of 
other lords impose a subtle form of order on an oth
erwise chaotic maelstrom of destruction and hate . 
If the demon lords were ever to join forces, the dei
ties and other immortals of the Astral Sea might not 
stand against the onslaught. Such an alliance is all 
but unthinkable, and the lords of the Abyss spend as 
much time fighting each other as they do countering 
outside threats. 

According to legend, when the number ofdemon 
lords reaches a specific and as-yet-unknown number, 
their wars against each other will intensify to the 
pOint at which only one will survive. That master 
demon lord will then become one with the Abyss, 
the will and power of that entire realm manifested 
within a Single entity. How powerful that entity might 
become remains a matter ofdark speculation. 

For a demon to become a demon lord, it must 
accomplish four tasks_ 

• 	 Complete the process of ascension (see "Demonic 
Ascension," page 14). Although every demon's path 
of ascension is different, this typically involves a 
rise in level and power equivalent to or greater 
than that of a balor. 

• 	 Discover its truename. 

• 	 Take command of an abyssal layer_ 

• 	 Create an aspect. 

TRUENAMES 
vVithin every being rings a sound that embodies its 
desires, aversions, destiny, and innermost essence. 
That sound, distilled into a Single word or phrase 
spoken in the original language of the universe, 
becomes a truename that grants the individual access 
to primal magic of incalculable power. 

Truenames do not reveal themselves readily, and 
most creatures never learn their truenames_ A demon 
must discover its truename and perform a unique 
and secret ritual of naming as part of the process of 
becoming a demon lord_ If a demon is fortunate, the 
underlying sentience of the Abyss whispers its tru 
ename to it. Usually, however, an aspiring demon lord 
must learn its truename through arduous study or 
dangerous adventures_ 

A demon's truename ritual exacts a further price, 
since a demon lord becomes vulnerable to any crea
ture that knows or learns its truename_ A demon's 
truename allows it to be enslaved by another demon 
lord, or at the very least prevents its effectively seiz
ing that lord's own power. A creature that speaks a 
demon's truename as part of the Summon Demon 
ritual (page 18) can summon the demon from across 
the planes against its will. A truename can then 
be used to bind a demon or to inflict unspeakable 
suffering upon it. 

COMMAND OF ABYSSAL LAYERS 
The true distinction between a demon lord and the 
most powerful pretenders to that rank is control of an 
abyssal layer. To control a layer, a demon must bend 
the nature of the layer to its will, similar to the way 
in which a deity affects an astral domain_ A demon 
lord changes the landscape of its layer, causes palaces 
to rise or crumble, and mutates the layer's denizens. 
Demon lords cannot shape reality to the extent that 
deities can_ Multiple demon lords can occupy a single 
abyssal layer, each shaping a local area of the layer as 
they fight for overall control. 

A prospective lord that attempts to command a 
layer and fails is typically destroyed in the process. 
For its failure, it is absorbed into the layer, becoming 
part of the power that will someday resist attempts 
at control by other would-be lords. For this reason, 
a vast number of abyssal layers remain unclaimed, 
their resistance to control so great that even the most 
powerful demon lords fear to linger there_ 
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ASPECTS 
A demon lord that wants to interact with creatures 
outside the Abyss most often sends an aspect to 
carry out its missions and enforce its will. An aspect 
is a physical embodiment of a portion of the demon 
lord's life force, created to serve as a proxy on another 
plane. An aspect usually manifests in a demonic 
temple where the demon lord is worshiped. Although 
an aspect possesses Significantly less power than its 
progenitor, the use ofaspects allows a demon lord to 
conduct business in multiple places simultaneously 
without leaving its home layer undefended. 

WHISPERS FROM 
THE ABYSS 
The terrible acts ofviolence and depravity that epito
mize demonkind are inspired in part by a strange, 
semisentient quality that permeates the Abyss. This 
sentience whispers in the dreams and visions of every 
demon, calling it to dominate that dark realm layer 
by layer, and promising ultimate power to the one 
demon that can conquer the Abyss in its entirety. All 
demons respond to the Abyss's calling, slaughtering 
and deposing one another in endless violence. 

THE OBYRITHS 
Beyond our own cosmos lingers the dark remains 
of a realm destroyed by an unimaginable evil. This 
nameless place was once home to beings whose forms 
were so horrific that our reality cannot describe 
them. Known as the obyriths, these vile entities were 
responsible for Tharizdun's madness, the corruption 
of the first demon lords, and the birth of the Abyss 
(see "History of the Abyss," page 7). 

The obyriths were once legion, but only twelve of 
these powerful creatures survived the destruction 
of their cosmos and the terrible wars that followed 
the creation of the Abyss. Each obyrith is now a 
demon lord. Although the obyriths cannot be easily 
distinguished from among the hundreds of quarrel
ing demon lords, their goals are vastly different. The 
obyrith Obox-ob was the first Prince of Demons, 
although his power was only fleeting before he was 
slain by one of his own (see "The Queen of Chaos," 
page 8). Since that time, the obyriths have deter
mined that if anyone of them conquers the Abyss, 
all obyriths will become equally powerful-perhaps 
even regaining the power they lost in battling Thar
izdun. A secret alliance between these creatures 
exists to further the goal of the obyriths' dominion 
over the Abyss. 

Even in the Abyss, the existence of the obyriths is 
considered a myth by all but the other demon lords. 
Legends name them the Quorum of the Twelve or 
the Queen's Conclave, but most demons know those 
names only as an alliance of demon lords that fell 

long ago. It is said that the obyrith lords fight among 
themselves as much as any other demon lords, to 
keep their allegiance to each other hidden. 

Today, only the obyriths themselves know which 
demon lords make up the quorum's full membership. 
Dagon is the only demon lord openly acknowledged 
as an obyrith, but only the most knowledgeable 
demon lords know what that title truly means. The 
Queen ofChaos led the group in ancient times, but 
she has not been seen since her fall. The Great Zig
gurat of Oth-Magurloth (page 47) on the Plain of a 
Thousand Portals is said to be the site where the oby
riths meet each millennium, and Pazuzu's control of 
that plane leads some to speculate that he is also one 
of the twelve. 

CULTS 
Although their followers are relatively few in number, 
the demon lords are worshiped in many areas of 
the mortal world as something akin to gods. Some 
mortals might turn to worship of the demon lords out 
ofvengeance, sadism, or an affinity for dark magic. 
Others are attracted to demon cults through decep
tion then find themselves unable to leave. Cultists 
also recruit by kidnapping-taking victims far from 
their families and indoctrinating them into the ways 
ofdarkness. 

Demon cults are often decentralized. Whether 
operating in rural communities or in the underbellies 
oflarge cities, small cells ofdemon cultists maintain 
little or no contact with others of their faith. As a 
result, the rituals and observances of cults dedicated 
to the same demon lord can vary widely from sect 
to sect. Ritual sacrifice ofsentient creatures is a 
common theme among all cults. 

Many demon cultists mask their worship of their 
dark lords as fealty to another deity. Some might even 
operate small shrines and offer healing services to 
their communities. Such cults feign the appearance 
ofgoodwill for as long as it takes to convince their 
neighbors of their benign intent. Then, slowly, high
ranking and powerful civilians are brought into the 
cult's upper echelons and corrupted . 

Joining a demon cult typically binds a creature to 
the cult for life. Cults have little sympathy for doubt
ers and heretics, and the cults root them out and 
slaughter them as fast as they can be discovered. 
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SUMMONING DEMONS 

FROM THE DEMONOMICON OF IGGWILV 

My adopted mother and mentor Baba Yaga taught 
me the first incantations of demon summoning when 
I was but a girl of ten winters. Though my first sum 
moning yielded only a mere quasit, today I possess 
the truenames of a dozen or more demon lords and 
can easily bend them to my will. Despite my many 
centuries of life. I still recall the trepidation-the near 
terro,r if I speak honestly-of my early summonings. 
Those few souls that have beheld my true form have 
been witness to the sca rs that serve as enduring 
reminders of ritual s gone horribly wrong. 

Those characters capable of performing the Summon 
Demon ritual divulge its details to others only with 
great caution_ Some keep the ritual to themselves, to 
guard access to their demon masters. Others control 
its spread to prevent it falling into the hands of evil 
creatures-or creatures more evil than themselves. 

The power of the ritual lies not only in its intent 
but in its ease. Beyond the crafting ofits focus , the 
ritual requires little more than the desire to tap into 
the power of the Abyss. However, ritual casters who 
do not fully understand that power are destroyed by it 
more often than not. 

A demon might react to a summons in any number 
of ways. Some demons take pleasure in being sum
moned, treating it as an opportunity to gain access to 
the world and perhaps poison a few mortal minds. A 
demon can also learn information from the bargain 
the summoner strikes w ith it, hoping that such infor
mation might prove useful to its own abyssal masters. 
A demon weaker than the summoner might exhibit 
an eagerness to please. A more powerful demon 
might resent even a small fragment ofits awareness 
being called away by another's power, treating the 
summoner as an enemy from the outset. 

Demon lords are rarely summoned, out offear of 
enraging them. But even the most powerful demon 
lord might temper its anger with curiosity as it faces 
the mortal with hubris enough to bargain with it. 
Such behavior is short-lived, however, and demon 
lords have been known to spend any number of 
mortal lifetimes tracking down and destroying crea
tures that dare to use the Summon Demon ritual 
against them. 

SUMMON DEMON 
You call a demon's awareness across planar boundaries to 
your location. 

Level: 16 Component Cost: 3,600 gpo 
Category: Binding plus a focus worth 5,000 gp 
Time:' hour Market Price: 9,000 gp 
Duration: Special Key Skill: Arcana or Religion 

You call on a specific demon, pull ing its awareness across 
planar boundaries to where you wait. You must name a 
specific demon when you perform this ritual, then make 
an Arcana or Religion check with a -'0 penalty. The 
check result is the maximum level of the demon whose 
attention you can attract. If the demon you named in 
performing the ritual is at this level or lower, a fragment 
of its will manifests before you . If the demon you named 
is higher than the maximum level you can summon, it is 
aware of your summons but can choose to send an under
ling to answer the call instead . 

Once a demon has manifested. you can interact with 
it verbally or by telepathy as if it were present. The mani 
festation has no physica l presence. and it cannot attack 
or be attacked. Demons possess esoteric knowledge and 
the ability to empower mortals in numerous ways, but the 
advice or power of a demon is never given freely. Some 
demons accept trade of magiC items or secrets, while 
others demand favors or promises for their aid and infor
mation. Some demons offer service in exchange for being 
told what unpleasa nt ends the boon is to be used for. 

The ritual fa cilitates the bargain between you and the 
summoned demon. imbuing you with a small amount of 
abyssal power or knowledge. The terms of the bargain 
are up to you, but the OM determines the scope of power 
and knowledge that a demon can impart. 

In addition, convincing a demon to provide what you 
need typically requires a skill challenge. The details of 
this challenge are left up to the OM, but can include such 
elements as bargaining with Diplomacy, threatening 
with Intimidate, or coercing with knowledge gleaned by 
Arcana or Religion . Failure ends the ritual and might bring 
the summoned demon to your location in physical form. 
"Betrayal of the Master," below, provides an example of 
such a ski ll challenge. 

Special: If you use a demon 's truename in the ritual 
in place of its name, you take no penalty to the Arca na or 
Religion check made for the ritual. In addition, you do not 
need to undertake a skill challenge to bargain with the 
summoned demon (at the DM's discretion). 

Few demons except demon lords have true names, 
and demon lords guard their truenames at any cost. If you 
summon a demon lord by the use of its true name, the 
bargain you strike should also involve ensuring that you 
are not destroyed once the pact is completed . 



Focus: A circle of summoning runes. These are 
traditionally forged of silver and inlaid on the ground, 
but the runes can also be inscribed within a gemstone or 
crafted of gold and worn as jewelry. This focus must be 
crafted by the caster. 

BETRAYAL OF THE MASTER 
The adventurers are preparing to enter Abysm to 
steal an artifact from Demogorgon. To improve their 
chances ofgetting out alive, they hope to convince 
one of the demon lord's lieutenants, Uzrinam, to 
become a short-term ally. This challenge takes place 
after one of the adventurers summons Uzrinam by 
performing the Summon Demon ritual. 

Level: 18 (XP 6,000). 
Complexity: 3 (requires 8 successes before 3 

failures). 
Primary Skills: Arcana, Bluff, Diplomacy, 

InSight. 
Arcana (DC 20): The character comes up with 

incentives for Uzrinam to aid the party, based on 
legends and information gleaned from ancient 
tomes. For example, Uzrinam might collect magic 
items that drain life from other creatures and seek 
the locations of significant areas of blood rock (see 
DunaeonMaster's Guide®, page 67) in the mortal 
world. This skill can be used to gain 3 successes in 
this challenge. 

Btuff(DC 25): A character using Bluff can 
lead Uzrinam to believe something she wants 
to hear. For example, she might be told that once 
the heroes possess the artifact, she will be able to 
seize an abyssal layer or even replace Demogor
gon in Abysm after he has been weakened or 
destroyed. This skill can be used to gain 3 successes 
in this challenge. 

Diplomacy (DC 20): The character attempts to 
convince Uzrinam that Demogorgon has turned his 
attention away from his enemies since the artifact 
entered his domain, creating extra demands on his 
lieutenants. Loss of the artifact would rekindle his 
anger and focus his attention on enemies without, 
granting Uzrinam greater freedom. This skill can be 
used to gain 3 successes in this challenge. 

Insiaht (DC 20): The character can tell whether 
offers please or displease Uzrinam. The character 
also notices that direct insults to Demogorgon enrage 
Uzrinam, but she finds indirect digs at Demogorgon's 
power amUSing. 

Secondary Skills: Intimidate, Religion. 
Intimidate (DC 20): The character promises Uzri

nam that if she does not help the party, they will take 
the opportunity to ruin certain of her plans in Abysm; 
or that they will use evidence of this conversation to 
turn Demogorgon against her. This grants a +2 bonus 
to the next Bluff or Diplomacy check made in the 
challenge. 

Reliaion (DC 20): The character shares knowledge 
ofother demons that acted against their master's 
wishes, either for the greater good of the master or 
for the benefit of the demon. This grants a +2 bonus 
to the next Arcana or InSight check made for this 
challenge. 

Success: If the characters achieve 8 successes, 
Uzrinam assists the adventurers during their trek into 
Abysm, as long as her involvement remains secret. 
The nature of her help depends on the heroes' needs. 

Failure: If the characters get 3 failures, Uzrinam 
informs Demogorgon of their plans or vows to stop 
them and earn her master's praise. In addition, the 
failure of the ritual might allow her to manifest at the 
characters' location for a combat encounter. 
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Demons are born of the raw essence of chaos, and 
their wide range of features and powers reflects this 
chaos. Although individual demons of the same type 
resemble each other, this chaotic nature can manifest 
in differences between them. Likewise, creatures 
tainted by demonic power can adopt a dizzying array 
of new abilities and twisted forms. 

The demonic themes presented in this section pro· 
vide a DM with tools to customize demons, creating 
variations on the standard creatures presented in the 
Monster l\llanual and other supplements. These themes 
can also be used to give fiendish qualities to nonde· 
mons, reflecting the way in which the Abyss warps 
all life that dwells there. 

In addition to the themes presented here, Chapter 
4 of Dunaeon Master's Guide"" 2 presents three themes 
designed for servants of the lords of the Abyss: the 
Demogorgon cultist, Lolth's chosen, and the Orcus 
blood cultist. 

USING THEMES 
Applying a monster theme allows you to customize 
an existing monster's role and powers. The process 
is like applying a template, but it is much simpler 
and does not require rebuilding a monster's statistics 
block. You can run the monster with only a few notes 
jotted in the margin to detall its additional features. 

STEP 1: CHOOSE A THEME 
The themes presented in this section allow you to 
grant a specific flavor to the servants of a particular 
demon lord. For example, vrocks that serve Dagon 
can feel and act different from vrocks bound to 
Pazuzu. Specialized themes can also be used to cus· 
tomize mortal demon cultists or spelJcasters who 
bind demons to their service. 

STEP 2: CHOOSE A MONSTER 
After you've selected the monster theme, choose the 
monster you want to modify. You might select a mono 
ster appropriate for the theme or choose one that best 
fits a specific encounter or adventure. 

Some themes work better with particular types of 
creatures or monster roles. Each theme describes the 
roles it fits best. You can modify creatures of other 
roles with one of those powers, but the modified mono 
ster takes on some of the feel of the role described 
with the power. This doesn't change the monster so 
much that its original role changes. 

Some powers grant a monster the leader role, as 
noted in the text. Powers that do not reference a spe· 
cific role are suitable for all creatures. 

STEP 3: CHOOSE STORY CHANGES 
A theme is more than a menu of new powers. It's also 
a story template that you can use to turn a mundane 
creature into a unique opponent. It's easy to forget 
description and story elements when assembling a 
monster's statistics and powers, but story plays an 
important role in how a monster functions in a game. 
A monster without a good story is just a collection of 
numbers and can result in forgettable encounters. 

When adding a theme to a monster, take note of 
any changes to its appearance or behavior. These 
changes should reflect both the monster's altered 
powers and its new allegiance to a specific demon 
lord. 

Choosing story changes can take place after choos
ing new powers if that works better for you . In fact, 
some powers might suggest particular story changes 
and vice versa, so jump back and forth between Step 
3 and Step 4 as you need to. 

STEP 4: CHOOSE POWERS 
Each theme adds a number of powers to the monster 
you've chosen to rework. 

Choose one attack power and one utility power 
from the theme and add them to the monster's sta· 
tistics block. You can also apply the theme's skill 
modifications, though this is optional. 

Avoid the temptation to pile on new powers. 
Adding more than two new powers to a monster not 
only makes it more complicated to run (potentially 
slOWing down combat), it risks increaSing the crea· 
ture's effectiveness in combat beyond its normal level. 

Most powers use the level of the creature they are 
applied to for calculating attack rolls and damage 
rolls. Melee attack powers marked "melee reach" use 
the reach of the base creature's melee basic attack. 

Attack Powers: Each theme includes a number of 
different attack powers. Some give a monster a new 
attack or the ability to impose some debilitating effect 
on its foes. Others powers provide enhancements to a 
monster's existing attack powers. Each power is writ· 
ten in the style ofa normal monster power entry, with 
a header noting which part of a monster 's statistics 
block it is added to. This is accompanied by a descrip· 
tion of the most appropriate roles for the power, along 
with optional story hooks. 

Utility Powers: In addition to attack powers, a 
theme might include options such as auras, healing 
powers, special movement, and situational benefits. 

In most cases, adding a utility power doesn't alter 
a monster's core identity or tactics as drastically as 
adding a new attack power. Possible exceptions are 
noted in the option's text. 
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BAPHOMET'$ HORNED LEG10N 	 . 

The Horned King commands legions of creatures that 
have sacrificed reason for feral cunning and brute 
strength. Minotaurs and demons are most common 
among his followers, but the races enslaved by those 
creatures also come to adopt Baphomet's faith. 
Isolated human, dwarf, and dragonborn enclaves 
also offer prayers to the Horned King. Any of these 
creatures can show the influence ofBaphomet by 
adopting this theme. 

Followers ofBaphomet are noted for their low 
intellect and love of brute force , particularly powers 
that allow for crushing charge attacks. As a result, 
brutes, skirmishers, and controllers make the best 
Baphomet-themed monsters. 

Baphomet's legendary arrogance manifests in 
the faithful of his Horned Legion, which take on the 
physical appearance of the minotaur lord. Minotaur 
followers ofBaphomet grow even more bestial in 
appearance, and followers ofother races grow horns 
and cloven hooves. 

Baphomet appears in Manual ofthe Planes. 
Skill Modification: +2 bonus to Perception 

checks. 

ATTACK POWERS 
Many ofBaphomet's cultists specialize in charge 
attacks and the use of the horns and hooves that are 
the signs of his faith. Others use the powers bestowed 
on them by the Horned King to bind foes body and 
mind in the maze stalked by their demon lord. 

BAPHOMET'S MAZE 
This power casts the target's mind into Baphomet's 
Endless Maze. the 600th layer of the Abyss. There, 
it wanders helplessly until it can escape. Baphomet 
commonly grants this power to oni, minotaur priests 
ofhis cults, and tomb demons (page ISO). This power 
is best suited for controllers, and is a sign ofBaphom
et's utmost favor. 

~	Baphomet's Maze • Encounter 
Attack: Ranged 10 (one creature); level + 3 vs. Will 
Hit: The target is stunned (save ends). At the start of each of 

its turns, the target can make an Intelligence check to end 
the stunned effect (DC equal to 10 + this creature's level). 
The target gains a +S bonus to this check for each prior failed 
check. 

CRUSHING HOOVES 

Baphomet's champions delight in charging their " 
w 
enemies, and many foes of the Horned King's follow r

IIIers have died beneath their iron-shod feet. Crushin8 Z 
hooves works best for controllers and brutes, includ o 
ing ogres, carnage demons, and minotaurs (see the ~ 
Monster Manual). Any monsters that can knock targets U 
prone-or that have allies that do so- can make good Z 
use of this power. 0 

UJ. 	... ~ 

o 
~ Crushing Hooves. Encounter 

Attack: Close burst 1 (prone enemies in burst); level + 3 vs. 
Fortitude 

Hit: Damage equal to this creature's level + S. 

HOOK AND THROW 
Some ofBaphomet's champions undergo a trans
formation that tips their horns with jagged tines of 
barbed steel. Among Baphomet's abyssal servants, 
barlguras and hezrous most commonly adopt this 
power, but it can be aSSigned to any brute, controller, 
or skirmisher. 

+Hook and Throw. Encounter 

Attack: Melee reach (one creature); level + 3 vs. Fortitude 

Hit: This creature slides the target 3 squares and knocks it 

prone. 

UTILITY POWERS 
Cultists ofBaphomet and demons bound to his 
service are blessed with the Horned King's brute 
strength and battle prowess. 

SKEWERING CHARGE 
Creatures that make use ofskewerin8 char8e develop 
razor-sharp horns that resemble their demonic lord's. 
Carnage demons in the Horned King's service often 
adopt this power, as do other brutes and skirmishers. 

TRAITS 

Skewering Charge 
Whenever this creature charges, it gains a +2 bonus to attack 
rolls (instead of +1) and a +S bonus to damage rolls. If it hits 
with the attack made as part of a charge, It also knocks the 
target prone. 
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FA1THFUL OF GRAZ'ZT 

Ofall the demon lords. the grand schemer Graz'zt 
best breaks the mold of the mindless destroyer bent 
on laying waste to creation. From his abyssal realm 
ofAzzagrat. he plots the downfall of his greatest rival 
and sworn enemy. Demogorgon. Though he cannot 
match the Prince of Demons in raw power. Graz'zt's 
cunning makes him a most dangerous foe . 

Compared to other demon lords, Graz'zt is eager 
to find followers among the mortal races. Once 
a devil in service to Asmodeus, the Dark Prince 
retains a diabolic penchant for corruption and 
manipulation. Graz'zt views his followers as pawns 
in a great game played against the other demon 
lords. His mightiest followers in turn view their ser
vants as pawns of their own. 

Creatures that swear allegiance to Graz'zt seek 
his gifts of cruelty and cunning. Artillery, control 
lers. and lurkers are best suited to his cults. He 
grants his followers the ability to concoct deadly 
plots, to deceive their enemies. and to manipulate 
the followers of other demon lords to the Dark 
Prince's own ends. 

Graz'zt appears in Manual of the Planes. 
Skill Modification: +2 bonus to Bluff checks. 

ATTACK POWERS 
Although other demon cultists favor brute force and 
chaos, the servants of Graz'zt revel in the more subtle 
tactics of trickery and deceit. 

DICTUM OF GRAZ'ZT 
Graz'zt teaches his followers to twist their enemies' 
will , turning ally against ally in the heat of combat. 
Give this power to controllers or lurkers. 

SlANDARO AcrION~ 

~	DIctum of (iraz'zt (charm) • Encounter 
Attack: Close burst 5 (one enemy in burst); level + 3 vs. Will 
Hit: The target is dominated (save ends). 

SHIELD OF DECEPTION 
A cultist of Graz'zt weaves a subtle illusion around a 
nearby foe, causing another enemy's attack to target 
that foe. This power works best for controllers and 
lurkers. 

T'II{.GERW ACTIONS 

~ ShIeld of Deception (Illusion) • Encounter 
Trigger: This creature is hit by an enemy's melee or ranged 

attack. 
Attack (Immediate Interrupt): Close burst 5 (triggering enemy in 

burst): level + 5 vs. Will 
Hit: An enemy adjacent to this creature becomes the target of 
the triggering attack instead of this creature. 

,--,--.__ ._----.--._-

UTILITY POWERS 
Graz'zt's followers prefer retreat to a bloody fight 
to the death. The example of their devious master 
allows them to escape their enemies. 

DARK YEIL 
The power of the dark veil is bestowed on creatures 
that have slain a powerful enemy of Graz'zt through 
treachery or assassination. This swirling shroud of 
shadows is best suited to lurkers. 

Dark Veil. Encounter 
Effect: This creature gains concealment and is phasing until the 
end of its next turn. 

DYING WHISPERS 

Enemies that would strike down the faithful of 

Graz'zt are stricken by the Dark Prince's power, 

allowing his other servants to move in for the kill. 


J-' 

DyIng Whispers. Encounter 
Trigger: An attack reduces this creature to 0 hit points. 
Effect (No Action): The triggering attacker grants combat advan
tage to this creature's allies (save ends). 

TREACHEROUS ESCAPE 
Graz'zt's high priests and other favored servants can 
call on the Dark Prince's power when a battle seems 
lost. This blessing allows them to escape while their 
foes are stricken by their deceit. Artillery and lurkers 
make the best use of this power. 

Treacherous Escape (Illusion. polson. teleportatlon. zone) • 
Encounter 
Effect: This creature creates an illusory duplicate of itself in its 
current space, turns invisible until the end of the encounter or 
until it attacks, and teleports 5 squares. If any creature attacks 
the illusion, the illusion disappears and creates a zone in a 
burst 2 centered on the musion. Any creature that enters the 
zone or starts its turn there takes 5 poison damage. The zone 
lasts until the end of the encounter. 
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KOSTCHTCH1E'S W1NTER HOST / 


The Prince ofWrath draws the worship of creatures 
that seek to emulate his strength and unmatched 
bloodlust. The ranks of his followers are filled with 
frost giants (see Monster Manual" 2, page 122), brut
ish monsters, and berserkers of every mortal race. 
The most devoted servants ofKostchtchie take on the 
demon lord 's well-muscled form and berserker battle 
madness. These followers fight to the death in their 
master's name against overwhelming odds, driven by 
their insatiable appetite for blood and death. 

The physical power and combat prowess offered 
by Kostchtchie makes brutes and soldiers best suited 
to his service. Creatures that use more subtle tactics 
rarely fall under the sway of the Prince ofWrath. 

Kostchtchie appears on page 122. 
Skill Modification: +2 bonus to Endurance 

checks. 

ATTACK POWERS 
Kostchtchie's followers demonstrate the brute 
strength and mindless ferocity of their master. 

RAGING STRIKE 
When badly wounded, a cultist ofKostchtchie 
becomes heedless of danger, fighting with an 
increased berserker fury. Brutes and soldiers make 
best use of this power. 

Raging Strike. At-Will 
Requirement: This creature must be bloodied. 
Effect: This creature makes a melee basic attack, gaining a +4 

bonus to the attack roll and scoring a critical hit on a roll of 18 
to 20. This creature is then dazed until the end of its next turn. 

UNQUENCHABLE FURY 
Even death cannot quench the simmering rage of 
Kostchtchie's servants. Add this power to a brute or a 
soldier with a high-damage basic attack, or to heroic 
tier or epic tier minions. 

Unquenchable Fury. Encounter 
Tri88er: This creature drops to 0 hit points. 
Effect (No Action): This creature makes a melee basic attack. 

UTILITY POWERS 
In the name of their patron, cultists ofKostchtchie 
draw strength from their own pain and suffering. 
When a servant of the Prince ofWrath falls, it counts 
on taking as many foes as possible with it. 

INDOMITABLE 
Kostchtchie's followers can fight their way past any 
enemy's defenses, shrugging off potent physical or 
magical effects. Give this power to brutes. 

Indomitable. Encounter u 
Tri88er: This creature is hit by an attack that imposes an effect 

zthat lasts until the end of the attacker's next turn. oEffect (Immediate Interrupt): This creature makes a saving throw 
~ against that effect. 
LU 

Cl 
INEVITABLE STRIKE 
A follower of Kostchtchie strikes at its foe relentlessly, 
even when doing so leaves it open to attack. Give this 
power to brutes and other reckless melee combatants. 

Inevitable Strike. Encounter 
Tri88er: This creature misses with a melee weapon attack. 
Effect (Free Action): This creature deals half damage with the 
missed attack, but grants combat advantage until the end of 
its next turn. 

KOSTCHTCHIE'S BLOOD 
Kostchtchie's faithful push themselves to the limits 
ofendurance, ignoring the ravaging effects ofcombat 
as they lay into their foes . Brutes and other reckless 
melee combatants make best use of this power. 

Kostchtchle's Blood. At-WiII1/round 
Tri88er: This creature misses with an attack. 
Effect (Free Action): This creature takes damage equal to twice its 

level and rerolls the triggering attack. 

UNFETTERED WRATH 
AND UNFETTERED VENGEANCE 
Creatures that embrace Kostchtchie's power sacrifice 
accuracy in their berserker rage, but they lash out at 
their enemies with increased ferocity. Give these two 
powers to soldiers. 

TRAITS 

Unfettered Wrath 
While bloodied, this creature takes a -2 penalty to attack rolls 
and gains a +4 bonus to damage rolls. 

TIU GGE II ED A CTIO NS 

Unfettered Vengeance. At-Will 
Requirement: This creature must be bloodied. 
Tri88er: An enemy starts its turn adjacent to this creature. 
Effect (Immediate Interrupt): This creature can make a melee 

basic attack against the triggering creature. 
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The Queen of Desolation exults in the fall of civiliza· 
tions. The sundering of the ties that bind kin and clan 
together is her passion, as are the endless mortal wars 
that turn verdant kingdoms into barren wastelands. 
She delights not only in the act of destruction, but in 
the psychic and spiritual echoes left behind by the 
fall of cities, empires, and whole races. The knowl· 
edge that the strongest structures and civilizations 
will inevitably succumb to the irresistible tide of 
violence and chaos is the foundation on which Oubli· 
vae's dark faith is based. 

Oublivae's followers lack the unthinking, brutish 
physicality of Oemogorgon's reavers and Yeenoghu's 
marauding hordes. They balance their predatory 
instincts with a twisted sense of artistry-a keen 
ability to direct the forces of destruction on every 
conceivable leveL A nation leveled by Orcus's undead 
hordes might rebuild in time. But the lands laid low 
by Oublivae and her cults are left barren for all time, 
their peoples' history and spirit undone. 

Controllers and soldiers that excel at dictating 
the pace and flow ofcombat on the battlefield are 
common in Oublivae's cults. Oni, hobgoblins, and 
other creatures whose destructive potential is driven 
by dark cunning lead her forces on their missions of 
doom and destruction. 

OubJivae offers her followers attack powers 
only. For the Angel of the Everlasting Void, the 
direct assault on civilization is the highest and only 
purpose. 

Oublivae appears on page 130. 
Skill Modification: +2 bonus to History checks. 

ATTACK POWERS 
Oublivae shows her followers how to inflict devastat· 
ing attacks against an enemy's body, mind, and spirit. 

DEVASTATION OF EONS 
A cultist ofOublivae wraps its foes in the essence of 
their own destruction, crippling them in combat and 
causing them to waste away if they cannot escape. 
This power is most effective when used by controllers 
and other creatures that limit their foes' movement, 
or by a monster that can make subsequent attacks on 
its same turn. 

Sl A NIJAHO /1. ( l iONS 

Devastation of Eons (zone) + Encounter 
Effect: This creature creates a zone in an area burst 1 within 10 
squares. The zone lasts until the end of this creature's next 
turn. This creature gains a +2 bonus to attack rolls and a +5 
bonus to damage rolls against creatures within the zone. 

Sustain Minor: Each creature within the zone takes 10 damage 
and the zone persists. 
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GRASPING RUINS 
A servant ofOublivae that masters this attack is able 
to tap into the deepest subconscious fears of its foes . 
These fears can drive the toughest creatures to their 
knees, overwhelmed by the vision of the destruc· 
tion of their lands and peoples. Soldiers and other 
creatures that benefit from limiting a foe's movement 
make good use of this power. Derghodemons (page 
111) in the service of Oublivae use 8raspin8 ruins to 
drop a group offoes, then spend an action point to 
wade in with JIailin8 assault. 

~ Grasping Ruins (zone) + Encounter 
Attack: Close burst 1 (one creature in burst); level + 3 vs. 

Fortitude 
Hit: The target is knocked prone and cannot stand up (save 
ends). The burst creates a zone that lasts until the end of the 
encounter. Enemies treat the zone as difficult terrain. 

INEVITABLE ENTROPY 
A servant of Oublivae granted this power can extend 
the most debilitating effects that wrack an opponent. 
By dragging out an enemy's torment, the cultist gives 
it a dark taste of its eventual destruction. Controllers 
and creatures whose other powers impose a penalty 
to saving throws use this power to deadly effect. 

~ Inevitable Entropy + Encounter 
Attack: Ranged 10 (one creature); level + 3 vs. Will 
Hit: This creature chooses one effect imposed on the target 
that a save can end. When that effect ends, the target suffers 
the same effect as an aftereffect. If that effect already had an 
aftereffect, this aftereffect replaces it. 

THEFT OF KNOWLEDGE 
With a touch in combat, a cultist ofOublivae steals 
a glimpse of the future from a foe's mind. That fore· 
knowledge allows the cultist to regain the use of a 
power, even as that power is strengthened against the 
cringing foe. This power is best given to soldiers with 
potent encounter or recharge attack powers. 

+Theft of Knowledge + Encounter 
Attack: Melee 1 (one creature); level + 3 vs. Will 
Hit: This creature recharges a rechargable power or regains 
the use of an encounter power. The next time this creature 
uses that power before the end of the encounter, it gains a +4 
bonus to the attack roll. 
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PAZUZU'$ DREAD FLOCK 

A corruptor and a destroyer of innocence, Pazuzu 
ranks among the demon lords second only to Graz'zt 
in cunning and treachery. His servants closely 
follow his example, spreading a subtle and insidious 
destruction across the mortal world. They earn their 
victims' trust with gifts and honeyed words, then turn 
that trust to betrayal and death. 

Graz'zt revels in misdirection and control, but 
Pazuzu turns his enemies against one another. His 
priests and followers gain the power to manipulate 
and corrupt others, using the magic given to them 
by the Dark Angel of the Four Winds. Artillery and 
controllers can make the best use ofPazuzu's boons, 
staying safe at the edge of the fray while they sow dis
trust and mutiny among their foes. 

Pazuzu appears on page 132. 
Skill Modification: +2 bonus to Insight checks. 

ATTACK POWERS 
Other demon cultists use brute force to impose their 
will, but subtle enticements are a far more effective 
means of swaying an enemy to Pazuzu's control. His 
followers turn their enemies against one another with 
cruel bargains and magical deceit. 

PAZUZU'S FLOCK 
At a cultist's command, a spectral flock of demonic 
birds swoops down on the battlefield. This power 
fits artillery and controllers well, and Pazuzu grants 
it to many ofhis priests. When mortal creatures are 
offered up to the Dark Angel of the Four Winds, 
Pazuzu's flock is used for the sacrifice. 

~~ Pazuzu's Flock (zone) • Encounter 
Attack: Area burst 1 within 10 (one creature in burst); level + 3 

vs. Fortitude 
Hit: The target is knocked prone and blinded (save ends). 
level 11: 10 damage. 
level 21: 15 damage. 
Effect: The burst creates a zone that lasts until the end of this 
creature's next turn. Any enemy that ends Its turn within the 
zone or that leaves the zone takes 5 damage. This creature can 
move the zone 3 squares as a move action. 

Sustain Minor: The zone perSists. 

'-.---,-._-.--.

PROMISE OF STRENGTH 
The target feels a burst of strength that d rives its ~ 
attack, even as its allies are struck down by the abys· r
sal power it unknowingly unleashes. This power suits ~ 
a controller not afraid to provoke opportunity attacks 0 
from the thick ofcombat. ~ 

~mmmam................... ~ 

~	Promise of Strength + Recharge t;:;J l!!J 0 

Attack: Ranged 10 (one creature); level + 3 vs. Will ~ 

Hit: The next time the target attacks before the end of this crea· u.J 

ture's turn, it gains a +2 bonus to the attack roll but its allies 0 
within 5 squares of it take damage equal to 8 + one· half this 
creature's level. 

UTILITY POWERS 
Pazuzu allows his dedicated followers to tap the 
power of the endless winds scouring the Plain of a 
Thousand Portals. 

ABYSSAL STORM 
The shrieking winds of the Abyss erupt at a cultist's 
command, sweeping around its allies and shifting 
them into new positions. This power is most often 
granted to controllers. 

A creature that adopts this power takes the leader 
role. 

MINOII A CTION S 

Abyssal Storm + Recharge 1:;:1[I ~ 
Effect: Allies within 5 squares of this creature can shift 2 squares 
as a free action. 

GIFT OF PAZUZU 
Pazuzu's priests use this ability to spy on potential 
victims or to escape their enemies. 

MIN O H A CTI ONS 


Gift of Pazuzu (polymorph) • Encounter 

Effect: This creature transforms into a Tiny bird. In this form, it 
gains fly 8 and a +2 bonus to all defenses, and it cannot use 
any attack powers. This creature can end this effect as a minor 
action. 

WINGS OF PAZUZU 
A gift commonly granted to Pazuzu's servants, this 
boon manifests a pair of misty, blood·stained wings 
that can lift a creature safely out of trouble. 

Wings of Pazuzu • At-WID 
Effect: This creature can fly a number of squares equal to its 
speed - 1. 

C HA PTER 1 1 Demon Lore 



Known as the Beast of Butchery, the demon god Yee 
noghu commands the loyalty ofgno))s throughout the 
planes. Although that brutish race stands at the heart 
ofYeenoghu's plans to one day forge an empire across 
the cosmos, the demon lord accepts any creatures as 
his servants. The weakest of his faithful are treated 
as slaves, but those that can prove their mettle and 
their battle madness to Yeenoghu can rise high in his 
service. 

Yeenoghu's cult relies on sheer numbers and the 
near-suicidal devotion of its members to overcome 
its foes . Gnoll initiates ofYeenoghu gladly risk their 
lives to do their lord 's bidding. In the heat of battle, 
all thoughts of self-preservation are cast aside in the 
name of blood, rage, and ruin. 

Yeenoghu appears in Druaon #364, a free down 
load available at dndinsider.com, and in Draaon'" 
Muauzine Annuu12009. 

Skill Modification: +2 bonus to Athletics checks. 

ATTACK POWERS 
The feral champions ofYeenoghu fight with the feroc · 

ity ofwild animals, throwing themselves into the fray 

until no foe remains standing. 


CRUEL BITE 

Driven by battle madness, a servant ofYeenoghu fol 

lows up its own high-damage attack with a powerful 

bite against an already-wounded foe. Brutes in Yeeno

ghu's service use this power to particular effect. 


~ Cruel Bite + Encounter 
Tri88er: This creature hits a bloodied enemy with a melee 

attack. 
Attack (Free Action): Melee 1 (triggering creature); level + 5 vs. 

AC 

Hit: 1d8 + 4 damage. 

Level 11: 2d8 + 6 damage. 

Level 11: 3d8 + 8 damage. 


INEVITABLE SLAUGHTER 
By pushing past the limits of physical endurance, a 
champion ofYeenoghu can make up for a missed 
attack with a vicious follow-up. Give this power to 
brute followers of the demon lord. 

!"UM';"" 

~ Inevitable Slaughter + Encounter 


Tri88er: This creature misses with a melee attack. 
Effect (Free Action): This creature takes 10 damage and makes a 

melee basic attack against the target of the missed attack. 

UTILITY POWERS 
Yeenoghu's faithful manifest their demon god's ferocity 
as they fight. The power of the Beast of Butchery turns 
his cultists into a slavering pack ofmindless killers. 

BLOOD FEAST 
The followers ofYeenoghu feed on each other's 
bloodlust, fighting in close quarters to surround and 
destroy their foes . Controllers make best use of this 
power, focusing their attacks on foes adjacent to sol
dier or brute allies possessing potent basic attacks. 

A creature that adopts this power takes the leader 
role. 

Blood Feast + Encounter 
Tri88er: A bloodied enemy is hit by this creature. 
Effect (Free Action): One of this creature's allies adjacent to the 

triggering enemy can make a basic attack against that enemy 
as a free action. 

DEATH CRAZED 
Yeenoghu's followers exult in death and destruction 
on the battlefield. The slaughter ofenemies and allies 
alike drives them to greater fury. 

Death Crazed + At-Will 
Tri88er: One of this creature's nonminion allies or one of its ene

mies drops to 0 hit points. 
Effect (Free Action): This creature gains a +2 bonus to attack rolls 

until the end of its next turn. 

MARK OF YEENOGHU 
The call of a pack leader causes Yeenoghu's faithful to 
fall on an injured foe in a ravening horde. 

A creature that adopts this power takes the leader 
role. 

Mark of Yeenoghu + Encounter 
Tri88er: One of this creature's enemies becomes bloodied. 
Effect (Free Action): Allies of this creature within 5 squares of the 

triggering enemy can shift 5 squares to a square adjacent to 
that enemy as a free action. 

PACK HUNTER 
A follower ofYeenoghu becomes a fearsome pack 
hunter when fighting alongside its allies. 

Pack Hunter + Encounter 
Effect: Until the end of this creature's next turn, this creature's 
attacks dealS extra damage against any enemy that has two or 
more of this creature's allies adjacent to it. 
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ZUGGTMOY ROT CULT1STS 

Though the power and influence of the Lady of Decay 
have been weakened by struggles and setbacks, many 
creatures still swear allegiance to her and to the 
lesser demons bound to her service. The cultists of 
Zuggtmoy gain the power to lay waste to an enemy's 
flesh and weaken its mind. Such victims are turned 
against their most treasured causes and become new 
servants of the Queen ofRot. 

Creatures blessed by Zuggtmoy undergo a physi
cal transformation. Fungi sprout across their bodies, 
eating away their flesh and changing them into 
creatures of poison and decay. Many of Zuggtmoy's 
followers resemble zombies in their appearance, 
and her magic grants these servants unmatched 
endurance. The deadliest weapons' blows can pass 
through a servant ofZuggtmoy with ease, the cult
ist's rotted fungus ·flesh knitting together to bear no 
lasting damage. 

Artillery, controllers, and soldiers are best suited 
to Zuggtmoy's service, honing their existing powers 
with boons that give them greater control over their 
enemies. 

Zuggtmoy appears on page 156. 
Skill Modification: +2 bonus to Endurance 

checks. 

ATTACK POWERS 
Zuggtmoy's cultists revel in the physical changes they 
undergo, learning to use the fungi that permeate 
their flesh as a weapon. 

CREEPING ROT 
The decay that is the hallmark of the Queen of Rot 
spreads around her cultists in combat, hindering and 
poisoning their foes. Artillery, controllers, and crea 
tures whose powers can knock foes prone make best 
use of this power. 

.. 
Creeping Rot (zone) + Encounter 

Effect: This creature creates a zone in an area burst 1 within 
10 squares. The zone lasts until the end ofthe encounter. 
Any enemy that enters the zone or starts Its turn there takes 
poison damage equal to one-half this creature's level. In addi
tion, a prone enemy within the zone must make an Athletics 
check (DC 12 + this creature's level) to stand up. 

SPORE BURST 
The fungi that consume Zuggtmoy's followers also 
affect their weapons, filling the air around a target 
with a toxic burst ofspores. Give this power to con 
trollers and soldiers that fight closely grouped foes . 

TRIGGERED ACTION ' 


.... Spore Burst (polson) +Encounter 

Tri88er: This creature hits with a melee attack. 
Attack (Free Action): Area burst 1 centered on the target of the 

triggering attack (enemies in burst); level + 3 vs. Fortitude 
Hit: Polson damage equal to one-half this creature's level, and 

the target is slowed until the end ofthis creature's next turn. 

u 
TOUCH OF DECAY z 
A cultist's touch causes an enemy's flesh to rot, con· o 
suming it from the inside out. Brutes and soldiers ~ 
make best use of this power. 

UJ 
a 

STA NUARD At liO N S 

~ Touch of Decay (necrotic) + Encounter 
Attack: Melee reach (one creature); level + 3 vs. Fortitude 
Hit: Ongoing 5 necrotic damage, and the target takes a -2 pen
alty to saving throws (save ends both). 

Each Failed Savin8 Throw: The ongoing necrotic damage 
increases by 5, to a maximum of ongoing 25 necrotic damage. 

Level 11: Ongoing 10 damage, maximum 30. 
Level 21: Ongoing 15 damage, maximum 35. 

UTILITY POWERS 
Zuggtmoy's followers share a universal impervious
ness to attack, their half-rotted bodies allowing them 
to shrug off the most potent blows and effects. 

STRENGTH FROM DEATH 
Tendrils offungus twist out from a servant ofZug
gtmoy to steal the last dregs oflife from a fallen 
comrade. Soldiers that fight close by their allies make 
good use of this power. 

Strength from Death (healing) +At-Will 
Tri88er: An ally adjacent to this creature drops to 0 hit points. 
Effect (No Action): This creature regains 5 hit points. 

STRENGTH FROM DECAY 
The rot that infests a follower ofZuggtmoy grants it 
a unique resilience in combat. The deadliest attacks 
deal only part of their damage when cutting through 
a cultist's wasted flesh. This power is useful to artil 
lery and soldiers. 

Strength from Decay + Encounter 
Tri88er: This creature takes damage. 
Effect (Immediate Interrupt): The damage taken is reduced by 

half. 



A warlock traces mysterious patterns into a stone 
floor, eldritch energy feeding into each symbol to 
create a dangerous trap. Deep in the forest, cultists 
gather under the full moon at a bloodstained altar, 
chanting litanies whose power can unlock the barri
ers between the planes. A legendary wizard is found 
dead in his laboratory, his grisly remains a testament 
to a failed ritual ofdemon summoning 

Summoning and binding demons has long been a 
staple of fantasy fiction. When a DM places demons 
as foes in a temple or a ruin in the mortal realm, it 
is easy enough to assume that a summoning ritual 
brought them there. Establishing a stronger link 
between a demon and its master, however, can create 
more memorable encounters. 

This section presents two monster themes usable 
for bound demons and their masters. The powers 
presented here are a product of the pact between a 
demon and the creature that controls it. "Summon
ing Demons" (page 18) has more information on the 
Summon Demon ritual. The powers presented in this 
section are meant to be applied only to monsters and 
nonplayer characters. Regardless of their alignment, 
player characters cannot bind demons to permanent 
service. 

DEMON SUMMONING 
A creature that seeks to bind a demon to its service 
can approach this dangerous task in one of two ways. 
A powerful spellcaster can use brute force, compel
ling the demon to serve with threats of punishment 
or destruction. Creatures lacking such talents must 
instead entice a demon into service, typically with 
sacrifices and promises of fealty to the demon's own 
master. Regardless of which path is taken, demon and 
summoner are inexorably linked by the process that 
calls the demon forth. A demon's fundamental nature 
changes in response to that link, creating a bond that 
the summoner can use to its advantage. 

The powers in this section represent the link cre
ated by a pact ofdemonic binding. They are a sign of 
the bond between a demon and a specific nonplayer 
character spellcaster, high priest, or other champion 
of the Abyss. A master can have more than one bound 
demon, but a bound demon has only one master. 

BOUND DEMON POWERS 
A bound demon appears in the world at the behest of 
a mortal creature, typically in response to a sacrifice 
or other reward. The greater the sacrifice offered, 
the more powerful the demon that can be bound to 
service. Alternatively, a demon lord might compel a 
servant to swear loyalty to a faithful mortal follower 
for the lord's own ends. 

The following powers are given to bound demons 
to represent the link between a demon and its master. 

ABYSSAL TRANSFERENCE 
Demon lords that love deception, most notably 
Pazuzu and Graz'zt, make great use of this power. 
They grant it to brute and soldier demons bound to 
mortal followers as bodyguards and enforcers. 

Mov!. ACTIONS 

Abyssal Transference (teleportatlon) .. Encounter 
Effect: Ir this creature and its master are within 10 squares or 
each other, the creature and master swap positions. 

BLOOD OATH 
Blood oath is imposed on a bound demon by its 
master, but the demon retains control over when the 
oath is used. 

TRIGGfR£O AniONS 

Blood Oath + Encounter 
Tri88er: This creature's master takes damage and is within 10 

squares or this creature. 
Effect (Immediate Interrupt): This creature takes the triggering 
damage instead. 

BOND OF ABSOLUTE OBEDIENCE 
Powerful spellcasters force this pact on bound 
demons to prevent their betrayal. It fits artillery and 
controllers best, whose area powers can be lethal to 
its master and his or her allies if not controlled. 

Bond of Absolute Obedience 
This creature's attacks, auras, and other powers have no effect 
on its master unless the master chooses to allow it. 

BOND OF MASTERY 
Demon binders often entice demonsin to service 
with this boon. Bond of mastery increases the demon's 
power as its master succeeds in combat. 

Bond ofMastery .. Encounter 
Tri88er: This creature's master reduces an enemy to 0 hit points 

or rewer ror the first time in the encounter. 
Effect (No Action): This creature gains 1 action point. 
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BOND OF PROTECTION 
A demon bound to serve as a bodyguard (typically 
a brute or a soldier) is granted this power to aid it in 
defending its master. 

Bond of Protection 
This creature gains a +2 bonus to attack rolls against enemies 
adjacent to its master. 

BOND OF VENGEANCE 
This power is given to demons bound to masters who 
are important to their demon lord, including high· 
level cult leaders. If the demon's master is slain, its 
death is answered with bloody vengeance. 

Bond of Vengeance 
Trigger: An enemy's attack reduces this creature's master to 0 

hit pOints. 
Effect (No Action): This creature gains a +4 bonus to attack rolls 
against the triggering enemy until the end of the encounter. 

DEMONIC VANGUARD 
A demon that stays in the thick ofcombat is gra nted 
this power to become a focal point for its master's 
attacks. Give this power to brutes, lurkers, skirmish
ers, or soldiers-particularly Large or larger demons 
that can have more creatures adjacent to them. 

Demonic Vanguard 
This creature's master gains a +2 bonus to attack rolls against 
enemies adjacent to this creature. The master's close and area 
attacks target this creature only if the master chooses. 

DEMONIC MASTER POWERS 
Just as a demon gains additional powers when bound 
to a mortal's service, its master can benefit from 
unique boons granted by the control of the demonic 
servant. Such powers are mastered by spellcasters or 
demonologists who specialize in rituals of binding, or 
by high priests and other powerful characters in the 
service of a demon lord. 

The folloWing powers are given to demon sum
moners to represent the link between a demon and its 
master. 

BOND OF ACTION 
An artillery or a controller master sends a bound 
demon into combat in its place, foregOing its own 
attacks to empower its demon servant. 

Bond of Action" At-Will 
Effect: A demon bound to this creature and within 1 0 squares of 

it can take an extra standard action during the demon's next 
turn. 

INSTANT SUMMONS 
A demon's master uses instant summons to call a 
nearby bound demon to its defense in combat. Artil 
lery and controller masters make best use of this 

Qpower when they fight at the edge ofthe fray. 
Z 

o 
~ 

Instant Summons (teleportation) + Encounter CXl 
Effect: A demon bound to this creature and within 10 squares of 0 

it teleports to a space within 2 squares of this creature. Z 

« 
FIERY BANISHMENT VI 

a:: 
Lesser demons in service to mortal masters live in (,jJ 

fear ofthis power. At the whim of its master, a bound Z 
demon can be sacrificed in combat to strike down the 0

::.E
master's foes. ::.E 

:J 
Vl 

Fiery Banishment (fire) + At-Will z 
Effect: A bloodied demon bound to this creature and within 10 o 
squares of it explodes and is reduced to 0 hit pOints. Enemies ::.E 
adjacent to the demon take fire damage equal to S + one-half w 

othe demon's level. 

LASH OF FURY 

A demon's master strikes with lash offury to drive its 

bound servant to greater savagery in combat. Artil

lery and controller masters use this power to keep 

their demon servants focused on defending them, 

lashing their thralls to death if need be. 


... 
Lash of Fury .. At-Will (1/round) 

Effect: A demon bound to this creature and within 10 squares of 
it takes damage equal to S + one-half this creature's level. The 
demon then makes a melee basic attack as a free action. 

REPLENISHING BANISHMENT 
When a demon is bound to service, abyssal power 
imbues the bond between master and servant. If 
pressed, a master can end the bond of servitude to 
replenish itself with that power. 

Replenishing Banishment" At-Will 
Trig8er: A demon bound to this creature and within 10 squares 

of it becomes bloodied. 
Effect (Immediate Reaction): The triggering demon returns to the 
Abyss and this creature gains temporary hit points equal to 20 
+ the demon's level. In addition, this creature gains 1 action 
point. 
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Thievery (hard DC by level, standard action): A victim 
intended to be sacrificed as part of the Ritual of Call
ing is typically chained or tied to an altar, ready to be 
consumed by the demon when the pact is complete. A 
victim can be freed with a successful Thievery check. 
In addition to granting a success in the challenge, 
a successful Thievery check made to free a victim 
grants a +2 bonus to all subsequent primary skill 
checks made in this challenge. 

Stren8th or Thievery (moderate DC by level, stan
dard action): Residuum or a relic slated for sacrifice 
is placed on an altar close to the ritual caster. The 
magic of the ritual protects the sacrificial object, 
hindering its removal before the ritual is completed. 
With a successful Strength or Thievery check, the 
adventurer physically breaks those bonds of protec
tion and moves the offering from the altar. 

Once a successful check is made to remove the 
offering, a character can move it 10 or more squares 
away from the ritual caster to grant a +2 bonus to all 
subsequent primary checks made in this challenge. 

Attacking the Caster: Attacking the ritual caster 
directly might seem the quickest way to end the 
ritual. But harming or killing the caster before the 
ritual is completed is dangerous. Whenever the ritual 
caster takes damage, roll a d20. On a result of 19 or 
higher, the demon targeted by the ritual appears and 
runs rampant (see "Special" below). This roll takes a 
+2 bonus for each previous time the caster has taken 
damage. If the caster is slain or becomes unconscious 
as a result of an enemy attack, the demon likewise 
appears and attacks. 

The caster can be disrupted in other ways to safely 
hinder the ritual's completion. If the caster is unable to 
use a standard action on its turn to continue the ritual, 
each primary check made in the challenge before the 
start of the caster's next turn gains a +4 bonus. Attacks 
that daze, stun, or dominate the ritual caster without 
dealing damage can be used to this end. 

Success: If the characters earn 4 successes, the 
ritual is ruined and cannot be restarted. The caster is 
now free to fight the party, but the demon returns to 
the Abyss. 

Failure: Unlike with a normal skill challenge, 
the characters' failed primary skill checks during 
this challenge do not count toward overall failure. 
Instead, the characters gain 1 failure at the end of the 
caster's turn if the caster used a standard action on 
that turn to continue the ritual, and if the characters 
have not gained a success since the caster's prior turn. 

If the characters fail the skill challenge, the ritual 
is completed. Any living sacrifices are instantly 
slain, and the demon appears and acts at the caster's 
command. 

Special: If the demon runs rampant because the 
ritual caster is attacked, made unconscious, or killed. 
the characters automatically fail the challenge. How
ever, the demon is not under the ritual caster's control 
when it appears, and it attacks the party and the cult
ists with equal fervor. 

LIJINCREASING THE COMPLEXITY J: 
The setup of the skill challenge assumes that one or I-
two characters focus on the challenge while the other l-
characters battle cultists or protect their comrades. :Je. 

The complexity of the challenge can be increased c:: 
with one or more of the following options, making it a VI 

bigger part of the encounter. Cl 
Communal Ritual Casting: In addition to 

whatever guards and hazards are present to protect 
the ritual caster (see "Rounding Out the Encounter" 
below), add two assistant ritual caster cultists to the 
encounter to add an additional level of complexity. 
Use minions appropriate to the type of cult and the 
level of the challenge. These cultists aid the ritual 
caster through chanting and prayer. such that slaying 
them can hasten the breaking of the ritual. 

These dedicated minions do not attack. Instead, 
they take the total defense action each turn (+2 to all 
defenses) while they aid the ritual caster as a minor 
action. For every two cultists the adventurers kill, 
they gain a success in the challenge. 

Expanded Sacrifice: For a more complex skill 
challenge, replace a Single altar with three or more 
altars set across the encounter area. The ritual caster 
works before one altar, though each altar has its own 
sacrifice that can be freed to disrupt the ritual. 

Successes Per Round: If the complexity of the 
challenge increases to 3 or higher, allow the charac
ters to obtain up to two successes per round. 

ROUNDING OUT 
THE ENCOUNTER 
This skill challenge is intended to function as part of 
a combat encounter or alongSide hazards and traps. 
If the characters face only a single ritual caster, it 
becomes easy for them to line up with the aid another 
action and ruin the ritual in short order. 

A character must be close to the ritual caster to 
ruin its efforts, so defensive barriers can slow the 
party down. Low walls, rubble piles, pools of flaming 
oil, or a demonic trap or hazard (page 36) can make 
it more difficult for the adventurers to move into posi
tion. There should also be plenty ofguards on hand 
to run interference. In particular, controllers using 
forced movement powers can keep characters away 
from the ritual caster while artillery attackers lay 
down an assault around them. 
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NAMED FOR THE EASE with which they are bound into 
service by rituals, guardian demons stalk lightless 
tombs, treasure vaults, and the temples ofdark cults. 
Lying in wait to feed and destroy, a guardian demon 
consistently fulfills its deadly obligations as it awaits 
its release. 

LORE 
Arcana DC 25: Some sages believe that guard

ian demons possess a limited ability to see into the 
future. A guardian demon instinctively knows the 
day it will be released from servitude, or when crea
tures will stray into the site it guards. It is thought 
that this explains the creature's uncanny patience 
and the ease with which it ambushes intruders when 
they appear. 

ENCOUNTERS 
The rituals by which guardian demons are bound 
into service are numerous. These creatures protect 
tombs and other sites across the mortal world. They 
are found in the company ofother creatures sum
moned or created by powerful spellcasters, including 
homunculi, golems, and undead . 

GUARDIAN DEMON 
ABOMINATION 
The treasures of antiquity gleam in faint torchlight 
where they spill from the alcoves of the ruined vault. 
In a thousand years, no mortal has seen this sight, yet 
something lurks here just the same. GlOWing eyes and 
spiraling tentacles suddenly erupt from the shadows, 
snuffing out the light and the screams of adventurers 
who are never seen again. 

GUARDIAN DEMON ABOM1NATJONS 

lN COMBAT 
An abomination taunts its foes as it seizes a victim and 
crushes the life from it with its powerful tentacles. 
When a grabbed target's life ebbs, the abomination 
tosses it aside and grabs for another victim. 

Guardian Demon Abomination Level 8 Soldier 
LII 't' 1'1,'1111'111<11 hUIll,lIlll ;.! Id" I1I()Jl ) XI' l',O 

HP 90; Bloodied 45 Initiative +10 
AC 24, Fortitude 21, Reflex 20, Will 19 Perception +12 
Speed 6 Darkvision 
Immune sleep, stun 
ftt II IT\ 

(> Abominable Horror" Aura 1 
Any enemy that ends its turn within the aura is marked by the 
guardian demon abomination until the end of the abomination's 
next turn. 

All-Around VIsion 
Enemies can't gain combat advantage by Ranking the 
abomination. 

SrllNIlAlID i\( TtON~ 
CD Tentacle" At-Will 

Attack: Melee 2 (one creature); +13 vs. AC 
Hit: 2d8 + 7 damage. 

+Tentade Seize" At-Will 
Requirement: The abomination must not have a creature 
grabbed. 

Attack: Melee 2 (one creature); +13 vs. AC 
Hit: 2d8 + 7 damage, and the abomination pulls the target 

1 square. If the target ends that movement adjacent to the 
abomination, the abomination grabs the target. The target 
takes a -4 penalty to attempts to escape the I!rab. 

Tentacle Drain (necrotic) .. At-WIll1/round 
Requirement: The abomination must be bloodied. 
Effect: The abomination sustains a grab. The grabbed creature 

takes 1 d8 + 4 necrotic damage, and the abomination can make 
a saving throw al!ainst one effect that a save can end. 

Variable Resistance + 2/Encounter 
Trigger: The abomination takes acid, cold, fire, lightning, or 

thunder damage. 

Effect (Free Action): The abomination gains resist 5 to the trigger· 
ing damage type until the end of the encounter or until it uses 
variable resistance again. 

Skills Athletics +14, Intimidate +10 
Str 20 (+9) Dex 19 (+8) Wls 17 (+7) 
Con 18 (+8) Int 11 (+4) Cha 12 (+5) 
Alignment chaotic evil Languages Abyssal, Common 

GUARDIAN DEMON 
SOUL DRINKER 
Although being bound into service slows a soul drink
er's progress toward the upper echelons of demonic 
power, these oldest of the guardian demons gain an 
awareness and patience unusual among their kind. 

GUARDIAN DEMON SOUL DRINKERS 

IN COMBAT 
As it consumes a foe's life force, a soul drinker grows 
more powerful in combat, spending an action point 
to use fearsome 8aze in addition to its tentacles. A 
soul drinker targets divine power users and wizards, 
feeding on an enemy's knowledge and memories as it 

is destroyed. 
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