


Table of Contents
Thank you for supporti ng “The Heir of Orcus” series. Your purchase allows me to conti nue funding this independent 
project as I begin to develop Verses III – VI of this storyline. May you fi nd laughter, joy, and friendship throughout these 
adventures! -Anthony Joyce

Background Hooks for the Heir of Orcus Series.............................................................Page 2

The Heir of Orcus: Verse I............................................................................................................Page 3

The Heir of Orcus: Verse II........................................................................................................Page 43

The Heir of Orcus: Verse III “Sneak Peek”..........................................................................Page 71

1



Background Hooks for The 
Heir of Orcus Series
These background hooks help Dungeon Master’s and 
players add immersion to their characters while playing 
The Heir o f Orcus series. Dungeon Masters and players are 
encouraged to adopt these background hooks to create 
characters fully invested in the storyline. 

Acolyte
Acolyte’s of Tyr and Asmodeus certainly know of the 
eternal Blood War. Dungeon Masters are encouraged to 
consider the social atti  tudes of the Knights of Holy Judg-
ment or Cult of Zariel as friendly towards Acolyte’s aligned 
with their side; Tyr and Asmodeus respecti vely. Reference 
Chapter 8 of the Dungeon Master’s Guide for more details 
on social atti  tudes.

Archeologist
An opportunity to explore a lost Temple of Orcus excites 
even the ti midest of archeologists. It is almost unheard of 
for anyone to ever enter a Temple of Orcus, let alone es-
cape alive! Archeologists understand the value of exploring 
such places of ominous mystery.

Cloistered Scholar
During their years of study, cloistered scholars come across 
the works of Ser Thandor, a wise master of lore within 
the Knights of Holy Judgment. The academic works of Ser 
Thandor are used as a model of rigor and experti se within 
the scholarly community. 

Gladiator
The tale of Nurfenpurf’s victory in the “Passage of Arms” 
tournament in Waterdeep 300 years ago is well known 
throughout gladiatorial circles. However, as the story goes, 
Nurfenpurf mysteriously vanished aft er his rise to fame.

Haunted One
Nightmares manifested by Orcus, The Heir of Orcus or 
Cthulhu ravage the minds of haunted ones. Perhaps one of 
these dark forces has been calling out to these characters 
all their lives, waiti ng for them to do their bidding. Why is 
Cthulhu menti oned here...I mean, what did you expect was 
behind Chaos? 

Knight
All Knights recognize the Knights of Holy Judgment as 
a righteous order dedicated to Tyr. Characters with the 
Knight background might even be affi  liated with the 
Knights of Holy Judgment due to their prior experiences.

Noble
The Mafi sto Twins are well known by noble houses 
throughout Faerun. The Mafi sto Twins regularly host ex-
travagant charity events to raise money for orphanages in 
the Moonsea Region. They are highly regarded as chari-
table members of nobility. 

Outlander
The Bloodmuck Swamp is home to a variety of dangerous 
creatures outlanders are familiar with. Many outlanders 
have seen signs of black dragons taking up residence in the 
swamp and recognize the warning signs of a black dragon’s 
lair.

Sage
The tale of Ser Vindictus and her disappearance in the 
Temple of Orcus is a well-documented legend of lore. 
Sage’s recall the volumes of books writt en by Ser Thandor 
on the subject, such as, To the Abyss and Back. Ulti mately, 
the scholarly community has not come to an agreement 
regarding the fate of Ser Vindictus and her Knights of Holy 
Judgment that mysteriously vanished over a century ago.  

Soldier
During combat on the frontlines, soldiers oft en remark, 
“At least we aren’t fi ghti ng in the damned Blood War! 
This shall be over soon enough!” The phrase hints at the 
eternal struggle of demonic and infernal forces. Soldiers 
recognize the hidden scars of war that impact one another, 
friend and foe alike.
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Adventure Primer
�his adventure is structured around players 
ǲchoosing a sideǳ. �ach pillar of play offers ways to 
achieve the main ob�ectives. 

Background 
ǲ�his is a tale most evil and foul, a horrible tale 
indeed. �here was an angel of �yr sent without fear, 
to destroy the �emple of OrcusǨ SER VINDICTUS, �er 
�indictus we can still hear her prayer, as she led her 
poor knights to their ultimate doomǥpoor �er 
�indictusǥpoor �er �indictus, no one hears her 
prayers in that unholy tombǨǳ Ȃ�erse �   
�he characters begin the adventure in a carriage 
heading towards MAFISTO MANOR. �n �ncubus and 
a �uccubus disguised as tieflings known as the 
MAFISTO TWINS have called upon the bravest 
adventurers to help them rescue a lost mythical 
figure, an angel of �yr known as �er �indictus. �he 
�afisto �wins are hosting a grand dinner to discuss 
the details with the adventurers.  
 �nbeknownst to anyone, three nights ago, the 
�afisto �wins ambushed a group of KNIGHTS OF 
HOLY JUDGMENT and stole their map that leads to 
the entrance of the �emple of Orcus that �er 
�indictus attacked long ago. �he �afisto �wins seek 
to find �er �indictus and turn her into a fallen angel 
that worships the �rchdevil ZARIEL.  
 �ow, the �nights of �oly 
udgment are hot on the 
trail of the �afisto �wins and seek to get their map 
back. �hey will stop at nothing to retrieve the map 
and find �er �indictus themselves so they can 
uncover the fate that befell her and her knights. 

Episodes 
�he adventure is spread over three episodes that 
altogether take appro�imately two hours to play. 
�hese episodes are initially introduced by a Call to 
Action �pisode. 
 �f you’re planning to play the entire adventure at 
once, you only need to introduce the �all to �ction 
once. �owever, if you plan to play them over several 
sessions, you’ll want to revisit the �all to �ction each 
time you play. 
 Episode 1: The Choice (Call to Action). �he

�nights of �oly 
udgment confront the characters
on their way to �afisto �anor located on the
outskirts of ��������. �he characters must

make a choiceǣ �oin the �nights or face their 
righteous wrath.  

 Episode 2: Mafisto Manor. �he characters arrive
at �afisto �anor. �haracters get the map to the
�emple of Orcus at �afisto �anor. �haracters
complete �ain Ob�ective � upon completing this
�pisode.

 Episode 3: Finding the Temple of Orcus. �he
characters find and enter the �emple of Orcus
beneath the �loodmuck �wamp. �haracters
complete �ain Ob�ective � upon completing this
�pisode.

Bonus Objectives 
�his adventure includes two bonus ob�ectives that 
the characters may pursue if they have additional 
time to do soȄearning up to an additional ʹ 
advancement checkpoints and 1 treasure 
checkpoint in the process. �hese bonus ob�ectives 
are found in this adventure’s appendices, as followsǣ 
 Bonus Objective A: The Fate of the Lost Knights.

�ave or kill the lost �nights of �oly 
udgment. �his
bonus ob�ective is found in �ppendi� Ͷ.

 Bonus Objective B: Nezzarum’s Lair. �efeat
�e��arum. �his bonus ob�ective is found in
�ppendi� ͷ.

Adventure Hooks 
�layers can come up with the best story hooks that 
intimately build upon their characters’ backstories. 
�sk the players why their characters are going to 
rescue �er �indictus, a lost angel of �yr. �s it for 
nefarious or noble purposesǫ 

Choosing a Side 
�he characters’ choices and actions will cause them 
to ǲchoose a sideǳ during this adventure. �elow is a 
description of the three sidesǣ 
 Knights of Holy Judgment. �he �nights of �oly 

udgment want to recover their stolen map, rescue 
�er 
ert�, and enter the �emple of Orcus.   
 Cult of Zariel. �he �afisto �wins want the 
characters to escort them to the �emple of Orcus, in 
case trouble arises. �hey want to enter the �emple 
of Orcus and see if there is anything inside they can 
use to their advantage in the �lood �ar. 
 Chaos. �layers might re�ect both sides in this 
adventure and support �haosǨ 
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Area 1. Main Foyer

Area Information 
�he area has the following featuresǣ 
 Terrain & Dimensions. �he floor is made of the 
purest marble with a white hue and hints of black 
which sprawl out like wild rivers. �here are several 
large leather chairs in the middle of the room and 
large hanging paintings depicting a fiery battle scene 
adorn the walls. 

Lighting. �right 
light from candles 
illuminate this room. 
 Smells and Sounds. 
�he foyer smells of 
sweet lavender and 
oils. 

Other Features 
�haracters can enter 
the manor via the 
front door that leads 
directly into the �ain 
	oyer. �f �urfenpurf is 
present, he unlocks 
the front door and 
lets the adventurers 
enter. �f �urfenpurf 
isn’t present, the door 
is locked and re�uires 
succeeding in an �� 10 �e�terity check 
using thieves’ tools to pick the door’s lock, a 
�� 1ͷ �trength ȋ�thleticsȌ check to break the 
door down, or the door can be opened with 
�urfenpurf’s Master Key to the manor.   
 �he foyer serves as a waiting area for guests of 
�afisto �anor. �f the characters look around, they 
see paintings on the wall that depict ancient battles 
between demons and devils in �vernus along the 
�iver �ty�. �hese paintings show the violent eternal 
struggle of the �lood �ar between demons and 
devils. �he paintings suggest the devils defending 
against an infinite onslaught of demonic hordes. � 
successful �� 10 �ntelligence ȋ�nvestigationȌ check 
on the paintings reveals a young and vibrant 
�urfenpurf painted in the backdrop of one of the 
artworks as a valiant hero, slaying a demon on the 
front lines of battle in �vernus.

large hanging paintings depicting a fiery battle scene 

 �right 

illuminate this room. 
 Smells and Sounds. 
�he foyer smells of 
sweet lavender and 

�haracters can enter 

front door that leads 
directly into the �ain 
	oyer. �f �urfenpurf is 
present, he unlocks 
the front door and 
lets the adventurers 
enter. �f �urfenpurf 

, the door 
is locked and re�uires 
succeeding in an �� 10 �e�terity check 
using thieves’ tools to pick the door’s lock, a 
�� 1ͷ �trength ȋ�thleticsȌ check to break the 
door down, or the door can be opened with 

Master Key to the manor.   
 �he foyer serves as a waiting area for guests of 
�afisto �anor. �f the characters look around, they 
see paintings on the wall that depict ancient battles 
between demons and devils in �vernus along the 
�iver �ty�. �hese paintings show the violent eternal 
struggle of the �lood �ar between demons and 
devils. �he paintings suggest the devils defending 
against an infinite onslaught of demonic hordes. � 
successful �� 10 �ntelligence ȋ�nvestigationȌ check 
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Area 3. Kitchen

Area Information 
�he area has the following featuresǣ 
 Terrain & Dimensions. �latters of e�otic cuisine 
fill every inch of this small kitchen. �ottles of wine 
line the tops of the cupboards. �t the corner of the 
kitchen, a small iron pot is boiling on a stove. �t 
appears to be some sort of potato stew, a cuisine of 
gnomes. 

Lighting. �right light, candles and fire from the 
stove light up the kitchen. 
 Smells and Sounds. �romas of garlic, onions, and 
spiced meat. � boiling pot bubbles on the stove.  

Other Features 
�his kitchen is used to prepare food for the feast. 
�here is a locked door that opens up to the back of 
�afisto �anor. �his door can be unlocked with a 
successful �� 10 �e�terity check using thieves’ 
tools to pick the door’s lock, a �� 1ͷ 
�trength ȋ�thleticsȌ check to break 
the door down, or the door can 
be opened with �urfenpurf’s 
Master Key to the manor. 
�he other door in the 
kitchen leads into the 
�ining �all.   
 �f �urfenpurf is 
around, he tries to 
kick the characters 
out of his kitchenǢ he 
doesn̵t like guests 
disturbing his work 
area or eyeing his 
potato stew. 
�urfenpurf 
fre�uently uses 
whatever he can find 
to spice up his stew, 
including spices 
from �hult. �e keeps 
spices stored in a 
cabinet near his stove that characters can find if they 
search around.  

Area 3. Kitchen

Area Information 
�he area has the following featuresǣ 
 Terrain & Dimensions. �latters of e�otic cuisine 
fill every inch of this small kitchen. �ottles of wine 
line the tops of the cupboards. �t the corner of the 
kitchen, a small iron pot is boiling on a stove. �t 
appears to be some sort of potato stew, a cuisine of 

 �right light, candles and fire from the 
stove light up the kitchen. 
 Smells and Sounds. �romas of garlic, onions, and 
spiced meat. � boiling pot bubbles on the stove.  

Other Features 
�his kitchen is used to prepare food for the feast. 
�here is a locked door that opens up to the back of 
�afisto �anor. �his door can be unlocked with a 

�� 10 �e�terity check using thieves’ 
tools to pick the door’s lock, a �� 1ͷ 
�trength ȋ�thleticsȌ check to break 
the door down, or the door can 
be opened with �urfenpurf’s 
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including spices 
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Area 7. Master Bedroom

Area Information 
�he area has the following featuresǣ 
 Terrain & Dimensions. � large, redwood 
canopy bed with deep purple, satin bedding 
dominates this room. �eep claw marks scar the 
otherwise beautiful bedposts. �ehind the bed 
is a large mirror with ony� fi�tures in the 
shapes of flames. �n the corner of the room is a 
desk littered with papers and occult te�ts. �t 
the foot of the desk is a black chest with red 
trimming and a fiendish eye painted on top 
that appears to watch the characters as they 
move. 

Lighting. �right �ight, candles on the desks 
provide illumination. 
 Smells and Sounds. �he sheets smell of 
fresh flowers. �his room is eerily silent. 

Other Features 
�he papers on top of the desk are notes 
written by �ordakai. �he notes include stories 
of his nightmares from his battles in the �lood 
�ar. �hey appear to be his way of coping with 
the mental stress of war. �ven fiends are 
affected by the mental and emotional scarring 
of war. 
 �he �afisto �wins keep correspondence 
letters to �ictoro and �mmalia �assalanter and 
the stolen map in a trapped black chest
within their bedroom. �f the characters escort the 
�afisto �wins to the temple entrance, the �afisto 
�wins collect the map to take on their �ourney 
before they leave the �anor. 

Traps and Puzzels 
�he black chest is trapped with a poison needle. 
�haracters that e�amine the chest and succeed on a 
�� 10 �ntelligence ȋ�nvestigationȌ check notice that 
the eye is painted as an optical illusion. �he chest 
can only be unlocked by using Orianna’s Sapphire 
Key or by disabling the trap. 
 �his simple poison needle trap is meant to keep 
looters away. �he small springǦloaded poison needle 
is hidden in e�terior of the chest. �fter the trap is 
triggered, it needs to be manually reset and will not 
trigger again until it is reset. 

Detection and Disabling. � successful �� ʹ0 
�isdom ȋ�erceptionȌ check reveals the needle, but 
only if the character inspects the e�terior of the 

chest. � successful �� ʹ0 �e�terity check using 
thieves’ tools disables the needle, and a check with a 

total of 10 or lower triggers the trap. 
Trigger. �ny attempt to open the chest without 

the use of thieves’ tools or without Orianna’s 
Sapphire Key triggers the trap. � �e�terity check 
using thieves’ tools with a total of 10 or lower 
triggers the trap. �f a character covers the painted 
eye on the trap, they trigger the trap. 

Effect. �he triggering character must make a �� 
ʹ0 �e�terity saving throw. On a failed save, the 
creature takes 1Ͷ ȋͶd͸Ȍ damage and is poisoned for 
10 minutes. �hile poisoned in this way, the creature 
is paraly�ed. On a successful save, the character 
takes half as much damage and isn’t poisoned. 

Treasure & Rewards 
�he characters can find the following treasure. 
 �ap to the �emple of Orcus

� large, redwood 
canopy bed with deep purple, satin bedding 
dominates this room. �eep claw marks scar the 
otherwise beautiful bedposts. �ehind the bed 

shapes of flames. �n the corner of the room is a 
desk littered with papers and occult te�ts. �t 

 with red 
trimming and a fiendish eye painted on top 
that appears to watch the characters as they 

 �right �ight, candles on the desks 

written by �ordakai. �he notes include stories 
of his nightmares from his battles in the �lood 
�ar. �hey appear to be his way of coping with 

affected by the mental and emotional scarring 

 �he �afisto �wins keep correspondence 
letters to �ictoro and �mmalia �assalanter and 

within their bedroom. �f the characters escort the 
�afisto �wins to the temple entrance, the �afisto 

chest. � successful �� ʹ0 �e�terity check using 
thieves’ tools disables the needle, and a check with a 

total of 10 or lower triggers the trap. 
Trigger. �ny attempt to open the chest without 
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Wrap-Up: Concluding the Adventure 
Once the characters enter the �emple of Orcus, the 
doors close behind them. �hey must e�plore deeper 
into the �emple to find what happened to �er 
�indictus and her �nights. 
 �haracters begin with any ��� allies who entered 
the �emple with them if they play ���Ǧ������Ǧ01Ǧ
0ʹ, The Heir of Orcus: Verse II.
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Adventure Rewards
�pon completing the adventure, the characters each 
receive rewards based upon their accomplishments. 
�hese rewards include advancement and treasure, 
and may include special rewards, such as story 
awards or new downtime activities, as followsǣ 

Advancement Checkpoints 
�he characters receive 1 advancement checkpoint 
and 1 treasure checkpoint for each story ob�ective
that they complete, as followsǣ 
 Main Objective A: �he

characters e�plore �afisto
�anor and leave to the
�emple of Orcus.

 Main Objective B: �he
�haracters enter the
�emple of Orcus.

�he characters receive 1 
advancement checkpoint and 
1 treasure checkpoint for 
each bonus objective that 
they complete, as followsǣ 
 Bonus Objective A: The

Fate of the Lost Knights.
�he characters save or kill
the lost �nights of �oly

udgment.

 Bonus Objective B: �efeat
�e��arum.

Treasure Checkpoints 
�he characters receive a treasure checkpoint for 
completing both main objectives andȀor both 
bonus objectives. �here is a ma�imum of four 
treasure checkpoints for this adventure. 

Magic Item Unlock 
�haracters unlock this magic item if they complete 
both main objectives. 

Helm of Comprehend Languages. �his elaborate 
helm is made of �vernium, a black metal found only 

in �vernus. �he helm has the appearance of a crown 
with spikes. �he inner circle of the helm has an 
inscription in �nfernal which reads, ǲ�vernus 
�ragonchess �hampionǳ. �his item can be found in 
Appendix 8. 

Story Awards 
�uring this adventure, the characters may earn the 
following story awardǣ 

Knight of Holy Judgment. �ou are now a member 
of the �nights of �oly 
udgmentǨ �s a �night of �oly 


udgment, you swore a 
solemn oath to uphold 
�ustice, hunt down the 
wicked, and to serve as a 
stalwart guardian against 
devils and demons. �ay �yr 
guide you as you devote 
yourself to the cause of 
�ustice, to the righting of 
wrongs, and the deliverance 
of vengeanceǨ �ore 
information can be found in 
Appendix 6. 
 Cultist of Zariel. �acrificing 
�er 
ert� has earned you the 
favor of the �rchdevil �ariel. 

o forth and recruit more 
souls in the name of �arielǨ 
�ore information can be 
found in Appendix 7. 

DM Rewards 
�n e�change for running this adventure, you earn 
advancement and treasure checkpoints and 
downtime as though you played the adventure, but 
none of the other rewards listed above. 
 �owever, this adventure may �ualify for rewards 
earned by completing �� �uests. �ee the ����
 
ȋ�dventurers �eague �ungeon �aster’s 
uideȌ for 
more information about �� �uests.

23



Not for resale. Permission granted to print or photocopy this document for personal use only.
CCC-AETHER-01-01 The Heir of Orcus: Verse I

Appendix 1: Locations & NPCs
�he following ���s and locations feature prominently in this adventure. �he ���s are listed and shown below in 
order of appearance. 

NPCs
 Nurfenpurf (NURF-en-PURF). �he steward for the

�afisto �wins and their manor. 
nome male.
Objective: Earn the favor of Zariel and the Mafisto
Twins.
Personality: “I’m bitter and angry.”
Ideal: “One day I’ll earn Zariel’s favor.”
Bond: “I’ll do anything for my Masters.”
Flaw: “I spy on everyone.”

 Ser Titus (Ser TIE-tuss). �ommander of the
�nights of �oly 
udgment. �lways shouts when he
talks. �uman male.
Objective: Discover what happened to Ser
Vindictus in the Temple of Orcus.
Personality: “JUSTICE, VENGEANCE, TYR!!”
Ideal: “RETRIBUTION FOR EVIL DOERS!!”
Bond: “SER GERTZ MUST BE SAVED!!”
Flaw: “JUSTICE IS NEVER WRONG!!”

 Orianna Mafisto (ORR-ee-ANN-a ma-FIST-oh). �
succubus disguised as a tiefling who contracts the
adventurers to escort her and �ordakai to the
�emple of Orcus. � servant of the �rchdevil �ariel.
Objective: Recruit others into the Cult of Zariel and
use them to enter the Temple of Orcus.
Personality: “I love to play and get my way.”
Ideal: “I want others to love me.”
Bond: “Mordakai has always been here for me.”
Flaw: “I’ll do whatever it takes to corrupt others.”

 Mordakai Mafisto (MORE-da-kigh ma-FIST-oh).
�n incubus disguised as a tiefling who contracts
the adventurers to escort him and Orianna to the
�emple of Orcus. � servant of the �rchdevil �ariel.
Objective: Recruit others into the Cult of Zariel and
use them to enter the Temple of Orcus.
Personality: “My soul is weary of war.”
Ideal: “I want this eternal conflict to end.”
Bond: “Dragonchess is my only solace.”
Flaw: “I am willing to wager anything on a game of
Dragonchess.”



Ser Gertz (Ser GERTS). � member of the �nights 
of �oly 
udgment. �alfǦorc 	emale.  
Objective: Discover what happened to Ser 
Vindictus in the Temple of Orcus.
Personality: “It’s best to be blunt and to the point.”
Ideal: “I will prove myself as a great Knight.”
Bond: “I am true to the ways of Tyr.”
Flaw: “There is good in everyone, I don’t care what 
others say.”

 Nezzarum (ne-ZAR-rum). � young black dragon
with a lair near the entrance to the �emple of
Orcus.
Objective: Defend his hoard of treasure and eat
fairies to gain their power.
Personality: “Everyone is out to get my treasure!”
Ideal: “Power is all I need to gain more treasure!”
Bond: “I have named every single coin in my
treasure hoard, they are my children.”
Flaw: “I am easy to laugh, and when I laugh I can
do little else.”

Locations 
 Mafisto Manor (ma-FIST-oh MAN-or). �he home

of the �afisto �wins located on the outskirts of
�elvaunt. �he entire grounds of the manor are
desecrated, and evil radiates throughout the
manor.

 Bloodmuck Swamp (BLOOD-MUCK Swamp). �
pestilent, decaying swamp located in the heart of
�har, ͵ͷ miles from �afisto �anor. �elow the
swamp is the lair of �e��arum, a black dragon
who lives near the entrance to the �emple of
Orcus.


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Appendix 2: Creature Statistics 

Cultist 
Medium humanoid (any race), any non-
good alignment 

Armor Class 12 (leather armor) 
Hit Points 9 (2d8) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
11 (+0) 12 (+1) 10 (+0) 10 (+0) 11 (+0) 10 (+0) 

Skills Deception +2, Religion +2 
Senses passive Perception 10 
Languages any one language (usually Common) 
Challenge 1/8 (25 XP) 
Dark Devotion. The cultist has advantage on saving 
throws against being charmed or frightened. 

Actions 

Scimitar. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one creature. Hit: 4 (1d6 + 1) slashing damage. 

Guard 
Medium humanoid (any race), any 
alignment 

Armor Class 16 (chain shirt, shield) 
Hit Points 11 (2d8 + 2) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
13 (+1) 12 (+1) 12 (+1) 10 (+0) 11 (+0) 10 (+0) 

Skills Perception +2 
Senses passive Perception 12
Languages any one languages (usually Common) 
Challenge 1/8 (25 XP) 

Actions 

Spear. Melee Weapon Attack: +3 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 4 (1d6 + 1) piercing 
damage. 

Riding Horse 
Large beast, unaligned 

Armor Class 10
Hit Points 13 (2d10 + 2) 
Speed 60ft. 

STR DEX CON INT WIS CHA 
16 (+3) 10 (+0) 12 (+1) 2 (-4) 11 (+0) 7 (-2)

Senses passive Perception 10 
Languages - 
Challenge 1/4 (50 XP) 

Actions 

Hooves. Melee Weapon Attack: +2 to hit, reach 5 ft., 
one target. Hit: 8 (2d4 + 3) bludgeoning damage. 
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Imp 
Tiny fiend (devil, shapechanger), lawful 
evil 

Armor Class 13
Hit Points 10 (3d4 + 3) 
Speed 20 ft., fly 40 ft. 

STR DEX CON INT WIS CHA 
6 (ί2) 17 (+3) 13 (+1) 11 (+0) 12 (+1) 14 (+2) 

Skills Deception +4, Insight +3, Persuasion +4, Stealth 
+5

Damage Resistances cold; bludgeoning, piercing, and 
slashing from nonmagical weapons that aren’t 
silvered 

Damage Immunities fire, poison 
Condition Immunities poisoned 
Senses darkvision 120 ft., passive Perception 11 
Languages Infernal, Common 
Challenge 1 (200 XP) 
Shapechanger. The imp can use its action to 
polymorph into a beast form that resembles a rat 
(speed 20 ft.), a raven (20 ft., fly 60 ft.), or a spider (20 
ft., climb 20 ft.), or back into its true form. Its statistics 
are the same in each form, except for the speed 
changes noted. Any equipment it is wearing or carrying 
isn’t transformed. It reverts to its true form if it dies.
Devil’s Sight. Magical darkness doesn’t impede the 
imp’s darkvision.
Magic Resistance. The imp has advantage on saving 
throws against spells and other magical effects. 

Actions 

Sting (Bite in Beast Form). Melee Weapon Attack: +5 
to hit, reach 5 ft., one target. Hit: 5 (1d4 + 3) piercing 
damage, and the target must make on a DC 11 
Constitution saving throw, taking 10 (3d6) poison 
damage on a failed save, or half as much damage on a 
successful one. 
Invisibility. The imp magically turns invisible until it 
attacks or until its concentration ends (as if 
concentrating on a spell). Any equipment the imp 
wears or carries is invisible with it. 

Knight 
Medium humanoid (any race), 
any alignment 

Armor Class 18 (plate) 
Hit Points 52 (8d8 + 16) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
16 (+3) 11 (+0) 14 (+2) 11 (+0) 11 (+0) 1͝ (+2) 

Saving Throws Con +4, Wis +2 
Senses passive Perception 10 
Languages any one language (usually Common) 
Challenge 3 (700 XP) 
Brave. The knight has advantage on saving throws 
against being frightened. 

Actions 

Multiattack. The knight makes two melee attacks. 
Greatsword. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 10 (2d6 + 3) slashing damage. 
Heavy Crossbow. Ranged Weapon Attack: +2 to hit, 
range 100/400 ft., one target. Hit: 5 (1d10) piercing 
damage. 
Leadership (Recharges after a Short or Long Rest). For 
1 minute, the knight can utter a special command or 
warning whenever a nonhostile creature that it can see 
within 30 feet of it makes an attack roll or a saving 
throw. The creature can add a d4 to its roll provided it 
can hear and understand the knight. A creature can 
benefit from only one Leadership die at a time. This 
effect ends if the knight is incapacitated. 

Reactions 

Parry. The knight adds 2 to its AC against one melee 
attack that would hit it. To do so, the knight must see 
the attacker and be wielding a melee weapon. 
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Priest 
Medium humanoid (any race), any 
alignment 

Armor Class 13 (chain shirt) 
Hit Points 27 (5d8 + 5) 
Speed 25 ft. 

STR DEX CON INT WIS CHA 
10 (+0) 10 (+0) 12 (+1) 13 (+1) 16 (+3) 13 (+1) 

Skills Medicine +7, Persuasion +3, Religion +4 
Senses passive Perception 13 
Languages any two languages 
Challenge 2 (450 XP) 
Divine Eminence. As a bonus action, the priest can 
expend a spell slot to cause its melee weapon attacks 
to magically deal an extra 10 (3d6) radiant damage to a 
target on a hit. This benefit lasts until the end of the 
turn. If the priest expends a spell slot of 2nd level or 
higher, the extra damage increases by 1d6 for each 
level above 1st. 
Spellcasting. The priest is a 5th-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 13, +5 to 
hit with spell attacks). The priest has the following 
cleric spells prepared: 

Cantrips (at will): light, sacred flame, thaumaturgy 
1st level (4 slots): cure wounds, guiding bolt, sanctuary 
2nd level (3 slots): lesser restoration, spiritual weapon 
3rd level (2 slots): dispel magic, spirit guardians

Actions 

Mace. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
target. Hit: 3 (1d6) bludgeoning damage. 

Revenant 
Medium undead, neutral 

Armor Class 13 (leather armor) 
Hit Points 136 (16d8 + 64) 
Speed 30ft. 

STR DEX CON INT WIS CHA 
1͠ (+4) 14 (+2) 1͠ (+4) 13 (+1) 16 (+3) 1͠ (+4) 

Saving Throws Str +7, Con +7, Wis +6, Cha +7 
Damage Resistances necrotic, psychic 
Damage Immunities poison 
Condition Immunities charmed, exhaustion, 

frightened, paralyzed, poisoned, stunned 

Senses darkvision 60ft., passive Perception 13 
Languages the languages it knew in life 
Challenge 5 (1,800 XP) 
Regeneration. The revenant regains 10 hit points at 
the start of its turn. If the revenant takes fire or radiant 
damage, this trait doesn't function at the start of the 
revenant's next turn. The revenant's body is destroyed 
only if it starts its turn with 0 hit points and doesn't 
regenerate. 
Rejuvenation. When the revenant's body is destroyed, 
its soul lingers. After 24 hours, the soul inhabits and 
animates another corpse on the same plane of 
existence and regains all its hit points. While the soul is 
bodiless, a wish spell can be used to force the soul to 
go to the afterlife and not return. 
Turn Immunity. The revenant is immune to effects that 
turn undead. 
Vengeful Tracker. The revenant knows the distance to 
and direction of any creature against which it seeks 
revenge, even if the creature and the revenant are on 
different planes of existence. If the creature being 
tracked by the revenant dies, the revenant knows. 

Actions 

Multiattack. The revenant makes two fist attacks. 
Fist. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 11 (2d6 + 4) bludgeoning damage. If the 
target is a creature against which the revenant has 
sworn vengeance, the target takes an extra 14 (4d6) 
bludgeoning damage. Instead of dealing damage, the 
revenant can grapple the target (escape DC 14) 
provided the target is Large or smaller. 
Vengeful Glare. The revenant targets one creature it 
can see within 30 feet of it and against which it has 
sworn vengeance. The target must make a DC 15 
Wisdom saving throw. On a failure, the target is 
paralyzed until the revenant deals damage to it, or 
until the end of the revenant's next turn. When the 
paralysis ends, the target is frightened of the revenant 
for 1 minute. The frightened target can repeat the 
saving throw at the end of each of its turns, with 
disadvantage if it can see the revenant, ending the 
frightened condition on itself on a success. 
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Succubus/Incubus 
Medium fiend (shapechanger), 
neutral evil 

Armor Class 15 (natural armor) 
Hit Points 66 (12d8 + 12) 
Speed 30ft., fly 60ft. 

STR DEX CON INT WIS CHA 
͠ (- 1) 17 (+3) 13 (+1) 1͝ (+2) 12 (+1) 20 (+͝) 

Skills Deception +9, Insight +5, Perception +5, 
Persuasion +9, Stealth +7 

Damage Resistances cold, fire, lightning, poison, 
bludgeoning, piercing, and slashing from nonmagical 
weapons 

Senses darkvision 60ft., passive Perception 15 
Languages Abyssal, Common, Infernal, telepathy 60ft. 
Challenge 4 (1,100 XP) 
Telepathic Bond. The fiend ignores the range 
restriction on its telepathy when communicating with a 
creature it has charmed. The two don't even need to 
be on the same plane of existence. 
Shapechanger. The fiend can use its action to 
polymorph into a Small or Medium humanoid, or back 
into its true form. Without wings, the fiend loses its 
flying speed. Other than its size and speed, its statistics 
are the same in each form. Any equipment it is wearing 
or carrying isn't transformed. It reverts to its true form 
if it dies. 

Actions 

Claw (Fiend Form Only). Melee Weapon Attack: +5 to 
hit, reach 5 ft., one target. Hit: 6 (1d6 + 3) slashing 
damage. 
Charm. One humanoid the fiend can see within 30 feet 
of it must succeed on a DC 15 Wisdom saving throw or 
be magically charmed for 1 day. The charmed target 
obeys the fiend's verbal or telepathic commands. If the 
target suffers any harm or receives a suicidal 
command, it can repeat the saving throw, ending the 
effect on a success. If the target successfully saves 
against the effect, or if the effect on it ends, the target 
is immune to this fiend's Charm for the next 24 hours. 
 The fiend can have only one target charmed at a 
time. If it charms another, the effect on the previous 
target ends. 

Draining Kiss. The fiend kisses a creature charmed by it 
or a willing creature. The target must make a DC 15 
Constitution saving throw against this magic, taking 32 
(5d10 + 5) psychic damage on a failed save, or half as 
much damage on a successful one. The target's hit 
point maximum is reduced by an amount equal to the 
damage taken. This reduction lasts until the target 
finishes a long rest. The target dies if this effect 
reduces its hit point maximum to 0. 
Etherealness. The fiend magically enters the Ethereal 
Plane from the Material Plane, or vice versa. 

Sword Wraith Warrior
Medium undead, lawful evil 

Armor Class 16 (chain shirt, shield) 
Hit Points 45 (6d8 + 18) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
1͠ (+4) 12 (+1) 17 (+3) 6 (-2) ͡ (-1) 10 (+0) 

Damage Resistances necrotic; bludgeoning, piercing, 
and slashing from nonmagical attacks 

Damage Immunities poison 
Condition Immunities exhaustion, frightened, 

poisoned, unconscious 
Senses darkvision 60 ft., passive Perception 9 
Languages the languages it knew in life 
Challenge 3 (700 XP) 
Martial Fury. As a bonus action, the sword wraith can 
make one weapon attack. lf it does so, attack rolls 
against it have advantage until the start of its next turn. 

Actions 

Longsword. Melee Weapon Attack: +6 to hit, reach 5 
ft. , one target. Hit: 8 (1d8 + 4) slashing damage, or 9 
(1d10 + 4) slashing damage if used with two hands. 
Longbow. Ranged Weapon Attack: +3 to hit, range 
150/600 ft., one target. Hit: 5 (1d8 + 1) piercing 
damage. 
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Warhorse 
Large beast, unaligned 

Armor Class 11
Hit Points 19 (3d10 + 3) 
Speed 60ft. 

STR DEX CON INT WIS CHA 
1͠ (+4) 12 (+1) 13 (+1) 2 (-4) 12 (+1) 7 (-2)

Senses passive Perception 11 
Languages - 
Challenge 1/2 (100 XP)
Trampling Charge. If the horse moves at least 20 feet 
straight toward a creature and then hits it with a 
hooves attack on the same turn, that target must 
succeed on a DC 14 Strength saving throw or be 
knocked prone. If the target is prone, the horse can 
make another attack with its hooves against it as a 
bonus action. 

Actions 

Hooves. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 11 (2d6 + 4) bludgeoning damage. 

Young Black Dragon 
Large dragon, chaotic evil 

Armor Class 18 (natural armor) 
Hit Points 127 (15d10 + 45) 
Speed 40 ft., fly 80 ft., swim 40 ft. 

STR DEX CON INT WIS CHA 
1͡ (+4) 14 (+2) 17 (+3) 12 (+1) 11 (+0) 1͝ (+2) 

Saving Throws Dex +5, Con +6, Wis +3, Cha +5 
Skills Perception +6, Stealth +5 
Damage Immunities acid 
Senses blindsight 30 ft., darkvision 120 ft., passive 

Perception 16 
Languages Common, Draconic 
Challenge 7 (2,900 XP) 
Amphibious. The dragon can breathe air and water. 

Actions 

Multiattack. The dragon makes three attacks: one with 
its bite and two with its claws. 
Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one 
target. Hit: 15 (2d10 + 4) piercing damage plus 4 (1d8) 
acid damage. 
Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 11 (2d6 + 4) slashing damage. 
Acid Breath (Recharge 5–6). The dragon exhales 
acid in a 30-foot line that is 5 feet wide. Each creature 
in that line must make a DC 14 Dexterity saving throw, 
taking 49 (11d8) acid damage on a failed save, or half 
as much damage on a successful one.
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Appendix 3A: Map - Episode 1 Battle Map 
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Appendix 3B: Map - Mafisto Manor and Cellar
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Appendix 3C: Map - Tagged Map of Mafisto Manor and Cellar
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Appendix 3D: Map - Temple Entrance and Nezzarum’s Lair
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Appendix 3E: Map - Bonus Objective A Battle Map
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Appendix 8: NPC Background Handouts (Player Handout 3) 
NPC Handouts for Players 
�hese handouts serve as a tool for the �� to 
enhance gameplay immerssion at their table. ��’s 
don’t have to keep telling players who the ���’s are 
or what they look like. �n�oyǨ 
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Appendix 9: Magic Item 
�haracters completing this adventure’s ob�ective 
unlock this magic item.  

Helm of Comprehend Languages 
Tier 1, 8 treasure checkpoints

�hile wearing this helm, you can use an action to 
cast the comprehend languages spell from it at will. 
�his item is found on Magic Item Table B in the 
Dungeon Master’s Guide. 
 �his elaborate helm is made of �vernium, a black 
metal found only in �vernus. �he helm has the 
appearance of a crown with spikes. �he inner circle 
of the helm has an inscription in �nfernal which 
reads, ǲ�vernus �ragonchess �hampion.ǳ
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Author’s DM tips for this Module
	ellow ��’s below are some tips � think will help 
you get the most out of running this adventure your 
way. 
 This is YOUR Adventure.  � wrote this adventure

to have many open choices, specifically so each
�� can tailor this adventure to their players play
style. �o you have evil charactersǫ 
reatǨ �ush
hard on the �ult of �ariel hooks. 
ood charactersǫ
��cellent, showcase the �nights of �oly 
udgmentǨ
�ou know your players bestǢ use the adventure to
build around their playstyles.

 Prepare your players ahead of time. �ue to the
intentional tension � built into this adventure, �
recommend you remind your players ahead of
time that this is be a fun roleplaying e�perience.
�sk if any of the players are against �layer versus
�layer ȋ�v�Ȍ combat, there is a high likelihood
good and evil characters might want to fight each
other in this adventure. �o long as everyone has
fun, use this adventure as a chance to highlight
�v�. � strongly recommend the �� does not allow
�v� to result in death, only unconsciousness.

 Sandbox feel might overwhelm DMs. �ue to the
many choices this adventure can take, �
recommend ��s go with the flow and do not
concern themselves with all the gritty details if
they feel overwhelmed. �ltimately, the �� �ust
needs to get the characters to search for the
�emple of Orcus and enter it at the conclusion of
the �dventure. �t is that easyǨ

 Have fun. � wanted to give ��s full reign over this
story so that you and your players can walk away
with cra�y stories of �ragonchess, sacrifices,
slaying �ragons, helping out heroic �nights of �yr,
and whatever else might manifest itself from the
imaginations of ��s and players playing this
adventure. �f you find yourself asking ǲ�hat
would happen ifǥǫǳ �hat means you as the ��
have complete control over what happens ne�t. �
hope you all en�oy running this adventure as � had
creating itǨ
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Adventure Primer
The 

Heir of Orcus: Verse I
The Heir of Orcus: Verse II  Verse 

I

Background 
 “Deep in the Temple of Orcus, lies a creature of 
unspeakable evil. It is said that his Heir dwells in that 
lair so beware for all who enter may never return!” 

–Verse II

TEMPLE 
OF ORCUS BLOODMUCK SWAMP

THAR
KNIGHTS OF HOLY JUDGMENT CULT OF 
ZARIEL  CHAOS SER 
VINDICTUS

Episodes 

Call to Action

 Episode 1: Doomed (Call to Action).

UNHOLY PLACE UNHOLY
OF UNHOLIES

 Episode 2: The Heir of Orcus.

Adventure Hooks 

Choosing a Side 

The Heir of Orcus: Verse I
Verse I

 Knights of Holy Judgment.

 SER TITUS. Knight

The Heir
of Orcus: Verse I sword wraith
warrior

 SER GERTZ.
The Heir of

Orcus: Verse I sword wraith
warrior
Cult of Zariel. 

ZARIEL

 NURFENPURF.
The Heir of Orcus:

Verse I imp
 ORIANNA MAFISTO.

succubus

The
Heir of Orcus: Verse I

 MORDAKAI MAFISTO. BLOOD
WAR 
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Wrap-Up: Concluding the Adventure 

The Heir of Orcus: 
Verse I & II 

Verses The Heir of 
Orcus

Development: “Choosing a Side”
 Knights of Holy Judgment. 

 Cult of Zariel. 

 Chaos. 

Development: “Is The Heir of Orcus dead, 
alive, or still chained up?”

 
 Dead. 

 Alive. 

 Chained up. 
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Adventure Rewards 

Advancement Checkpoints 
advancement checkpoints

 Main Objective A:

 Main Objective B:

Treasure Checkpoints 
treasure checkpoints

Magic Item Unlock 

both main objectives
 Dread Helm.

Appendix 7
Mariner’s Armor (Breastplate).

Appendix 7

Story Awards 

Rising through the ranks.

The Heir of Orcus 

Appendix 5
Chosen One.

Appendix 6

DM Rewards 
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Appendix 1: Locations & NPCs

NPCs
 Nurfenpurf (NURF-en-PURF).

Objective: Earn the favor of Zariel and the Mafisto
Twins.
Personality: “I’m bitter and angry.”
Ideal: “One day I’ll earn Zariel’s favor.”
Bond: “I’ll do anything for my Masters.”
Flaw: “I spy on everyone.”

 Ser Titus (Ser TIE-tuss).

Objective: Discover what happened to Ser
Vindictus in the Temple of Orcus.
Personality: “JUSTICE, VENGEANCE, TYR!!”
Ideal: “RETRIBUTION FOR EVIL DOERS!!”
Bond: “SER GERTZ MUST BE SAVED!!”
Flaw: “JUSTICE IS NEVER WRONG!!”

 Orianna Mafisto (ORR-ee-ANN-a ma-FIST-oh)

Objective: Recruit others into the Cult of Zariel and
use them to enter the Temple of Orcus.
Personality: “I love to play and get my way.”
Ideal: “I want others to love me.”
Bond: “Mordakai has always been here for me.”
Flaw: “I’ll do whatever it takes to corrupt others.”

 Mordakai Mafisto (MORE-da-kigh ma-FIST-oh).

Objective: Recruit others into the Cult of Zariel and
use them to enter the Temple of Orcus.
Personality: “My soul is weary of war.”
Ideal: “I want this eternal conflict to end.”
Bond: “Dragonchess is my only solace.”
Flaw: “I am willing to wager anything on a game of
Dragonchess.”

 Ser Gertz (Ser GERTS).

Objective: Discover what happened to Ser
Vindictus in the Temple of Orcus.
Personality: “It’s best to be blunt and to the point.”
Ideal: “I will prove myself as a great Knight.”
Bond: “I am true to the ways of Tyr.”
Flaw: “There is good in everyone. I don’t care what
others say.”

 The Heir of Orcus (ORR-cus). 

Objective: Gain enough power to kill everything,
even her own father Orcus, and (lastly) herself.
Personality: “I hate life, undeath, existence… it all
needs to end!”
Ideal: “If I can fool others into ending their own
lives, I can become even more powerful than my
father!”
Bond: “I must infect the world with my ideas to
foster unending death.”
Flaw: “There is nothing I love or care for, I side with
no one!”

 Ser Vindictus (Ser VIN-dic-TUS). 

Objective: Defeat Orcus and his forces!
Personality: “I will die for justice, honor, and the
glory of Tyr!”
Ideal: “If I can vanquish all evil, the universe will be
at peace!”
Bond: “I have dedicated my entire existence to Tyr.”
Flaw: “It has been a century since Tyr left me
here…has he abandoned me?”

Locations 
 Temple of Orcus (temple of ORR-cus).
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Appendix 2: Creature Statistics 
Cambion 
Medium fiend, lawful evil 

Armor Class 19 (scale mail) 
Hit Points 82 (11d8 + 33) 
Speed 30 ft., fly 60 ft. 

STR DEX CON INT WIS CHA 
1͠ (+4) 1͠ (+4) 16 (+3) 14 (+2) 12 (+1) 16 (+3) 

Saving Throws Str +7, Con +6, Int +5, Cha +6 
Skills Deception +6, Intimidation +6, Perception +4, 

Stealth +7 
Damage Resistances cold, fire, lightning, poison; 

bludgeoning, piercing, and slashing from nonmagical 
weapons 

Senses darkvision 60 ft., passive Perception 14 
Languages Abyssal, Common, Infernal 
Challenge 5 (1,800 XP) 
Fiendish Blessing. The AC of the cambion includes its 
Charisma bonus. 
Innate Spellcasting. The cambion’s spellcasting ability 
is Charisma (spell save DC 14). The cambion can 
innately cast the following spells, requiring no material 
components: 

3/day each: alter self, command, detect magic 
1/day: plane shift (self only)

Actions 

Multiattack. The cambion makes two melee attacks or 
uses its Fire Ray twice. 
Spear. Melee or Ranged Weapon Attack: +7 to hit, 
reach 5 ft. or range 20/60 ft., one target. Hit: 7 (1d6 + 
4) piercing damage, or 8 (1d8 + 4) piercing damage if
used with two hands to make a melee attack, plus 3
(1d6) fire damage.
Fire Ray. Ranged Spell Attack: +7 to hit, range 120 ft., 
one target. Hit: 10 (3d6) fire damage. 
Fiendish Charm. One humanoid the cambion can see 
within 30 feet of it must succeed on a DC 14 Wisdom 
saving throw or be magically charmed for 1 day. The 
charmed target obeys the cambion’s spoken 
commands. If the target suffers any harm from the 
cambion or another creature or receives a suicidal 
command from the cambion, the target can repeat the 
saving throw, ending the effect on itself on a success. If 
a target’s saving throw is successful, or if the effect 

ends for it, the creature is immune to the cambion’s 
Fiendish Charm for the next 24 hours. 

Cultist 
Medium humanoid (any race), any non-good 
alignment 

Armor Class 12 (leather armor) 
Hit Points 9 (2d8) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
11 (+0) 12 (+1) 10 (+0) 10 (+0) 11 (+0) 10 (+0) 

Skills Deception +2, Religion +2 
Senses passive Perception 10 
Languages any one language (usually Common) 
Challenge 1/8 (25 XP) 
Dark Devotion. The cultist has advantage on saving 
throws against being charmed or frightened. 

Actions 

Scimitar. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one creature. Hit: 4 (1d6 + 1) slashing damage. 

Medium humanoid (any race), any non-good 

56



Not for resale. Permission granted to print or photocopy this document for personal use only.
CCC-AETHER-01-02 The Heir of Orcus: Verse II

Dretch
Small fiend (demon), chaotic evil 

Armor Class 11 (natural armor) 
Hit Points 18 (4d6 + 4) 
Speed 20ft. 

STR DEX CON INT WIS CHA 
11 (+0) 11 (+0) 12 (+1) ͝ (-3) ͠ (-1) 3 (-4)

Damage Resistances cold, fire, lightning 
Damage Immunities poison 
Condition Immunities poisoned 
Senses darkvision 60 ft., passive Perception 9 
Languages Abyssal, telepathy 60 ft. (works only with 

creatures that understand Abyssal) 
Challenge 1/4 (50 XP)

Actions 

Multiattack. The dretch makes two attacks: one with 
its bite and one with its claws. 
Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
target. Hit: 3 (1d6) piercing damage. 
Claws. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
target. Hit: 5 (2d4) slashing damage. 
Fetid Cloud (1/Day). A 10-foot radius of disgusting 
green gas extends out from the dretch. The gas spreads 
around corners, and its area is lightly obscured. It lasts 
for 1 minute or until a strong wind disperses it. Any 
creature that starts its turn in that area must succeed 
on a DC 11 Constitution saving throw or be poisoned 
until the start of its next turn. While poisoned in this 
way, the target can take either an action or a bonus 
action on its turn, not both, and can't take reactions. 

Ghoul
Medium undead, chaotic evil 

Armor Class 12
Hit Points 22 (5d8) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
13 (+1) 1͝ (+2) 10 (+0) 7 (ί2) 10 (+0) 6 (ί2)

Damage Immunities poison 
Condition Immunities charmed, exhaustion, poisoned 
Senses darkvision 60 ft., passive Perception 10 
Languages Common 
Challenge 1 (200 XP) 

Actions 

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
creature. Hit: 9 (2d6 + 2) piercing damage. 
Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 7 (2d4 + 2) slashing damage. If the target is 
a creature other than an elf or undead, it must succeed 
on a DC 10 Constitution saving throw or be paralyzed 
for 1 minute. The target can repeat the saving throw at 
the end of each of its turns, ending the effect on itself 
on a success. 
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Imp 
Tiny fiend (devil, shapechanger), lawful 
evil 

Armor Class 13
Hit Points 10 (3d4 + 3) 
Speed 20 ft., fly 40 ft. 

STR DEX CON INT WIS CHA 
6 (ί2) 17 (+3) 13 (+1) 11 (+0) 12 (+1) 14 (+2) 

Skills Deception +4, Insight +3, Persuasion +4, Stealth 
+5

Damage Resistances cold; bludgeoning, piercing, and 
slashing from nonmagical weapons that aren’t 
silvered 

Damage Immunities fire, poison 
Condition Immunities poisoned 
Senses darkvision 120 ft., passive Perception 11 
Languages Infernal, Common 
Challenge 1 (200 XP) 
Shapechanger. The imp can use its action to 
polymorph into a beast form that resembles a rat 
(speed 20 ft.), a raven (20 ft., fly 60 ft.), or a spider (20 
ft., climb 20 ft.), or back into its true form. Its statistics 
are the same in each form, except for the speed 
changes noted. Any equipment it is wearing or carrying 
isn’t transformed. It reverts to its true form if it dies.
Devil’s Sight. Magical darkness doesn’t impede the 
imp’s darkvision.
Magic Resistance. The imp has advantage on saving 
throws against spells and other magical effects. 

Actions 

Sting (Bite in Beast Form). Melee Weapon Attack: +5 
to hit, reach 5 ft., one target. Hit: 5 (1d4 + 3) piercing 
damage, and the target must make on a DC 11 
Constitution saving throw, taking 10 (3d6) poison 
damage on a failed save, or half as much damage on a 
successful one. 
Invisibility. The imp magically turns invisible until it 
attacks or until its concentration ends (as if 
concentrating on a spell). Any equipment the imp 
wears or carries is invisible with it. 

Knight 
Medium humanoid (any race), any 
alignment 

Armor Class 18 (plate) 
Hit Points 52 (8d8 + 16) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
16 (+3) 11 (+0) 14 (+2) 11 (+0) 11 (+0) 1͝ (+2) 

Saving Throws Con +4, Wis +2 
Senses passive Perception 10 
Languages any one language (usually Common) 
Challenge 3 (700 XP) 
Brave. The knight has advantage on saving throws 
against being frightened. 

Actions 

Multiattack. The knight makes two melee attacks. 
Greatsword. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 10 (2d6 + 3) slashing damage. 
Heavy Crossbow. Ranged Weapon Attack: +2 to hit, 
range 100/400 ft., one target. Hit: 5 (1d10) piercing 
damage. 
Leadership (Recharges after a Short or Long Rest). For 
1 minute, the knight can utter a special command or 
warning whenever a nonhostile creature that it can see 
within 30 feet of it makes an attack roll or a saving 
throw. The creature can add a d4 to its roll provided it 
can hear and understand the knight. A creature can 
benefit from only one Leadership die at a time. This 
effect ends if the knight is incapacitated. 

Reactions 

Parry. The knight adds 2 to its AC against one melee 
attack that would hit it. To do so, the knight must see 
the attacker and be wielding a melee weapon. 
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Manes 
Small fiend (demon), chaotic evil 

Armor Class 9 
Hit Points 9 (2d6 + 2) 
Speed 20ft. 

STR DEX CON INT WIS CHA 
10 (+0) ͡ (-1) 13 (+1) 3 (-4) ͠ (-1) 4 (-3)

Damage Resistances cold, fire, lightning 
Damage Immunities poison 
Condition Immunities charmed, frightened, poisoned 
Senses darkvision 60ft., passive Perception 9 
Languages understands Abyssal but can't speak 
Challenge 1/8 (25 XP) 

Actions 

Claws. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
target. Hit: 5 (2d4) slashing damage. 

Priest 
Medium humanoid (any race), any 
alignment 

Armor Class 13 (chain shirt) 
Hit Points 27 (5d8 + 5)  
Speed 25 ft. 

STR DEX CON INT WIS CHA 
10 (+0) 10 (+0) 12 (+1) 13 (+1) 16 (+3) 13 (+1) 

Skills Medicine +7, Persuasion +3, Religion +4 
Senses passive Perception 13 
Languages any two languages 
Challenge 2 (450 XP) 
Divine Eminence. As a bonus action, the priest can 
expend a spell slot to cause its melee weapon attacks 
to magically deal an extra 10 (3d6) radiant damage to a 
target on a hit. This benefit lasts until the end of the 
turn. If the priest expends a spell slot of 2nd level or 
higher, the extra damage increases by 1d6 for each 
level above 1st. 
Spellcasting. The priest is a 5th-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 13, +5 to 
hit with spell attacks). The priest has the following 
cleric spells prepared: 

Cantrips (at will): light, sacred flame, thaumaturgy
1st level (4 slots): cure wounds, guiding bolt, sanctuary 
2nd level (3 slots): lesser restoration, spiritual weapon 
3rd level (2 slots): dispel magic, spirit guardians 

Actions 

Mace. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
target. Hit: 3 (1d6) bludgeoning damage. 
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Rutterkin 
Medium fiend (demon), chaotic evil 

Armor Class 12
Hit Points 37 (5d8 + 15) 
Speed 20 ft. 

STR DEX CON INT WIS CHA 
14 (+2) 1͝ (+2) 17 (+3) ͝ (-3) 12 (+1) 6 (-2)

Damage Resistances cold, fire, lightning 
Damage Immunities poison 
Condition Immunities charmed, frightened, poisoned 
Senses darkvision 120 ft., passive Perception 11 
Languages understands Abyssal but can't speak 
Challenge 2 (450 XP) 
Crippling Fear. When a creature that isn't a demon 
starts its turn within 30 feet of three or more 
rutterkins, it must make a DC 11 Wisdom saving throw. 
The creature has disadvantage on the save if it's within 
30 feet of six or more rutterkins. On a successful save, 
the creature is immune to the Crippling Fear of all 
rutterkins for 24 hours. On a failed save, the creature 
becomes frightened of the rutterkins for l minute. 
While frightened in this way, the creature is restrained. 
At the end of each of the frightened creature's turns, it 
can repeat the saving throw, ending the effect on itself 
on a success. 

Actions 

Bite. Melee Weapon Attack: + 4 to hit, reach 5 ft., one 
target. Hit: 12 (3d6 + 2) piercing damage. If the target is 
a creature, it must succeed on a DC 13 Constitution 
saving throw against disease or become poisoned. At 
the end of each long rest, the poisoned target can 
repeat the saving throw, ending the effect on itself on 
a success. If the target is reduced to 0 hit points while 
poisoned in this way, it dies and instantly transforms 
into a living abyssal wretch. The transformation of the 
body can be undone only by a wish spell.

Shadow 
Medium undead, chaotic evil 

Armor Class 12
Hit Points 16 (3d8 + 3) 
Speed 40 ft.  

STR DEX CON INT WIS CHA 
6 (ί2) 14 (+2) 13 (+1) 6 (ί2) 10 (+0) ͠ (ί1)

Skills Stealth +4 (+6 in dim light or darkness) 
Damage Vulnerabilities radiant 
Damage Resistances acid, cold, fire, lightning, thunder; 

bludgeoning, piercing, and slashing from nonmagical 
weapons 

Damage Immunities necrotic, poison 
Condition Immunities exhaustion, frightened, 

grappled, paralyzed, petrified, poisoned, prone, 
restrained 

Senses darkvision 60 ft., passive Perception 10 
Languages —
Challenge 1/2 (100 XP)  
Amorphous. The shadow can move through a space as 
narrow as 1 inch wide without squeezing. 
Shadow Stealth. While in dim light or darkness, the 
shadow can take the Hide action as a bonus action. 
Sunlight Weakness. While in sunlight, the shadow has 
disadvantage on attack rolls, ability checks, and saving 
throws. 

Actions 

Strength Drain. Melee Weapon Attack: +4 to hit, reach 
5 ft., one creature. Hit: 9 (2d6 + 2) necrotic damage, 
and the target’s Strength score is reduced by 1d4. The 
target dies if this reduces its Strength to 0. Otherwise, 
the reduction lasts until the target finishes a short or 
long rest. 
 If a non-evil humanoid dies from this attack, a new 
shadow rises from the corpse 1d4 hours later. 
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Spawn of Kyuss 
Medium undead, chaotic evil 

Armor Class l0
Hit Points 76 (9d8 + 36) 
Speed 30ft. 

STR DEX CON INT WIS CHA 
16 (+3) 11 (+0) 18 (+4) 5 (-3) 7 (-2) 3 (-4)

Saving Throws Wis + 1 
Damage Immunities poison 
Condition Immunities exhaustion, poisoned 
Senses darkvision 60 ft., passive Perception 8 
Languages understands the languages it knew in life 

but can't speak 
Challenge 5 (1,800 XP) 
Regeneration. The spawn of Kyuss regains 10 hit points 
at the start of its turn if it has at least l hit point and 
isn't in sunlight or a body of running water. If the 
spawn takes acid, fire, or radiant damage, this trait 
doesn't function at the start of the spawn's next turn. 
The spawn is destroyed only if it starts its turn with 0 
hit points and doesn't regenerate. 
Worms. If the spawn of Kyuss is targeted by an effect 
that cures disease or removes a curse, all the worms 
infesting it wither away, and it loses its Burrowing 
Worm action. 

Actions 

Multiattack. The spawn of Kyuss makes two attacks 
with its claws and uses Burrowing Worm. 
Burrowing Worm. A worm launches from the spawn of 
Kyuss at one humanoid that the spawn can see within 
10 feet of it. The worm latches onto the target's skin 
unless the target succeeds on a DC 11 Dexterity saving 
throw. The worm is a Tiny undead with AC 6, l hit point, 
a 2 (-4) in every ability score, and a speed of 1 foot. 
While on the target's skin, the worm can be killed by 
normal means or scraped off using an action (the 
spawn can use this action to launch a scraped-off worm 
at a humanoid it can see within 10 feet of the worm). 
Otherwise, the worm burrows under the target's skin 
at the end of the target's next turn, dealing 1 piercing 
damage to it. At the end of each of its turns thereafter, 
the target takes 7 (2d6) necrotic damage per worm 
infesting it (maximum of 10d6). A worm-infested target 
dies if it drops to O hit points, then rises 10 minutes 
later as a spawn of Kyuss. If a worm-infested creature 
is targeted by an effect that cures disease or removes a 
curse, all the worms infesting it wither away. 

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 6 (ld6 + 3) slashing damage plus 7 (2d6) 
necrotic damage.
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Succubus/Incubus 
Medium fiend (shapechanger), 
neutral evil 

Armor Class 15 (natural armor) 
Hit Points 66 (12d8 + 12)  
Speed 30ft., fly 60ft. 

STR DEX CON INT WIS CHA 
͠ (- 1) 17 (+3) 13 (+1) 1͝ (+2) 12 (+1) 20 (+͝) 

Skills Deception +9, Insight +5, Perception +5, 
Persuasion +9, Stealth +7 

Damage Resistances cold, fire, lightning, poison, 
bludgeoning, piercing, and slashing from nonmagical 
weapons 

Senses darkvision 60ft., passive Perception 15 
Languages Abyssal, Common, Infernal, telepathy 60ft. 
Challenge 4 (1,100 XP) 
Telepathic Bond. The fiend ignores the range 
restriction on its telepathy when communicating with a 
creature it has charmed. The two don't even need to 
be on the same plane of existence. 
Shapechanger. The fiend can use its action to 
polymorph into a Small or Medium humanoid, or back 
into its true form. Without wings, the fiend loses its 
flying speed. Other than its size and speed, its statistics 
are the same in each form. Any equipment it is wearing 
or carrying isn't transformed. It reverts to its true form 
if it dies. 

Actions 

Claw (Fiend Form Only). Melee Weapon Attack: +5 to 
hit, reach 5 ft., one target. Hit: 6 (1d6 + 3) slashing 
damage. 
Charm. One humanoid the fiend can see within 30 feet 
of it must succeed on a DC 15 Wisdom saving throw or 
be magically charmed for 1 day. The charmed target 
obeys the fiend's verbal or telepathic commands. If the 
target suffers any harm or receives a suicidal 
command, it can repeat the saving throw, ending the 
effect on a success. If the target successfully saves 
against the effect, or if the effect on it ends, the target 
is immune to this fiend's Charm for the next 24 hours. 

 The fiend can have only one target charmed at a 
time. If it charms another, the effect on the previous 
target ends. 
Draining Kiss. The fiend kisses a creature charmed by it 
or a willing creature. The target must make a DC 15 
Constitution saving throw against this magic, taking 32 
(5d10 + 5) psychic damage on a failed save, or half as 
much damage on a successful one. The target's hit 
point maximum is reduced by an amount equal to the 
damage taken. This reduction lasts until the target 
finishes a long rest. The target dies if this effect 
reduces its hit point maximum to 0. 
Etherealness. The fiend magically enters the Ethereal 
Plane from the Material Plane, or vice versa. 

Sword Wraith Warrior
Medium undead, lawful evil 

Armor Class 16 (chain shirt, shield) 
Hit Points 45 (6d8 + 18) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
1͠ (+4) 12 (+1) 17 (+3) 6 (-2) ͡ (-1) 10 (+0) 

Damage Resistances necrotic; bludgeoning, piercing, 
and slashing from nonmagical attacks 

Damage Immunities poison 
Condition Immunities exhaustion, frightened, 

poisoned, unconscious 
Senses darkvision 60 ft., passive Perception 9 
Languages the languages it knew in life 
Challenge 3 (700 XP) 
Martial Fury. As a bonus action, the sword wraith can 
make one weapon attack. lf it does so, attack rolls 
against it have advantage until the start of its next turn. 

Actions 

Longsword. Melee Weapon Attack: +6 to hit, reach 5 
ft. , one target. Hit: 8 (1d8 + 4) slashing damage, or 9 
(1d10 + 4) slashing damage if used with two hands. 
Longbow. Ranged Weapon Attack: +3 to hit, range 
150/600 ft., one target. Hit: 5 (1d8 + 1) piercing 
damage. 
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Appendix 3A: DM Map – The Temple of Orcus 
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Appendix 3B: Player Map – The Temple of Orcus 
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Appendix 4. Skull Effects 
Skull Effects Table 
d100 Trick Effect 
01–03 Ages the first person to touch the object by 

4d12 years 
04–06 Animates and vomits green pus on a 

character 
07–10 Asks three skill-testing questions, but 

harasses the characters regardless of how 
they answer the questions 

11–13 Bestows a resistance or vulnerability of the 
DM’s choosing 

14–16 Roll 1d6; based on the roll, change a 
character’s (1) alignment, (2) personality, 
(3) size, (4) appearance, (5) gender, or (6)
sex

17–19 Asks for gold, changes any gold it receives
into crackers, eats the crackers, then laughs
manically

20–22 Creates a spooky light and music show,
while telling the story of a cursed vampire in
the plane of Barovia

23–26 Creates an illusion of the DM’s choice
27–29 Suppresses magic items for 30 minutes
30–32 Enlarges or reduces characters (DM’s

choice)
33–35 A magic mouth speaks a riddle of the DM’s

choosing; characters that fail to answer the
riddle take 3 (1d6) necrotic damage

36–38 A confusion spell targets all creatures within
10 feet (the spell is cast at 4th level and has
a spell save DC of 14)

39–41 Gives directions to the nearest farm, talks
about how good the cow’s milk it (skull may
be telling the truth or lying)

42–44 Offers to speak on behalf of a characters
dead loved one, the loved one can speak
through the skull to the characters

45–47 Flies about to avoid being touched
48–50 Casts geas on the characters (the spell is

cast at 5th level and has a spell save DC of
14)

d100 Trick Effect 
51–53 Increases, reduces, negates, or reverses 

gravity (DM’s choice) 
54–56 Induces greed 
57–59 Contains an imprisoned creature of the 

DM’s choosing 
60–62 Begins to belch causing the room to fill with 

the odor of rotten eggs and manure 
63–65 Offers a game of chance with the promise of 

valuable information (the Skull rolls a d20 
against the Characters, high number wins) 

66–68 Helps or harms the characters (DM’s 
discretion), bestowing 1d6 temporary hit 
points that last until a long rest or inflicting 
1d6 necrotic damage 

69–71 Casts polymorph on characters standing 
within 15 feet of the skull (the spell is cast at 
4th level and has a spell save DC of 14), 
lasting 1 hour 

72–75 Asks the characters what year it is, where 
the skull is, and what the speed of a 
Waterdhavian raven is; when these 
questions are answered the skull says 
something witty then begins to melt 

76–78 Prevents movement of the character for 10 
minutes 

79–81 Releases false coins, then laughs manically 
82–84 Summons or turns into a monster of the 

DM’s choosing (max CR 4) 
85–87 Casts suggestion on the characters within 

10 feet (the spell is cast at 2nd level and has 
a spell save DC of 14) 

88–90 Wails loudly when touched 
91–93 Talks (DM’s choice of normal speech, 

nonsense, poetry and rhymes, singing, 
spellcasting, or screaming) 

94–97 Teleports characters to another place of the 
DM’s choosing 

98–00 Swaps two or more characters’ minds 
standing within 100 feet
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Appendix 7: NPC Background Handouts (Player Handout 3) 
NPC Handouts for Players 
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Appendix 8: Magic Items 

Mariner’s Armor (Breastplate) 
Tier 1, 8 treasure checkpoints

Magic Item Table 
B Dungeon Master’s Guide

Dread Helm 
Tier 1, 2 treasure checkpoints

Minor Items, Common Table Xanathar’s 
Guide to Everything
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Warning: 11la1ing these 
modules are known ta 
result in e11it: game 
nights and has11italizatian 
due ta ex,:essiue tun! 

Your body, mind. and spirit has been conditioned your entire life to ha11dle the awesomeness of these 
adventures! 
Lead your players on an unforgettable adventure as they choose between joining the righteous Knights 
of Holy Judgment. the infernal Cult of Zariel. or the unknowable forces of Chaos as they seek out a lost 
legendary angel of Tyr. 
Explore a devilish mansion. face off with an insane dragon, and fight legions of demonic hordes guarding 
the Temple of Drcus! So stop what you are doing, throw your smartphone at the nearest dumpster fire, 
and open this tome of gloriousness to jump right into the action that awaits ... RDLL INITIATIVE! 

A tome of two advenwres with eight hours 

For 3-7 Plaver ages birth and 011. 

"One moment I was playing this adventure around the table, the next moment I was 

in Avernus being eaten alive by demons! These adventures are that realistic!" 

- Eaten Humanoid Carcass #67




