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Introduction

C
enturies ago, a legendary ship known as 
the Firaljan spread relentless destruction 
and mayhem across the infinite battlefields 
of the Blood War. Many extraordinary 
magical vehicles can traverse the sea, 
air, or stars, and most importantly, pass 

between the planes of existence. The Firajian is one 
of a select few that bear the title of "Leviathan" — 
ancient versions of these vessels forged from metal, 
stone, and wood.

Betrayed by their own, the demonic crew of the 
Firajian was slain, with the ship itself stranded 
beneath the icy surface of Stygia. It was thought the 
mighty ship was forever lost. But that was before 
today. A being of great power plans to wake the 
sleeping leviathan and unleash its wrath upon the 
Lower Planes once more.

To Wake the Leviathan takes adventures across the 
River Styx  between the Abyss and the Nine Hells, 
as presented in Mordenkainen's Tome of Foes. It is 
designed for three to seven 11th to 16th level 
characters. It can connect to any adventure within 
the same level range and does not require a specific 
starting location.

Adjusting This 
Adventure
This adventure provides suggestions in making 
adjustments for smaller or larger groups, characters 
of higher or lower levels, and characters that are 
otherwise a bit more powerful than the adventure is 
optimized for. You’re not bound to these adjustments; 
they’re here for your convenience.

To figure out whether you should consider adjusting 
the adventure, add up the total levels of all the 
characters and divide the total by the number of 
characters (rounding .5 or greater up; .4 or less down). 
This is the group’s APL. To approximate the party 
strength for the adventure, consult the following table.

Determining Party Strength
Party Composition Party Party Strength

3-4 characters, APL less than Very weak

3-4 characters, APL equivalent Weak

3-4 characters, APL greater than Average

5 characters, APL less than Weak

5 characters, APL equivalent Average

5 characters, APL greater than Strong

6-7 characters, APL less than Average

6-7 characters, APL equivalent Strong

6-7 characters, APL greater than Very strong

Some encounters may include a sidebar that offers 
suggestions for certain party strengths. If a particular 
recommendation is not offered or appropriate for your 
group, you don’t have to make adjustments.
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Adventure Background
Nearly three centuries ago, the leviathan ship known as 
the Firajian crashed and sank beneath the icy streams 
of Stygia. A weapon born of the Abyss, it bears magical 
weapons that can break through many of the wards and 
enchantments woven through the infernal powers of the 
devils.

Two horrific factions know the location of the ship, 
as well as the possess ability to bring it back from its 
icy grave. One is a band of demonic cultists in service 
to Graz'zt. The other is a group of spies hired by the 
archdevil Geryon, who wishes to use the power of the 
Firajian to destroy his rival, Levistus.

The archmage Mordenkainen, determined to stop both 
of these warring factions from gaining control over such 
a powerful weapon, has devised a plan to steal the vessel 
from under the noses of both the demon lord and the 
archdevil.

Shadowy Negotiations
Mordenkainen has chosen to make a rare deal with a 
merrenoloth called Varenor, contracting the creature to 
guide a group of adventurers into the heart of Stygia. The 
archmage feels the contract to be sound, as he possesses 
the marrenoloth's true name and has promised to not to 
use or share it so long as Varenor keeps to the mission. 
Mordenkainen does, however, keep yugoloth's name in 
immediate memory in case things go sour.

The Leviathan Core
Acquiring more than just information on the Firajian, 
Mordenkainen knows how to activate the vessel using 
a magical stone. Imbued with the stone's power, the 
leviathan can be flown to an undisclosed location in the 
Outlands where it can be dismantled, posing no more 
threat to turning the tide in the Blood War.

Beginning the Adventure
The party is recruited by Mordenkainen to complete the 
task of reaching the Firajian and getting it out of Stygia 
before either faction gets it.

The archmage's contacts introduce him to the party 
members. He summons them to a secret lair, only 
reachable by teleportation.

The Mission
The assignment is broken down into three phases.

Travel into Stygia. The party must meet with Varenor 
and travel to a specific location in Stygia where the 
leviathan ship can be found. This is the best option, as 
opening a planar portal directly to Stygia would draw the 
attention of the archdevils and their minions. 

Reach the Ship's Helm. Once inside, the party must 
make their way through the ship to the helm, which 
houses the ship's primary controls.

Activate the Firajian. After reaching the helm, the 
party must use the leviathan core to activate the ship 
and pilot it out of Stygia and to the rendezvous point 
in the Outlands.

The Reward
Mordenkainen promises the reward of 2,000 gp for 
successful completion of the mission, in addition to 
whatever treasure they discover on the ancient ship. In 
addition, the adventuring factions of Faerûn are sure to 
look favorably upon such a grand expedition.

Getting the Players Involved

When the adventure begins, it's already assumed the 
players have accepted Mordenkainen's mission, being 
contacted either individually or as a group. If members 
of the party have reservations, remind them of both the 
monetary and faction rewards. You should also impart 
the scope of the mission, for failure could mean a dire 
threat to the Material plane and their homelands. 

What Mordenkainen Knows
Aside from the mission itself, the archmage provides the 
players with the following information.
•	 Stygia is a realm with an unnaturally cold environment. 

The party should prepare accordingly.
•	 Though the party should likely be safe upon Varenor's 

boat, they should never, ever touch the waters of the 
River Styx. Doing so would have dire consequences.

•	 A demonic cult is intent on reclaming the ship for the 
demon prince Graz'zt. They can be dangerous if faced 
on even ground.

•	 A group of  infernal cultists also seek the vessel. They 
are likely to lay traps and attack by ambush.

•	 The leviathan was a ship of war with its own weapons 
and internal defenses, some of which may still function.

•	 Using the leviathan core upon the helm provides 
complete control over the ship, but having a spellcaster 
at the helm can also provide additional functions.

Once the party is ready, Mordenkainen opens a portal into 
Pazunia in the Abyss. Continue to Part 1.



4

Upon the Battlefield
Refer to Map #1 for locations. Unbeknownst to the party, 
a group of demons consisting of two armanites and 
three bulezau are positioned behind two of the large 
stalagmites, waiting to ambush those attempting to make 
their way to the river. 

Developments and Tactics
The demons hide, hoping to attack once the party is 
within 90 feet of the river. If they gain surprise, the 
armanites open up with their lightning lance attack before 
the bulezau move in to melee.

Alternating the Pillars of Play

Keep note of the following options during this 
encounter.

Exploration. Any player that looks toward the river and 
makes a successful DC 14 Wisdom (Perception) check 
spots Varenor beckoning the party toward the ship. 
Party members that make it to the ship's ramp are not 
pursued or attacked by the enemy.

Social Interaction. Any party member who speaks 
Abyssal can intimidate a weakened enemy. If at least 
half of the demons have been defeated, they can be 
convinced to surrender and flee with a successful DC 13 
Charisma (Intimidation) check.

Treasure
The armanites carry a collection of 10 blue gemstones 
worth 30 gp each.

Part 1:
Across the River Styx

T
he adventure begins once Mordenkainen 
gives the party the leviathan core, a coarse, 
black rock about six inches wide with three 
small rainbow-colored gemstones protruding 
from its surface. The archmage then sends 
them through his planar portal. Once 

through, they are on their own.
DM's Note: Holding Accountability. It's assumed the 

party would follow Mordenkainen's request to journey into  
Stygia to recover the leviathan. If at any point the party 
decides to abandon the quest by returning to the Prime 
plane on their own, or if they decide to keep the leviathan 
core for themselves, the stone simply disintegrates within 
an hour and the adventure is over. It's also highly unlikely 
for them to be contacted by the archmage again.

Rendezvous in the Abyss
Read the following once the party arrives.

You appear upon the surface of a barren wasteland. 

Scattered huge stalagmites protrude from the rocky, 

unnaturally gray ground.  Massive iron fortresses dot 

the horizons in different directions, expelling plumes of 

dark ash and smoke that drifts for miles. Scorch marks, 

blood, and bits of metal along the ground mark traces 

of many battles fought here, but no bodies can be found 

in their wake. The only light in this region comes from 

the orange-tinged sky, whose eerie light has no origin 

and casts no shadows. In front of you, a few hundred 

feet away, you can make out the shape of a large boat 

floating upon the surface of a large body of water..
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Meeting Varenor
Once beyond the haze of smoke, the party can get a clear 
view of the river.

The dark, blood-red waters of the river spans hundreds 

of feet, continuing in both directions as far as the eye 

can see. It is hard to discern if the water is truly red, or 

if it is a trick of the red-orange light. A wooden ramp 

extends from the ship, welcoming you aboard.

When the party reaches the ship, Varenor, a merrenoloth, 
greets each of them by name (or by whichever name 
known by Mordenkainen). Verifying the adventurers' 
identities, the yugoloth then introduces itself as their 
escort into Stygia. Varenor tells the party it is highly likely 
they will have to face many dangers during their journey. 
Varenor also warns them that at all costs, they should 
avoid touching the waters of the Styx.

Beginning the Journey
The first couple of hours of the journey is mostly 
uneventful aboard the ship, allowing the party to take a 
short rest, if necessary. Along the shores, however, the 
party sees innumerous battles between the fiends upon 
battlefields surrounding massive iron fortresses. 
Furious and gruesome, they represent the endless 
wave of death and destruction brought about by 
the Blood War.

Varenor remains aloof and quiet during the 
journey, speaking only when spoken to and 
insisting that it not be bothered. If the party 
is persistent and make a successful DC 14 
Charisma (Persuasion) check, the yugoloth tells 
them it owes a debt to Mordenkainen which is 
being repaid with this journey, and the ship is 
hidden from view of most of the fiends here. Beyond 
that, to constantly interrupt its concentration is sure 
to bring doom upon them all.

 The Waters of the Styx

If a character comes into contact with the water during 
the journey, they react as if they were the target of a 
feeblemind spell. They immediately take 4d6 psychic 
damage and must succeed on  a DC 15 Intelligence 
saving throw to avoid the effects. No form of magic 
resistance or immunity can resist the river's effects.  

Escape at the Falls
Refer to Map #2 for locations. After two hours, the ship 
arrives at a group of waterfalls that mask many portals 
leading out of their current realm. Each of the fissures in 
the wall exit to a different plane. The smallest and hardest 
to see among them leads to a secret path that eventually 
connects to Stygia in the Nine Hells.

A large cliffside sharing the same color as the rest of the 

terrain looms before you. Large, dark metal plates are 

embedded in the rock at various locations. Dozens of 

large waterfalls stream upward from the surface of the 

river into gigantic fissures in the rock face. Each fissure 

glows with a tinge of colored light.

Rocking the Boat
As soon as the ship reaches a few hundred feet from the 
large pool at the bottom of the falls, it's attacked from 
below the river's surface. The ship violently rocks to one 
side, forcing anyone standing on deck to succeed on 
a DC 15 Dexterity saving throw or fall prone. Varenor 
automatically succeeds on this save.
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The Great Beast
An adult styx dragon and three styx dragon wyrmlings 
(see appendix A for stats) are beneath the waves near 
the boat. At the start of the round after the ship rocks to 
the side, the three wyrmlings leap aboard the deck and 
attack the party. For the first three rounds, the dragon 
stays beneath the surface, after which it lands on the 
deck while the ship sails up the waterfall. Consider the 
following guidance when resolving this encounter.

The Wyrmlings. The three wyrmlings target the closest 
party members, using their acid breath if need be. Though 
the acid may cause damage to the ship, it is not enough 
to breach the hull. If any of the wyrmlings are pushed  or 
forced off the deck, they do not return.

The Dragon. For the first three rounds, the styx 
dragon lashes out with its enormously long tail, making 
a tail attack upon any character standing near the edge 
of the ship. At the start of the fourth round, the ship 
begins its movement up the waterfall, at which point the 
dragon moves to the back end of the ship's deck at the 
start of its turn.

Varenor. The merrenoloth does not attract attention to 
itself unless absolutely necessary. It does, however, use 
its lair action each round to boost the speed of the ship. If 
the party appears to be having trouble, it also casts gust of 
wind on the wyrmlings to knock them off of the ship.

The Portal. After the encounter starts, it takes eight 
rounds to reach the portal at the top of the waterfall. 
On the ninth round, any remaining enemy monsters 
immediately leave the ship, which enters the portal at the 
end of that round.

What About Varenor?
Regardless of how careful the party is, there is always 
a chance that something could happen that causes 
Varenor to be killed. In the eventuality that Varenor 
is brought to 0 hit points during the encounter, the 
yugoloth falls to the deck, unconscious while the ship 
continues on its course. If left unhealed, increase the 
amount of time to reach the portal by three rounds. 
Once the ship enters the portal, Varenor recovers after a 
round and continues guiding the ship. 

Treasure
If the party defeats the styx dragon before the ship 

reaches the portal, they can find treasure hidden on its 
corpse with a successful DC 14 Wisdom (Perception) 
check. Tucked between the beast's scales is a rare 
topaz worth 800 gp and a ring of cold resistance.

Tunnel Transitions
Once the encounter is over, Varenor's ship moves 
through the portal into a long, dark tunnel running 
beneath the Abyss' uppermost layer, eventually ending 
at a portal into Stygia. The journey through this 
passage takes almost a day, allowing the party to take 
a long rest. Once the players are ready to continue, 
move on to Part 2.



7

I
n this section, the party reaches Stygia, a desolate 
plane covered in ice and battered by a brutally cold 
environment. Though the waters of the Styx are 
immune to freezing, the party must traverse the 
surrounding frozen sea in order to reach their goal.

Into the Infernal Cold
Once they arrive upon Stygia, the party experiences their 
first bout with the plane's extreme climate.

You feel the sting of the cold air bite into you as the 

old ship passes through the shining red portal. You 

and your companions appear in the middle of a vast 

frozen sea that stretches for miles. Large glaciers and 

glacial islands can be seen in the distance in almost 

every direction. The river upon which you travel seems 

unaffected by the freezing temperatures, cutting a dark, 

winding path through the surface of the frozen sea. A 

dull, blue-white sun casts a gloomy light over a stark, 

gray sky.

Finding the Leviathan
The journey along the Styx takes another hour before 
the party reaches their destination. During that time, the 
party is subject to the effects of the plane's brutal climate, 
as noted on the sidebar below.

Once Varenor reaches the drop-off point, the boat slows 
and the merrenoloth extends the wooden ramp onto 
the icy surface of the frozen waters. Varenor informs 
the party that the last known location of the Firajian 

is approximately a mile directly east of their current 
location. Should the party ask to be brought there directly, 
the yugoloth tells them his boat does not leave the river. 
The party is on their own from this point forward.

Baby, It's Cold Outside

The environment anywhere on the outer surface of 
Stygia is considered to be a region of extreme cold (rules 
for extreme temperatures can be found in chapter 5 of 
the Dungeon Master's Guide). In addition to making a 
saving throw to avoid exhaustion, a player failing their 
saving throw also takes 1d8 cold damage.  

Unsafe Travels
The journey across the frozen sea is a treacherous 
undertaking. The surface of the sea is considered to be 
difficult terrain. Several obstacles can be found on the 
road to the buried ship. Make sure your party establishes 
a marching order before you continue.

Icy Pool Trap
Several sections of the frozen sea can crack and give way, 
dropping the party into a large pool of icy water. There are 
three on the path to the Firajian, each one encountered 
after about 20 minutes of travel. They can only be spotted 
with a successful DC 15 Wisdom (Perception) check. On a 
failure, the first character that steps onto the area causes 
the entire ice sheet to collapse in a 30-foot radius around 
them. Creatures caught in the area must make a DC 15 
Dexterity saving throw or fall into the pool, taking 5d6 
cold damage and an additional 1d6 cold damage for each 
additional round spent in the pool thereafter.

Part 2:
Perils of the Frozen Sea
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In addition, the surface freezes over again almost 
immediately. A successful DC 13 Strength (Athletics) 
check is required to swim and climb out of the pool. A 
creature who fails to climb out after two rounds is trapped 
beneath the newly formed icy surface. To break them free, 
either the creature or one of their allies must deal a total 
of 20 points of damage to the icy surface, after which they 
can be pulled free of the ice.

Frozen Gusts
Powerful tornadoes made of icy winds pass through the 
area, whipping into unsuspecting travelers. Every 10 
minutes of travel, roll 1d6. On a roll of 1, an icy tornado 
rips through the party's location in a line 60 feet long, 
20 feet wide, and 60 feet high. Creatures caught in the 
area must make a DC 15 Strength saving throw, taking 
4d10 cold damage on a failed save or half as much on a 
successful one. 

In addition, a creature who fails their save is also 
knocked prone. If it is a flying creature, it immediately 
takes falling damage and shatters the icy surface, 
triggering an icy pool trap as described above.

Glacier of Cold Fire
After an hour of traveling across the sea, the ground 
slowly solidifies as the party comes across one of the 
plane's many glaciers, this one spanning hundreds of feet 
in diameter.

The slick, frozen waters of the sea lead you to a massive 

glacier spanning about two hundred feet across. A 

mound of sharp ice juts from the center of the frozen 

mass, widening at the base until it meets the solid icy 

floor that leads out into the infinite sea. Near the center, 

a swirl of white mist is periodically broken by the flash of 

a bright blue light within its borders.

Finding the Ship
Heading toward the center of the glacier takes the party 
directly to the crash site of the Firajian, a corrupted 
area surrounded by swirling white mists and struck 
periodically by blue-white lightning bolts.

Hidden Tunnels
While traveling toward the center of the glacier, there 
is a chance the party comes across a passage leading 
down beneath the surface into a network of tunnels. 
The entrance ramp can be spotted with a successful DC 
16 Wisdom (Perception) check. If the party fails to spot 
the entrance to the tunnels, continue on to "The Great 
Leviathan" below.

Following the entrance ramp leads the party through 
a winding path of interconnecting tunnels, eventually 
leading to a central area beneath the surface.

Infernal Lair
The intersecting tunnels all eventually lead into an unlit, 
circular chamber 60 feet in diameter. and 40 feet high. 

A 10 foot wide column of ice runs from the floor to the 
ceiling in the center of the chamber. This chamber is the 
resting place of an ice devil.

A Warning Given. If any party member comes within 
30 feet of the center column, the devil uses its telepathy, 
warning them to leave this area or perish immediately.

Defending Its Lair. If the party continues to approach 
or attacks the column, it immediately shatters and the 
devil appears from within, attacking the party in the same 
round. At the end of the round, three merregons appear 
from the walls of the chamber at any location the DM 
chooses.

Treasure. Inside the ice column, the party finds a
crystal statuette of a winged fiend worth 200 gp. They 

also find a decorative crystal spear. Though nonmagical, it 
can be sold for 450 gp. At the very bottom of the column 
is a potion of greater healing and an elemental gem 
(water).

Alternating the Pillars of Play

Note the following options during this encounter.
Exploration. A successful DC 16 Wisdom (Perception) 

check made during combat spots the devil's treasure at 
the bottom of the ice column. Any creature approaching 
the column becomes the immediate target of the devil 
and its servants.

Social Interaction. A creature that speaks Infernal can 
attempt to bargain with the devil. Doing so requires 
a successful DC 15 Charisma (Persuasion) roll. On 
a success, the devil takes the party's intrusion as a 
misunderstanding, allowing them to leave only upon the 
promise to never again return.

Exiting the Tunnels
The tunnels lead the party back out to the entrance. 
However, a successful DC 14 Wisdom (Perception) check 
locates another side passage that heads toward the center 
of the glacier. Following that passage leads the party 
to area 1 near the base of the Firajian (see Map #3 for 
details on the next section).

Reaching the Crash Site
Whether by walking directly or by taking the lower tunnels, 
the party eventually arrives at the crash site of the Firajian.

The Great Leviathan
Refer to Map #3 and #4 for locations. Both Geryon's 
spies and Graz'zt's cultists are in the area when the party 
arrives. The two groups are detailed as follows.

Demonic Cultists. A group of Graz'zt cultists are 
currently aboard the leviathan attempting to gain access 
to the helmsroom.

Infernal Spies. A group of infernals and their servants 
are also aboard. Unable to access the helmsroom, they 
are waiting for either the demons or the party to open the 
locked door in area 8 before ambushing the lucky group.

In addition, their leader has her flying ship hiding 
behind another glacier five hundred feet from here, ready 
to attack the leviathan on a moment's notice.
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1. Crash Site
If the party approaches this area without caution, they are 
likely to be spotted by the two hezrou patrolling the area.

This entire area is covered in thick white mists. The rear 

half of a large vessel juts rom the base of the glacial 

spire, its front end buried beneath the frozen surface. 

Its frame is forged of a reddish iron with portions of 

darkwood, and shiny black stone. Small bolts of blue-

white lightning periodically strike the surface of the ice 

in the area, leaving a small pocket of blue fire that burns 

bright before it's snuffed out by the icy winds.

Developments and Tactics
Consider the following advice while the party is in this area.

The Demon Patrol. If the party approaches with 
caution, a successful DC 13 Wisdom (Perception) check 
spots the hezrou patrol befoe the demons catch sight of 
the party. They can be easily avoided with a successful 
DC 14 Dexterity (Stealth) group check. They can also be 
avoided altogether if the party entered the area from the 
tunnels leading out from the ice devil's lair (see "Entering 
the Ship" below). If spotted, the hezrou attack the party 
immediately and fight until defeated.

Cold Fire Strikes. Each minute the party is in the area, 
roll 1d10. On a 1, they are targeted by a bolt of lightning. 
Make a ranged weapon attack upon a random character 
with a +6 bonus to the attack roll. On a hit, the target 
takes 16 (3d10) lightning damage. In addition, the target 
and all creatures within 10 feet of the target must make 
a DC 14 Dexterity saving throw, taking 11 (2d10) cold 
damage on a failed save or half as much on a successful 
one.

Entering The Ship
There are three paths onto the ship. The first is the 
starboard ramp leading to area 2. The second is through 
the aft hatch leading to area 5. The third is beneath an 

ice fissure on the port side that leads to the cargo hold in 
area 6. The last entrance can only be spotted with a DC 
15 Wisdom (Perception) check. Unless otherwise noted, 
only dim light is available in all other areas aside from 
areas 1 and 2.

From the Underside In

If the party arrived here via the ice demon's lair, they 
exit the tunnel directly in front of the ice fissure leading 
into the ship, which they discover without the need of 
an ability check. If they follow the path directly in, they 
completely bypass the patrol of demons.  

2. Main Hall
This central area connects to most of the other areas on 
the ship. Bright light from the outside filters into this hall.

Secret Passage. A secret hatch in the wall opens to 
a ladder that descends into a side hall leading south to 
another secret hatch that opens into area 7.

Helmsroom Door. The door leading to the helmsroom 
is locked, requiring both a special key and sequence to 
open the door. See area 8 for more details.

3. Weapons Platform
This area leads up to two connected platforms with levers 
and pullies positioned along the walls. These control the 
turret-mounted ballistae on the top of the ship, which are 
currently inoperable until the ship's helm is activated. 
Once the Firajian is under the party's control, rules for 
operating these weapons are provided in that section.

Dead Cultists
The bodies of two demonic cultists are here, wearing red 
robes dressed in abyssal sigils. They carry no treasure, 
though their robes appear in good enough condition to be 
worn by most medium sized humanoids.
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4. Research Wing
A group of demon cultists consisting of a cult fanatic, a 
barlgura, and a cambion are in this chamber, attempting 
to activate the small forge in the corner of the room.

In this large chamber, a collection of engraved stone 

tablets are embedded in an interlocking fashion against 

one wall. Against the other wall is a row of wooden 

cabinets. On the far end of the room is a huge metal 

contraption whose center appears to burn with a fire 

similar to a forge. A collection of levers and knobs 

decorate the center of the strange apparatus, with a 

large metal tray set on an iron base above the controls.

Developments and Tactics
The enemy is too distracted to notice the party and can 
be easily taken by surprise. They fight to the death if 
attacked.

Secret Identities. A party member can attempt to fool 
the enemy into thinking they are among their number. 
This can be accomplished with a successful DC 13 
Charisma (Deception) check. If anyone in the party is 
wearing the robes found on the cultists in area 3, they 
gain advanatage to their roll. If successful, the cultists 
provide them with information on how to forge a new 
key to the helmsroom. This information eliminates the 
need to solve the puzzle on the stone blocks against the 
wall; however, the party must still decipher the symbols 
themselves in order to craft an item with materials from 
the cabinets  (see below).

Key Forge. The mechanical device can be used to 
create the star-shaped key that opens the sigil lock 
leading into area 8. Operation of the contraption can 
be learned from the stone carvings on the wall, which 
are actually a combination of pictographs and Abyssal 
writing. Examining these symbols with a successful DC 
15 Wisdom (Insight) grants knowledge on how to use the 
key forge create a helmsroom key, which allows access to 
area 8. A character that speaks Abyssal gains advantage 
to this check. Operating the levers causes the mechanical 
components within to craft the item requested.

If the party deciphers the stone carvings, further 
examination of the symbols and a successful DC 14 
Intelligence (Investigation) check reveals the key forge to 
create an additional item. Materials from the cabinets can 
be used on the forge to create these items. Aside from the 
helmsroom key, however, there is only enough material 
remaining for a single magic item (see the "Treasure" 
subheading below).

The Cabinets. The large cabinets contain various forms 
of metal, alchemical solutions, and small bags of bone 
and leathery hide. These materials can be used on the key 
forge to produce items.

Treasure
The cultists carry nothing of value. The key forge, with the 
proper lever sequence, can be used to create a helmsroom 
key. In addition, if the party successfully deciphers the 
wall symbols, they have enough materials to create only 
one of the following items:

•	 a circlet of blasting
•	 a sentinel shield
•	 a potion of superior healing
Even if the party decides not to craft a helmsroom key, 
they still do not have enough material to craft more than 
one of the other items. Materials they may possess within 
their own inventory do not change this.

If the party decides to simply keep the additional 
materials, the entire lot can be sold for 250 gp.

5. Armory and Weapons Bay
This area can be accessed either from area 2 or the 
aft hatch outside the ship in area 1. The entire room is 
filled with racks of parts and ammunition for the ship's 
weapons. If the party entered this room from area 1 
or area 2, Dirvex, a warlock of the fiend, is in this 
chamber with a goristro and a shadow demon. The 
shadow demon is hidden behind one of the large racks. 
Otherwise, there is no one in this room.

Dealing with Dirvex
Unless the party becomes immediately hostile, the 
warlock and the demons make no move to attack. If the 
party chooses to speak with Dirvex, he tells the party his 
mission is to recover an item from the helmsroom. Such 
a treasure should satisfy his patron, and the party can do 
what they please with the ship.

In return, Dirvex can show the party the proper 
sequence to open the helmsroom door. If the party doesn't 
have a helmsroom key, the warlock can also show them 
how to open the door without one, using the tentacle pods 
found in area 7. If the party accepts, Dirvex escorts them 
alone to area 7 (or area 8) when they are ready. He attacks 
the party if they refuse to bargain.

Treasure
Dirvex carries a pouch of valuable components worth 100 
gp and wears a golden amulet carved with an abyssal sigil 
that can be sold for 50 gp.

In Case of Emergency....
Dirvex does not assist the party in any combat and 
immediately uses his teleport spell to leave if the party 
encounters any true devils. If the party attacks Dirvex at 
any point during the escort, the warlock can use a bonus 
action to immediately summon the demons from this 
area to his location.  

6. Cargo Hold
This area can be accessed via the stairs in area 2 or 
through the wall opening that leads in from area 1. If 
the party entered this area from area 1, Alrina, a tiefling 
evoker, is here with her imp companion and two barbed 
devils. Otherwise, this is no one in this room.

This room is mostly empty, save for a small collection 

of wooden crates stacked in one corner. A flight of stairs 

leads up to the ship's main deck. A large shaft of ice 

formed into a spike is wedged into a crack in the wall, 

allowing the frosty air to creep in from the frozen sea 

outside.
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Dealing with Alrina
If Alrina is here, she and her allies do not immediately 
attack unless the party moves to do so first. If the party 
appears non-hostile or attempts to speak with Alrina, the 
evoker offers to make an alliance with the party and gives 
them the following information.
•	 Her master is an enemy of the archdevil Levistus, 

master of this plane. Levistus would move to claim this 
ship as his own, which would threaten to upend the 
balance of the Infernal Hierarchy.

•	 To stop the archdevil, she needs an enchanted crystal 
located in the ship's helsmroom. Beyond that, the other 
infernals don't care what the party does with the ship, as 
such a demonic abomination is of no use to them.

•	 If the party agrees, Alrina can tell them the proper code 
sequence to enter the helmsroom. If the party does not 
have a helmsroom key, she also tells them how to open 
the door without one by using the tentacle pods found 
in area 7.

Should the party accept Alrina's offer, she escorts them 
alone to area 7 (or area 8) when the party is ready. If the 
party attacks or is aggressive toward Alrina at any point in 
time, she immediately casts teleport to escape.

Along With A Dash of Truth

Alrina is, of course, not being completely honest. Her 
mission is to acquire a specific gem that powers the 
Firajian's main weapon, which is known to bypass 
powerful infernal enchantments. The cult plans to use 
the enchantments on it to gain access to the prison 
that both protects and contains Levistus. In destroying 
Levistus, his rival, Geryon, can take the archdevil's place 
within the hierarchy.

A successful DC 16 Intelligence (History) check reveals 
the relationship between the two archdevils, as divining 
Alrina's full intentions. Even without this knowledge, if 
a party member attempts to discern the evoker's level 
of earnestness and makes a successful DC 16 Wisdom 
(Insight) check, they get the feeling Alrina may not be 
entirely forthcoming.   

Treasure
Alrina carries a pouch of valuable components worth 100 
gp and wears a golden amulet carved with an infernal 
sigil that can be sold for 50 gp.

7. Feeding Station
This can be accessed from the door in area 6 or the secret 
hallway in area 2.

This narrow hall holds a dozen large fleshy pods against 

one wall. The pods pulse slightly, following each other 

in a strange pattern. At the center of each pod is a small 

appendage about the length of a human arm. 

Developments
The pods contain the blood and body parts of fallen 
victims, which the leviathan uses for power in addition to 
the magical energy required by the helm.

Damaging the Pods. Each pod has a natural Armor 
Class of 13 and 30 hit points. If the party destroys 
more than half of the pods (six or more), the amount of 
damage taken by the leviathan's pilot is doubled (see "The 
Helmsperson's Bond" sidebar in part 3).

Pod Tentacles. Grasping any of these causes the end 
of the tentacle to blossom open into the shape of an 
eight-pointed star. If the party has been to the door to the 
helmsroom (see area 8), they recognize the star pattern 
as being the same in size and shape as the indentation on 
the door's lock.

In addition, each tentacle also stretches a very long 
distance, up to 100 feet, when pulled from the center of 
the pod. This can be discovered through trial and error, 
or with a successful DC 15 Intelligence (Investigation) 
check.

Lock and Key. If one of the tentacles is brought up 
through the secret passage to the helmsroom door, 
the end of the appendage can be used in place of a 
helmsroom key (see area 8). Unless the party is given this 
information or the players deduce this on their own, a DC 
16 Wisdom (Insight) check can be made to figure it out.

Deal with the Devil - or Demon. If the party does not 
possess a helmsroom key and made a deal with either 
Dirvex in area 5 or Alrina in area 6, their escort leads 
them here first to obtain one of the tentacles and stretch it 
through the corridor to area 2.
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8. The Helmsroom Door
This door can only be opened with either a helmsroom 
key or one of the pods from area 7. Read the following 
once the party arrives at the door.

This massive ironbound wooden door has no lock or 

handle. A large metal plate made of concentric rings is 

embedded into the center of the door. Each of the three 

rings has a set of sigils inscribed around its base. In the 

center of the plate is a star-shaped indentation.

Opening the Door
Getting the door open requires inserting a key or pod 
tentacle into the indentation and using it to turn the 
concentric rings around the plate until the sigils match up 
into a particular pattern. The sigils are enchanted with a 
glyph of warding that deals lightning damage. Any attempt 
to force or damage the sigil-marked rings triggers the spell.

The Sigil Sequence. The sigil pattern can be 
discovered from either Dirvex or Alrina (from areas 5 
and 6 respectively). The party can also solve the circular 
pattern with a successful DC 16 Wisdom (Insight) check. 
If they are using a helmsroom key, they gain advantage on 
the roll. 

Failed Attempts. Any creature who fails to enter the 
correct sequence takes 10 (3d6) necrotic damage. This 
occurs each time until the proper sequence is entered. 

Infernal Assassins. If the party is not accompanied by 
Alrina (see area 6), two tiefling assassins are positioned 
near the door (each marked with "X" on the map). Both 
are under the effects of a greater invisibility spell. They do 
not move or attack the party unless they are discovered 
and attacked. Once the door to area 9 is opened, they 
follow the party into that area and attempt to ambush 
them. If Alrina is with the party, the assassins are not in 
the area.

9. The Ship's Helm
This area can only be accessed by unlocking the sealed 
door at area 8.

The ironbound door raises into the ceiling, revealing a 

large square chamber beyond. The walls are decorated 

with intertwining rows of sigils and symbols that run 

downward into the floor, all intersecting onto a small 

stone pedestal in the center of the room. Against the 

wall left of the entrance is an array of gems embedded 

into the metal frame. Across from the entrance, a clear 

crystal dome reinforced with iron bands allows you to 

see directly out of the ship's fore.

Developments and Tactics
Resolve the following events depending on how the party 
gained access to the helmsroom.

Deal with Alrina. If Alrina is with the party, she 
takes one of the larger gemstones from the wall of the 
helmsroom and departs using the teleport spell.

If the party acts suspicious of her, she offers to wait until 
the leviathan is activated and under the party's control 
(see part 3) in order to prove the ship can function without 
the gem. If the party grows hostile or betrays Alrina, she 
immediately teleports away.

Deal with Dirvex. If Dirvex is with the party, he thanks 
the party, moves to the wall of gemstones, touches the 
central stone, and leaves the ship with it via casting 
teleport. If the party interferes or attacks him, Dirvex 
summons his companions (see area 5), who keep the party 
at bay while he escapes with the gemstone at all costs.

Awakening the Leviathan
The stone pedestal in the center of the room is the actual 
helm of the Firajian. An indentation at the top of the helm 
marks the spot where the leviathan core can be placed. 
Upon doing so, both the gemstones in the core as well as 
the sigils and gems on the wall all glow softly, illuminating 
the entire room.

Once the party is ready to fly the leviathan out of Stygia, 
continue to Part 3.
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Part 3:
Escape to the Outlands

W
ith control of the leviathan, the party can 
bring the ancient ship to a point where it 
can open a planar portal to the Outlands. 
But the fiends haven't given up yet. 
Tavarene, leader of the infernal cultists, 
has her vessel ready to bring the leviathan 

down into the frozen sea, where she would claim it as her 
own in the name of her master.

Taking to the Skies
Any party member that touches the leviathan core while 
active in the helm receives a vision in their mind of the 
location they need to fly the ship. The party must choose 
one of their members to pilot the leviathan. Though 
the leviathan core allows any party member to pilot the 
vessel, remind the players that a spellcaster has more 
options when controlling the ship.

Escaping the Glacier
Once the party has chosen a helmsperson, that party 
member can will the ship to move by placing their hands 
on the leviathan core and concentrating. The demonic 
magic coursing through the ship, however, can violently 
affect the minds of non-fiends.

Upon attempting the move the ship, the helmsperson 
experiences horrible visions of death, destruction, and 
decay caused by the ship, some of its vicitms now feeding 
power to the vessel from the flesh pods below. The 
helmsperson must succeed on a DC 14 Wisdom saving 
throw or take 7 (2d6) psychic damage. The ship still 
moves regardless of the result of the saving throw. Read 
the following once the player takes control, able to see 
outside in all directions as if they were the ship itself.

The ancient ship shudders as you hear the sounds of 

metal and stone scraping against the ice wall. With a 

loud crunching sound, the surrounding ice buckles 

against the force of the moving vessel, the great 

leviathan soon tearing away from its centuries-long 

prison. Small pieces of the ship's outer hull rip away, 

falling into the various pits of blue fire.

Developments
With the ship in the air, the party can begin their flight 
toward the designated portal location. An infernal vessel 
is set to ambush them an hour or so after the leviathan 
takes flight. Allow the party a short rest if they need one.

Ambush Over The Frozen Sea
An hour after the Firajian has been in flight, it is attacked 
by another ship. The infernal ship, the Vallanee, belongs 
to the infernal cultists. Regardless of whether or not 
Alrina was successful in her mission, the infernals have 
no plans on letting the party leave with the leviathan.

Your surroundings lurch toward one direction as the 

leviathan takes a powerful jolt to one side. A crackle of 

purple energy sears through the metallic walls, rattling 

the entire hull of the ancient vessel.

Developments
After the first attack, the Vallanee appears from behind the 
glacier, the party's helmsperson can immediately spot it by 
making a successful DC 14 Wisdom (Perception) check. If 
the check is successful, the Firajian gains advantage to its 
initiative roll at the start of combat (see below).
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Against the Infernal Machine
The party must face off against the Vallanee (see 
appendix B) while making their way to the portal. This 
can be accomplished by making use of the ship's defenses. 
If the party has already been to the weapons platform 
(area 3 on Map #4), they know where the ship's weapons 
are located. Otherwise, the ship's helmsperson can easily 
tell them so.

Allow the party an extra round to make it to area 3, 
where they can take control of one of the three ballista 
turrets mounted onto the hull. Once the group is in 
position, combat is resolved as follows.

Ship's Stats
Use the following guidance when resolving this encounter.
•	 Initiative. Each party member rolls initiative as normal.  

The Vallanee rolls as if it were a monster per its stat 
block.

•	 Ship's Hull. The Firajian has natural AC of 18  and a 
total of 180 hp.

•	 Movement and Surroundings. Both the Firajian and 
the Valanee are aware of each other's surroundings 
and move at the same speed. Both are capable of easily 
avoiding obstacles.

Weapon Mounts
The Firajian is equipped with three ballistae mounted on 
turrets, capable of firing in any direction. They need to be 
reloaded each round, which allows for only one attack per 
turn for each turret.

Allow players to use their Dexterity modifier + their 
proficiency bonus when making a weapon attack 
with these. They have the following weapon stats. The 
weapon's total damage is the base damage plus the 
user's Dexterity modifer.

Damage Properties

2d10 
piercing

 Ammunition (range 500/1500 ft.), heavy, 
loading

Helmsperson's Bond
The party member connected to the leviathan's helm has 
a special connection to the ship. They are subject to the 
following effects and abilities.

Psychic Connection. Each time the ship takes damage, 
the pilot must succeed on a DC 13 Wisdom saving throw 
or take 7 (2d6) psychic damage.

Empowered Bolts. If the target is a spellcaster, they 
can imbue one of the ballista weapons with additional 
magical damage. Choose one of the ballista mounts in use 
by an ally. The helmsperson uses an action and spends 
one spell slot. If the ally hits a target on their next attack, 
the target takes an additional 1d10 weapon damage for 
each level of the spell slot expended. This effect lasts until 
the start of the helmsperson's next turn, where it must be 
activated again.

Main Weapon. The helmsperson can use magic to fuel 
the ship's primary weapon. The helmsperson uses their 
action and expends a spell slot to launch of bolt of fiery 
lightning. Make a ranged spell attack against the target. 
On a hit, the target takes 3d8 lightning damage plus 1d8 
per level of the spell slot expended.

Secondary Caster. If there was no deal made with 
Alrina or Dirvex, or they weren't able to retrieve the 
gemstone from the wall of the helmsroom, the main 
weapon can instead be used by another spellcaster. 
Regardless of whether the weapon is used by the 
helmsperson or another party member, the weapon can 
only be used once each round.

Resolving the Combat
The combat lasts until one ship is defeated or eight 
rounds have passed. At the beginning of the ninth 
round, the Firajian reaches its destination, where it can 
automatically open a planar portal. The Vallanee can't 
pursue the party once they've passed through the portal 
into the Outlands.

If the Firajian is Destroyed. The ship is defeated when 
it reaches 0 hit points. If the helmsperson reaches 0 hit 
points, another party member can use their action to take 
over the helm. If the party loses the battle, the leviathan 
core opens an emergency escape portal the party can use. 
Doing so saves them from a horrible fate within the frozen 
sea, but the Firajian is forever lost.

If the Vallanee is Destroyed. When the Vallanee 
reaches 0 hit points, it careens into the icy waters of 
Stygia, where it shatters into pieces.

Idle Hands

If there are remaining party members not piloting or 
controlling weapons on the ship, two merregons appear 
at the ship's ramp in area 2 and attempt to make it to 
the helmsroom to attack the helmsperson.  
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The Last Ditch
Once the party escapes through the portal, they have 
another hour before they reach the rendezvous point. The 
leviathan core takes control at this point and the ship no 
longer requiring a helmsperson. During that time, the 
enemy commanders make one final effort to take over 
the ship. This encounter occurs 10 mintues after the ship 
leaves Stygia.

Deal Made With Alrina. If the party let Alrina escape 
with the gem, Nafaska, a marilith, appears aboard the 
ship in area 2 and attacks the party. 

Deal or No Deal. If the party either dealt with Dirvex or 
with neither of the cultists, Teravene, an erinyes, appears 
through a gate in area 2 along with a merregon. They 
attack the party.

To Boss or Not to Boss

This last encounter can be optional. If the party is 
severely weakened or you are running short on time, feel 
free to skip this last encounter.  

Conclusion
Once the Firajian reaches the rendezvous point, read the 
following.

From the ship's fore, you can see the shape of a small 

tower surrounded by a translucent dome of energy that 

appears visible only from a certain angle. It sits alone in 

the vast empty waste, hidden away from the prying eyes 

of other outer planar denizens.

Ending the Adventure
Once the Firajian lands, the party meets with 
Mordenkainen, who is accompanied by 19 modrons. The 
creatures from Mechanus are ready to dismantle the 
vessel down to the smallest parts. The archmage thanks 
the party for their service, rewarding them as promised 
before sending them home.

Rewards
Mordenkainen rewards the party with 2,000 gp as 
promised. He also gives the party the leviathan core, 
which is now useless as an item but can be sold for 500 
gp. Additional rewards are defined as below.

Bonus Payment
Mordenkainen provides additional rewards depending on 
the party's dealings during the mission. These items can 
be found in chapter 7 of the Dungeon Master's Guide.

Personal Entanglements. If the party let Alrina or 
Dirvex leave with the gemstone from the helmsroom, 
the party receives boots of the winterlands. If the party 
did not let either cultist retrieve the gemstone from the 
helmsroom, they instead receive boots of speed.

Wyrm Food. If the party defeated the styx dragon before 
escaping from Pazunia, the party receives dragon scale 
mail. Roll a d10 to determine its type.

Faction Rewards
Players belonging to a faction earn one renown point 
from their faction at the conclusion of this adventure.

Story Awards
The party can gain the following story awards.

The Enemy of my Enemy
Your dealings may have earned you a reputation with one 
of the fiendish cults that operate within the Blood War. 
You gain advantage to Charisma (Persuasion) rolls that 
deal with changing the starting attitude from members 
of a particular cult, as defined below. See "Social 
Interaction" in chapter 8 of the Dungeon Master's Guide 
for rules on starting attitudes.)

Alrina. If you allowed Alrina to escape with her prize, 
your bonus is toward any member of the Cult of Geryon.

Dirvex. If Dirvex escaped with his prize, your bonus is 
toward any cultists who worship Graz/zt.

War Captain's Pride
Your experience with the Firajian has taught earned you 
some experience with planar vessels. You have advantage 
to Intelligence (Arcana) checks that deal with identifying 
the properties of planar ships such as the astral skiff or 
similar vessels.
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Appendix A. New Monsters
This appendix provides new monsters introduced in this 
adventure.

Styx Dragon
Often found in the top layers of the Lower Planes, these 
beasts are one of the more dangerous denizens of the 
infinite river.

Serpentine Form
Styx dragons look slightly differerent from more 
commonly known dragons. They have a long, serpentine 
body with small wings and claws protruding from their 
elongated necks. They have no legs, instead replaced by 
a wickedly barbed tail. Their slime-coated scales often 
range between dark browns and reds.

Home on the Waters
Immune to the effect of the waters in the River Styx, 
the styx dragons swim freely across the infinite river's 
expanse, easily hopping between many of the Lower 
Planes. They hunt and feed primarily off of fiends but 
more out of abundance than preference. Any creature 
with consumable flesh can be marked as prey when 
catching the attention of a styx dragon.

They normally lair deep burrowed tunnels along the 
banks of the River Styx.

Styx Dragon Wyrmling
Medium dragon, neutral evil

Armor Class 16 (natural armor)
Hit Points 32 (5d8 + 10)
Speed 30 ft., fly 40 ft., swim 60 ft.

STR DEX CON INT WIS CHA
15 (+2) 15 (+2) 14 (+2) 12 (+1) 11 (+0) 10 (+0)

Saving Throws Dex +4, Con +4, Wis +2
Skills Perception +2, Stealth +6
Damage Immunities acid, psychic
Condition Immunities charmed, frightened
Senses blindsight 10 ft., darkvision 60 ft. passive Perception 12
Languages Draconic
Challenge 2 (450 XP)

Amphibious. The dragon can breathe air and water.

Styx Immunity. The dragon automatically succeeds on all 
saving throws against the effects of the River Styx's waters.

Actions

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
9 (2d6 + 2) piercing damage.

Acid Breath (Recharge 5–6). The dragon exhales acid in 
a 15-foot line that is 5 feet wide. Each creature in that line 
must make a DC 11 Dexterity saving throw, taking 22 (5d8) 
acid damage on a failed save, or half as much damage on a 
successful one.

Adult Styx Dragon
Huge dragon, neutral evil

Armor Class 19 (natural armor)
Hit Points 207 (18d12 + 90)
Speed 40 ft., fly 60 ft., swim 80 ft.

STR DEX CON INT WIS CHA
22 (+6) 15 (+2) 21 (+5) 15 (+2) 14 (+2) 16 (+3)

Saving Throws Dex +7, Con +10, Wis +7, Cha +8
Skills Perception +7, Stealth +12
Damage Immunities acid, psychic
Condition Immunities charmed, frightened
Senses blindsight 30 ft., darkvision 90 ft. passive Perception 17
Languages Draconic
Challenge 14 (11,500 XP)

Amphibious. The dragon can breathe air and water.

Styx Immunity. The dragon automatically succeeds on all 
saving throws against the effects of the River Styx's waters.

Legendary Resistance (3/day). If the dragon fails a saving throw, 
it can choose to succeed instead.

Actions

Multiattack. The dragon uses its Frightful Presence. It then 
makes three atttacks: one with its bite and two with its tail.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. 
Hit: 20 (4d6 + 6) piercing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., one target. 
Hit: 13 (2d6 + 6) slashing damage.

Frightful Presence. Each creature of the dragon’s choice that 
is within 120 feet of the dragon and aware of it must succeed 
on a DC 16 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends for it, 
the creature is immune to the dragon’s Frightful Presence for 
the next 24 hours.

Acid Breath (Recharge 5–6). The dragon exhales acid in 
a 15-foot line that is 5 feet wide. Each creature in that line 
must make a DC 18 Dexterity saving throw, taking 54 (12d8) 
acid damage on a failed save, or half as much damage on a 
successful one.

Styx Breath (Recharge 5–6). The dragon exhales stupefying  
gas in a 60-foot cone. Each creature in that line must make a 
DC 18 Wisdom saving throw, taking 49 (14d6) psychic damage 
on a failed save, or half as much damage on a successful one. 
In addtion, on a failed save, the target's Intelligence score is 
reduced by 1 and they also have disadvantage to all Intelligence-
based saving throws and ability checks. A creature can repeat 
the saving throw at the end of each of its turns, ending the 
effect on itself on a success. If a creature’s saving throw is 
successful or the effect ends for it, the creature is immune to 
the effects of the dragon's Styx Breath for the next 24 hours.
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Appendix B. Monster/NPC Statistics
This appendix details new monsters that do not appear in 
the Monster Manual.

Armanite
Large fiend (demon), chaotic evil

Armor Class 16 (natural armor)
Hit Points 84 (8d10 + 40) 
Speed 60 ft.

STR DEX CON INT WIS CHA
21 (+5) 18 (+4) 21 (+5) 8 (-1) 12 (+1) 13 (+1)

Damage Resistances  cold, fire, lightning
Damage Immunities  poison
Condition Immunities  poisoned
Senses darkvision 120 ft., passive Perception 11
Languages Abyssal, telepathy 120 ft.
Challenge 7 (2,900 XP)

Magic Resistance.The armanite has advantage on saving throws 
against spells and other magical effects. 

Magic Weapons. The armanite’s weapon attacks are magical.

Actions

Multiattack. The armanite makes three attacks: one with its 
hooves, one with its claws, and one with its serrated tail.

Hooves. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. 
Hit: 12 (2d6 + 5) bludgeoning damage. 

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. 
Hit: 10 (2d4 + 5) slashing damage.

Serrated Tail. Melee Weapon Attack: +8 to hit, reach 10 ft., one 
target. Hit: 16 (2d10 + 5) slashing damage.

Lightning Lance (Recharge 5-6). The armanite looses a bolt of 
lightning in a line 60 feet long and 10 feet wide. Each creature 
in the line must make a DC 15 Dexterity saving throw, taking 
27 (6d8) lightning damage on a failed save, or half as much 
damage on a successful one.

Bulezau
Medium fiend (demon), chaotic evil

Armor Class 14 (natural armor)
Hit Points 52 (7e8 + 21) 
Speed 40 ft.

STR DEX CON INT WIS CHA
15 (+2) 14 (+2) 17 (+3) 8 (-1) 9 (-1) 6 (-2)

Damage Resistances  cold, fire, lightning
Damage Immunities  poison
Condition Immunities  charmed, frightened, poisoned
Senses darkvision 120 ft., passive Perception 9
Languages Abyssal, telepathy 60 ft.
Challenge 3 (700 XP)

Rotting Presence. When any creature that isn't a demon starts 
its turn within 30 feet of one or more bulezaus, that creature 
must succeed on a DC 13 Constitution saving throw or take 
1d6 necrotic damage plus 1 necrotic damage for each bulezau 
within 30 feet of it.

Standing Leap. The bulezau’s long jump is up to 20 feet and its 
high jump is up to 10 feet, with or without a running start.

Sure Footed. The bulezau has advantage on Strength and 
Dexterity saving throws made against effects that would knock 
it prone.

Actions

Hooves. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 8 (1d12 + 2) piercing damage. If the target is a creature, 
it must succeed on a DC 13 Constitution saving throw against 
disease or become poisoned until the disease ends. On a 
failed save, the target's hit point maximum is reduced by 4 
(1d8). The target dies if its hit point maximum is reduced to 0.
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Evoker (Alrina)
Medium humanoid (any race), any alignment

Armor Class 12 (15 with mage armor)
Hit Points 38 (7d8 + 7)
Speed 30 ft.

STR DEX CON INT WIS CHA
9 (-1) 14 (+2) 12 (+1) 17 (+3) 12 (+1) 11 (+0)

Saving Throws Int +7, Wis +5
Skills Arcana +7, History +7
Senses passive Perception 11
Languages any four languages
Challenge 9 (5,000 XP)

Innate Spellcasting. The evoker’s spellcasting ability is 
Intelligence (spell save DC 15). It can innately cast the 
following spells, requiring no material components:

1/day: plane shift (self only), teleport (self only)

Spellcasting. The evoker is a 12th level spellcaster. Its 
spellcasting ability is Intelligence (spell save DC 15, +7 to hit 
with spell attacks). The evoker has the following wizard spells 
prepared:

Cantrips (at will): fire bolt,* light,* prestidigitation, ray of frost*
1st level (4 slots): burning hands,* mage armor, magic missile,*
2nd level (3 slots): mirror image, misty step, shatter*
3rd level (3 slots): counterspell, fireball,* lightning bolt*
4th level (3 slots): ice storm,* stoneskin
5th level (2 slots): Bigby's hand,* cone of cold*
6th level (1 slot): chain lightning,* wall of ice*
*Evocation spell

Sculpt Spells. When the evoker casts and evocation spell that 
forces other creatures it can see to make a saving throw, it can 
choose a number of them equal to 1 + the spell's level. These 
creatures automatically succeed on their saving throws against 
the spell. If a successful save means a chosen creature would 
take half damage from the spell, it instead takes no damage 
from it.

Actions

Quarterstaff. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
target. Hit: 2 (1d6 - 1) bludgeoning damage, or 3 (1d8 - 1) 
bludgeoning damage if used with two hands.

Merregon
Large fiend (devil), lawful evil

Armor Class 16 (natural armor)
Hit Points 45 (6d8 + 18) 
Speed 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 17 (+3) 6 (-2) 12 (+1) 8 (-1)

Damage Resistances  cold; bludgeoning, piercing, and slashing 
from nonmagical attacks that aren't silvered

Damage Immunities  fire, poison
Condition Immunities  frightened, poisoned
Senses darkvision 60 ft., passive Perception 11
Languages understands Infernal but can't speak, telepathy 120 ft.
Challenge 4 (1,100 XP)

Devil's Sight. Magical darkness doesn’t impede the merregon’s 
darkvision.

Magic Resistance.The merregon has advantage on saving 
throws against spells and other magical effects. 

Actions

Multiattack. The merregon makes two halberd attacks, or if 
an allied fiend of challenge rating 6 or higher is within 60 feet 
of it, the merregon makes three halberd attacks.

Halberd. Melee Weapon Attack: +6 to hit, reach 10 ft., one 
target. Hit: 9 (1d10 + 4) slashing damage. 

Heavy Crossbow. Ranged Weapon Attack: +4 to hit, range 
100/400 ft., one target. Hit: 7 (1d10 + 2) piercing damage.

Reactions

Loyal Bodyguard. When another fiend within 5 feet of the 
merregon is hit by an attack, the merregon causes itself to be 
hit instead.

Merrenoloth
Medium fiend (yugoloth), neutral evil

Armor Class 13
Hit Points 40 (9d8) 
Speed 30 ft., swim 40 ft.

STR DEX CON INT WIS CHA
8 (-1) 17 (+3) 10 (+0) 17 (+3) 14 (+2) 11 (+0)

Saving Throws Dex +5, Int +5
Skills History +5, Nature +5, Perception +4, Survival +4
Damage Resistances  cold, fire, lightning; bludgeoning, piercing, 

and slashing from nonmagical attacks
Damage Immunities  acid, poison
Condition Immunities  poisoned
Senses blindsight 60 ft., darkvision 60 ft., passive Perception 14
Languages Abyssal, Infernal, telepathy 60 ft.
Challenge 3 (700 XP)

Innate Spellcasting. The merrenoloth’s spellcasting ability 
is Intelligence (spell save DC 13). It can innately cast the 
following spells, requiring no material components:

At will: charm person, darkness, detect magic, dispel magic, gust 
of wind

3/day: control water
1/day: control weather

Magic Resistance.The merrenoloth has advantage on saving 
throws against spells and other magical effects. 

Magic Weapons. The merrenoloth’s weapon attacks are 
magical.

Teleport. As a bonus action, the merrenoloth magically 
teleports, along with any equipment it is wearing or carrying, up 
to 60 feet to an unoccupied space it can see.

Actions

Multiattack. The merrenoloth uses Fear Gaze once and 
makes one oar attack.

Oar. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 
Hit: 8 (2d4 + 3) bludgeoning damage. 



19

Fear Gaze. The merrenoloth targets one creature it can 
see within 60 feet of it. The target must succeed on a DC 
13 Wisdom saving throw or become frightened of the 
merrenoloth for 1 minute. The frightened creature can repeat 
the saving throw at the end of each of its turns, ending the 
effect on itself on a success.

Vallanee (Infernal Ship)
Gargantuan vessel, unaligned

Armor Class 17
Hit Points 172 (15d20 + 15) 
Speed fly 90 ft., swim 60 ft.

STR DEX CON INT WIS CHA
13 (+1) 17 (+3) 13 (+1) 16 (+3) 12 (+1) 10 (+0)

Damage Resistances  cold; bludgeoning, piercing, and slashing 
from nonmagical attacks that aren't from a vessel

Damage Immunities  fire, necrotic, poison
Condition Immunities  charmed, frightened, poisoned
Senses (as pilot) blindsight 60 ft., darkvision 180 ft., passive 
Perception 11
Languages —
Challenge 10 (5,900 XP)

Devil's Sight. Magical darkness doesn’t impede the vessel’s 
darkvision.

Actions

Multiattack. The Vallanee makes three attacks: one with its 
catapult and two with its ballistae.

Ballista. Ranged Weapon Attack: +8 to hit, range 500/1500 ft., 
one target. Hit: 13 (2d10 + 3) bludgeoning damage.

Catapult. Ranged Weapon Attack: +8 to hit, range 800/2400 ft., 
one target. Hit: 16 (3d8 + 3) bludgeoning damage.

Hellfire Ray (Recharge 6). The Vallanee launches a fiery beam 
in a 90-foot line that is 5 feet wide. Each creature or vessel in 
that line must make a DC 16 Dexterity saving throw, taking 45 
(10d8) fire damage on a failed save, or half as much damage 
on a successful one.

Warlock of the Fiend (Dirvex)
Medium humanoid (any race), any alignment

Armor Class 12 (15 with mage armor)
Hit Points 78 (12d8 + 24)
Speed 30 ft.

STR DEX CON INT WIS CHA
10 (+0) 14 (+2) 15 (+2) 12 (+1) 12 (+1) 18 (+4)

Saving Throws Wis +5, Cha +11
Skills Arcana +4, Deception +7, Persuasion +7, Religion +4
Damage Resistances  slashing from nonmagical attacks that aren't 

silvered
Senses darkvision 60 ft., passive Perception 11
Languages any two languages (usually Abyssal or Infernal)
Challenge 7 (2,900 XP)

Innate Spellcasting. The evoker’s spellcasting ability is 
Intelligence (spell save DC 15). It can innately cast the following 
spells, requiring no material components:

At will: alter self, false life, levitate (self only), mage armor (self 
only), silent image
1/day: feeblemind, finger of death, plane shift, teleport (self only)

Spellcasting. The warlock is a 17th level spellcaster. Its 
spellcasting ability is Charism (spell save DC 15, +7 to hit with 
spell attacks). It regains its expended spell slots when it finishes 
a short or long rest. It knows the following warlock spells:

Cantrips (at will): eldritch blast, fire bolt, friends, mage hand, 
minor illusion, prestidigitation, shocking grasp
1st–5th level: (4 5th-level slots): banishment, burning hands, 

flame strike, hellish rebuke, magic circle, scorching ray, scrying, 
stinking cloud, suggestion, wall of fire

Dark One's Own Luck (Recharges after a Short or Long Rest). 
When the warlock makes an ability check or saving throw, it can 
add a d10 to the roll. It can do this after the roll is made but 
before any of the roll's effects occur.

Actions

Mace Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 
3 (1d6) bludgeoning damage plus 10 (3d6) fire damage.
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Map #1: Pazunia Exterior
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Map #2: Varenor's Ship
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Map #3: Stygia Glacier
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Map #4: Firajian Interior

Upper Level

Lower Level
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				 1.01 Introduction
				 
					 Centuries ago, a legendary ship known as the Firaljan spread relentless destruction and mayhem across the infinite battlefields of the Blood War. Many extraordinary magical vehicles can traverse the sea, air, or stars, and most importantly, pass between the planes of existence. The Firajian is one of a select few that bear the title of "Leviathan" � ancient versions of these vessels forged from metal, stone, and wood.
					 Betrayed by their own, the demonic crew of the Firajian was slain, with the ship itself stranded beneath the icy surface of Stygia. It was thought the mighty ship was forever lost. But that was before today. A being of great power plans to wake the sleeping leviathan and unleash its wrath upon the Lower Planes once more.
					 To Wake the Leviathan takes adventures across the River Styx between the Abyss and the Nine Hells, as presented in Mordenkainen's Tome of Foes. It is designed for three to seven 11th to 16th level characters. It can connect to any adventure within the same level range and does not require a specific starting location.
					 
						 Intro image
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				 1.02 Adjusting This Adventure
				 
					 This adventure provides suggestions in making adjustments for smaller or larger groups, characters of higher or lower levels, and characters that are otherwise a bit more powerful than the adventure is optimized for. You�re not bound to these adjustments; they�re here for your convenience.
					 To figure out whether you should consider adjusting the adventure, add up the total levels of all the characters and divide the total by the number of characters (rounding .5 or greater up; .4 or less down). This is the group�s APL. To approximate the party strength for the adventure, consult the following table.
					  Determining Party Strength
					 
						 
							 Party Composition
							 Party Strength
						
						 
							 3-4 characters, APL less than
							 Very weak
						
						 
							 3-4 characters, APL equivalent
							 Weak
						
						 
							 3-4 characters, APL greater than
							 Average
						
						 
							 5 characters, APL less than
							 Weak
						
						 
							 5 characters, APL equivalent
							 Average
						
						 
							 5 characters, APL greater than
							 Strong
						
						 
							 6-7 characters, APL less than
							 Average
						
						 
							 6-7 characters, APL equivalent
							 Strong
						
						 
							 6-7 characters, APL greater than
							 Very strong
						
					
					 Some encounters may include a sidebar that offers suggestions for certain party strengths. If a particular recommendation is not offered or appropriate for your group, you don�t have to make adjustments.
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				 1.03 Adventure Background
				 
					 Nearly three centuries ago, the leviathan ship known as the Firajian crashed and sank beneath the icy streams of Stygia. A weapon born of the Abyss, it bears magical weapons that can break through many of the wards and enchantments woven through the infernal powers of the devils.
					 Two horrific factions know the location of the ship, as well as the possess ability to bring it back from its icy grave. One is a band of demonic cultists in service to Graz'zt. The other is a group of spies hired by the archdevil Geryon, who wishes to use the power of the Firajian to destroy his rival, Levistus.
					 The archmage Mordenkainen, determined to stop both of these warring factions from gaining control over such a powerful weapon, has devised a plan to steal the vessel from under the noses of both the demon lord and the archdevil.
					  Shadowy Negotiations
					 Mordenkainen has chosen to make a rare deal with a merrenoloth called Varenor, contracting the creature to guide a group of adventurers into the heart of Stygia. The archmage feels the contract to be sound, as he possesses the marrenoloth's true name and has promised to not to use or share it so long as Varenor keeps to the mission. Mordenkainen does, however, keep yugoloth's name in immediate memory in case things go sour.
					  The Leviathan Core
					 Acquiring more than just information on the Firajian, Mordenkainen knows how to activate the vessel using a magical stone. Imbued with the stone's power, the leviathan can be flown to an undisclosed location in the Outlands where it can be dismantled, posing no more threat to turning the tide in the Blood War.
					 
						 Adventure Background Image
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				 1.04 Beginning the Adventure
				 
					 The party is recruited by Mordenkainen to complete the task of reaching the Firajian and getting it out of Stygia before either faction gets it.
					 The archmage's contacts introduce him to the party members. He summons them to a secret lair, only reachable by teleportation.
					 The Mission
					 The assignment is broken down into three phases.
					  Travel into Stygia. The party must meet with Varenor and travel to a specific location in Stygia where the leviathan ship can be found. This is the best option, as opening a planar portal directly to Stygia would draw the attention of the archdevils and their minions.
					  Reach the Ship's Helm. Once inside, the party must make their way through the ship to the helm, which houses the ship's primary controls.
					  Activate the Firajian. After reaching the helm, the party must use the leviathan core to activate the ship and pilot it out of Stygia and to the rendezvous point in the Outlands.
					 The Reward
					 Mordenkainen promises the reward of 2,000 gp for successful completion of the mission, in addition to whatever treasure they discover on the ancient ship. In addition, the adventuring factions of Faerûn are sure to look favorably upon such a grand expedition.
					 
						 The Reward
					
					  Getting the Players Involved
					 When the adventure begins, it's already assumed the players have accepted Mordenkainen's mission, being contacted either individually or as a group. If members of the party have reservations, remind them of both the monetary and faction rewards. You should also impart the scope of the mission, for failure could mean a dire threat to the Material plane and their homelands.
				
			
			 
				 1.05 What Mordenkainen Knows
				 
					 Aside from the mission itself, the archmage provides the players with the following information.
					 � Stygia is a realm with an unnaturally cold environment. The party should prepare accordingly.
					 � Though the party should likely be safe upon Varenor's boat, they should never, ever touch the waters of the River Styx. Doing so would have dire consequences.
					 � A demonic cult is intent on reclaming the ship for the demon prince Graz'zt. They can be dangerous if faced on even ground.
					 � A group of infernal cultists also seek the vessel. They are likely to lay traps and attack by ambush.
					 � The leviathan was a ship of war with its own weapons and internal defenses, some of which may still function.
					 � Using the leviathan core upon the helm provides complete control over the ship, but having a spellcaster at the helm can also provide additional functions.
					 Once the party is ready, Mordenkainen opens a portal into Pazunia in the Abyss. Continue to Part 1.
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				 2.01 Part 1: Across the River Styx
				 
					 The adventure begins once Mordenkainen gives the party the leviathan core, a coarse, black rock about six inches wide with three small rainbow-colored gemstones protruding from its surface. The archmage then sends them through his planar portal. Once through, they are on their own.
					  DM's Note: Holding Accountability. It's assumed the party would follow Mordenkainen's request to journey into Stygia to recover the leviathan. If at any point the party decides to abandon the quest by returning to the Prime plane on their own, or if they decide to keep the leviathan core for themselves, the stone simply disintegrates within an hour and the adventure is over. It's also highly unlikely for them to be contacted by the archmage again.
					 
						 Across the River Image
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				 2.02 Rendezvous in the Abyss
				 
					 Read the following once the party arrives.
					 You appear upon the surface of a barren wasteland. Scattered huge stalagmites protrude from the rocky, unnaturally gray ground. Massive iron fortresses dot the horizons in different directions, expelling plumes of dark ash and smoke that drifts for miles. Scorch marks, blood, and bits of metal along the ground mark traces of many battles fought here, but no bodies can be found in their wake. The only light in this region comes from the orange-tinged sky, whose eerie light has no origin and casts no shadows. In front of you, a few hundred feet away, you can make out the shape of a large boat floating upon the surface of a large body of water..
					 Upon the Battlefield
					 Refer to Map #1 for locations. Unbeknownst to the party, a group of demons consisting of two armanites and three bulezau are positioned behind two of the large stalagmites, waiting to ambush those attempting to make their way to the river.
					 
						 DM Map 1
						 Player Map 1_- Pazunia Outskirts
						 2.02 Rendezvous in the Abyss
					
					  Developments and Tactics
					 The demons hide, hoping to attack once the party is within 90 feet of the river. If they gain surprise, the armanites open up with their lightning lance attack before the bulezau move in to melee.
					  Alternating the Pillars of Play
					 Keep note of the following options during this encounter.
					  Exploration. Any player that looks toward the river and makes a successful DC 14 Wisdom (Perception) check spots Varenor beckoning the party toward the ship. Party members that make it to the ship's ramp are not pursued or attacked by the enemy.
					  Social Interaction. Any party member who speaks Abyssal can intimidate a weakened enemy. If at least half of the demons have been defeated, they can be convinced to surrender and flee with a successful DC 13 Charisma (Intimidation) check.
					  Treasure
					 The armanites carry a collection of 10 blue gemstones worth 30 gp each.
					 
						 2.02 Rendezvous in the Abyss parcel
					
					 Meeting Varenor
					 Once beyond the haze of smoke, the party can get a clear view of the river.
					 The dark, blood-red waters of the river spans hundreds of feet, continuing in both directions as far as the eye can see. It is hard to discern if the water is truly red, or if it is a trick of the red-orange light. A wooden ramp extends from the ship, welcoming you aboard.
					 
						 Varenor
					
					 When the party reaches the ship, Varenor, a  merrenoloth , greets each of them by name (or by whichever name known by Mordenkainen). Verifying the adventurers' identities, the yugoloth then introduces itself as their escort into Stygia. Varenor tells the party it is highly likely they will have to face many dangers during their journey. Varenor also warns them that at all costs, they should avoid touching the waters of the Styx.
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				 2.03 Beginning the Journey
				 
					 The first couple of hours of the journey is mostly uneventful aboard the ship, allowing the party to take a short rest, if necessary. Along the shores, however, the party sees innumerous battles between the fiends upon battlefields surrounding massive iron fortresses. Furious and gruesome, they represent the endless wave of death and destruction brought about by the Blood War.
					 Varenor remains aloof and quiet during the journey, speaking only when spoken to and insisting that it not be bothered. If the party is persistent and make a successful DC 14 Charisma (Persuasion) check, the yugoloth tells them it owes a debt to Mordenkainen which is being repaid with this journey, and the ship is hidden from view of most of the fiends here. Beyond that, to constantly interrupt its concentration is sure to bring doom upon them all.
					  The Waters of the Styx
					 If a character comes into contact with the water during the journey, they react as if they were the target of a feeblemind spell. They immediately take 4d6 psychic damage and must succeed on a DC 15 Intelligence saving throw to avoid the effects. No form of magic resistance or immunity can resist the river's effects.
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				 2.04 Escape at the Falls
				 
					 Refer to Map #2 for locations. After two hours, the ship arrives at a group of waterfalls that mask many portals leading out of their current realm. Each of the fissures in the wall exit to a different plane. The smallest and hardest to see among them leads to a secret path that eventually connects to Stygia in the Nine Hells.
					 
						 Player Map 2 - Styx Ship
					
					 A large cliffside sharing the same color as the rest of the terrain looms before you. Large, dark metal plates are embedded in the rock at various locations. Dozens of large waterfalls stream upward from the surface of the river into gigantic fissures in the rock face. Each fissure glows with a tinge of colored light.
					  Rocking the Boat
					 As soon as the ship reaches a few hundred feet from the large pool at the bottom of the falls, it's attacked from below the river's surface. The ship violently rocks to one side, forcing anyone standing on deck to succeed on a DC 15 Dexterity saving throw or fall prone. Varenor automatically succeeds on this save.
					 
						 Rocking the Boat
					
					 The Great Beast
					 
						 2.04 Escape at the Falls
					
					 An adult  styx dragon and three  styx dragon wyrmlings (see appendix A for stats) are beneath the waves near the boat. At the start of the round after the ship rocks to the side, the three wyrmlings leap aboard the deck and attack the party. For the first three rounds, the dragon stays beneath the surface, after which it lands on the deck while the ship sails up the waterfall. Consider the following guidance when resolving this encounter.
					  The Wyrmlings. The three wyrmlings target the closest party members, using their acid breath if need be. Though the acid may cause damage to the ship, it is not enough to breach the hull. If any of the wyrmlings are pushed or forced off the deck, they do not return.
					  The Dragon. For the first three rounds, the styx dragon lashes out with its enormously long tail, making a tail attack upon any character standing near the edge of the ship. At the start of the fourth round, the ship begins its movement up the waterfall, at which point the dragon moves to the back end of the ship's deck at the start of its turn.
					  Varenor. The merrenoloth does not attract attention to itself unless absolutely necessary. It does, however, use its lair action each round to boost the speed of the ship. If the party appears to be having trouble, it also casts gust of wind on the wyrmlings to knock them off of the ship.
					  The Portal. After the encounter starts, it takes eight rounds to reach the portal at the top of the waterfall. On the ninth round, any remaining enemy monsters immediately leave the ship, which enters the portal at the end of that round.
					  What About Varenor?
					 Regardless of how careful the party is, there is always a chance that something could happen that causes Varenor to be killed. In the eventuality that Varenor is brought to 0 hit points during the encounter, the yugoloth falls to the deck, unconscious while the ship continues on its course. If left unhealed, increase the amount of time to reach the portal by three rounds. Once the ship enters the portal, Varenor recovers after a round and continues guiding the ship.
					  Treasure
					 If the party defeats the styx dragon before the ship reaches the portal, they can find treasure hidden on its corpse with a successful DC 14 Wisdom (Perception) check. Tucked between the beast's scales is a rare topaz worth 800 gp and a ring of cold resistance.
					 
						 2.04 Escape at the Falls parcel
					
					  Tunnel Transitions
					 Once the encounter is over, Varenor's ship moves through the portal into a long, dark tunnel running beneath the Abyss' uppermost layer, eventually ending at a portal into Stygia. The journey through this passage takes almost a day, allowing the party to take a long rest. Once the players are ready to continue, move on to Part 2.
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				 3.01 Part 2: Perils of the Frozen Sea
				 
					 In this section, the party reaches Stygia, a desolate plane covered in ice and battered by a brutally cold environment. Though the waters of the Styx are immune to freezing, the party must traverse the surrounding frozen sea in order to reach their goal.
					 Into the Infernal Cold
					 Once they arrive upon Stygia, the party experiences their first bout with the plane's extreme climate.
					 You feel the sting of the cold air bite into you as the old ship passes through the shining red portal. You and your companions appear in the middle of a vast frozen sea that stretches for miles. Large glaciers and glacial islands can be seen in the distance in almost every direction. The river upon which you travel seems unaffected by the freezing temperatures, cutting a dark, winding path through the surface of the frozen sea. A dull, blue-white sun casts a gloomy light over a stark, gray sky.
					  Finding the Leviathan
					 The journey along the Styx takes another hour before the party reaches their destination. During that time, the party is subject to the effects of the plane's brutal climate, as noted on the sidebar below.
					 Once Varenor reaches the drop-off point, the boat slows and the merrenoloth extends the wooden ramp onto the icy surface of the frozen waters. Varenor informs the party that the last known location of the Firajian is approximately a mile directly east of their current location. Should the party ask to be brought there directly, the yugoloth tells them his boat does not leave the river. The party is on their own from this point forward.
					  Baby, It's Cold Outside
					 The environment anywhere on the outer surface of Stygia is considered to be a region of extreme cold (rules for extreme temperatures can be found in chapter 5 of the Dungeon Master's Guide). In addition to making a saving throw to avoid exhaustion, a player failing their saving throw also takes 1d8 cold damage.
					  Unsafe Travels
					 The journey across the frozen sea is a treacherous undertaking. The surface of the sea is considered to be difficult terrain. Several obstacles can be found on the road to the buried ship. Make sure your party establishes a marching order before you continue.
					  Icy Pool Trap
					 
						 Icy Pool Trap
					
					 Several sections of the frozen sea can crack and give way, dropping the party into a large pool of icy water. There are three on the path to the Firajian, each one encountered after about 20 minutes of travel. They can only be spotted with a successful DC 15 Wisdom (Perception) check. On a failure, the first character that steps onto the area causes the entire ice sheet to collapse in a 30-foot radius around them. Creatures caught in the area must make a DC 15 Dexterity saving throw or fall into the pool, taking 5d6 cold damage and an additional 1d6 cold damage for each additional round spent in the pool thereafter.
					 In addition, the surface freezes over again almost immediately. A successful DC 13 Strength (Athletics) check is required to swim and climb out of the pool. A creature who fails to climb out after two rounds is trapped beneath the newly formed icy surface. To break them free, either the creature or one of their allies must deal a total of 20 points of damage to the icy surface, after which they can be pulled free of the ice.
					  Frozen Gusts
					 
						 Frozen Gusts
					
					 Powerful tornadoes made of icy winds pass through the area, whipping into unsuspecting travelers. Every 10 minutes of travel, roll 1d6. On a roll of 1, an icy tornado rips through the party's location in a line 60 feet long, 20 feet wide, and 60 feet high. Creatures caught in the area must make a DC 15 Strength saving throw, taking 4d10 cold damage on a failed save or half as much on a successful one.
					 In addition, a creature who fails their save is also knocked prone. If it is a flying creature, it immediately takes falling damage and shatters the icy surface, triggering an icy pool trap as described above.
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				 3.02 Glacier of Cold Fire
				 
					 After an hour of traveling across the sea, the ground slowly solidifies as the party comes across one of the plane's many glaciers, this one spanning hundreds of feet in diameter.
					 The slick, frozen waters of the sea lead you to a massive glacier spanning about two hundred feet across. A mound of sharp ice juts from the center of the frozen mass, widening at the base until it meets the solid icy floor that leads out into the infinite sea. Near the center, a swirl of white mist is periodically broken by the flash of a bright blue light within its borders.
					  Finding the Ship
					 Heading toward the center of the glacier takes the party directly to the crash site of the Firajian, a corrupted area surrounded by swirling white mists and struck periodically by blue-white lightning bolts.
					 Hidden Tunnels
					 While traveling toward the center of the glacier, there is a chance the party comes across a passage leading down beneath the surface into a network of tunnels. The entrance ramp can be spotted with a successful DC 16 Wisdom (Perception) check. If the party fails to spot the entrance to the tunnels, continue on to "The Great Leviathan" below.
					 Following the entrance ramp leads the party through a winding path of interconnecting tunnels, eventually leading to a central area beneath the surface.
					  Infernal Lair
					 The intersecting tunnels all eventually lead into an unlit, circular chamber 60 feet in diameter. and 40 feet high. A 10 foot wide column of ice runs from the floor to the ceiling in the center of the chamber. This chamber is the resting place of an  ice devil .
					 
						 3.02 Infernal Lair
					
					  A Warning Given . If any party member comes within 30 feet of the center column, the devil uses its telepathy, warning them to leave this area or perish immediately.
					  Defending Its Lair. If the party continues to approach or attacks the column, it immediately shatters and the devil appears from within, attacking the party in the same round. At the end of the round, three  merregons appear from the walls of the chamber at any location the DM chooses.
					  Treasure. Inside the ice column, the party finds a crystal statuette of a winged fiend worth 200 gp. They also find a decorative crystal spear. Though nonmagical, it can be sold for 450 gp. At the very bottom of the column is a  potion of greater healing and an  elemental gem (water) .
					 
						 3.02 Infernal Lair parcel
					
					  Alternating the Pillars of Play
					 Note the following options during this encounter.
					  Exploration. A successful DC 16 Wisdom (Perception) check made during combat spots the devil's treasure at the bottom of the ice column. Any creature approaching the column becomes the immediate target of the devil and its servants.
					  Social Interaction. A creature that speaks Infernal can attempt to bargain with the devil. Doing so requires a successful DC 15 Charisma (Persuasion) roll. On a success, the devil takes the party's intrusion as a misunderstanding, allowing them to leave only upon the promise to never again return.
					  Exiting the Tunnels
					 The tunnels lead the party back out to the entrance. However, a successful DC 14 Wisdom (Perception) check locates another side passage that heads toward the center of the glacier. Following that passage leads the party to area 1 near the base of the Firajian (see Map #3 for details on the next section).
					  Reaching the Crash Site
					 Whether by walking directly or by taking the lower tunnels, the party eventually arrives at the crash site of the Firajian.
				
			
			 
				 3.03 The Great Leviathan
				 
					 Refer to Map #3 and #4 for locations. Both Geryon's spies and Graz'zt's cultists are in the area when the party arrives. The two groups are detailed as follows.
					 Demonic Cultists. A group of Graz'zt cultists are currently aboard the leviathan attempting to gain access to the helmsroom.
					 Infernal Spies. A group of infernals and their servants are also aboard. Unable to access the helmsroom, they are waiting for either the demons or the party to open the locked door in area 8 before ambushing the lucky group.
					 In addition, their leader has her flying ship hiding behind another glacier five hundred feet from here, ready to attack the leviathan on a moment's notice.
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				 3.04 1. Crash Site
				 
					 If the party approaches this area without caution, they are likely to be spotted by the two  hezrou patrolling the area.
					 This entire area is covered in thick white mists. The rear half of a large vessel juts rom the base of the glacial spire, its front end buried beneath the frozen surface. Its frame is forged of a reddish iron with portions of darkwood, and shiny black stone. Small bolts of bluewhite lightning periodically strike the surface of the ice in the area, leaving a small pocket of blue fire that burns bright before it's snuffed out by the icy winds.
					  Developments and Tactics
					 Consider the following advice while the party is in this area.
					  The Demon Patrol. If the party approaches with caution, a successful DC 13 Wisdom (Perception) check spots the hezrou patrol befoe the demons catch sight of the party. They can be easily avoided with a successful DC 14 Dexterity (Stealth) group check. They can also be avoided altogether if the party entered the area from the tunnels leading out from the ice devil's lair (see "Entering the Ship" below). If spotted, the hezrou attack the party immediately and fight until defeated.
					 
						 3.04 Demon Patrol
					
					  Cold Fire Strikes. Each minute the party is in the area, roll 1d10. On a 1, they are targeted by a bolt of lightning. Make a ranged weapon attack upon a random character with a +6 bonus to the attack roll. On a hit, the target takes 16 (3d10) lightning damage. In addition, the target and all creatures within 10 feet of the target must make a DC 14 Dexterity saving throw, taking 11 (2d10) cold damage on a failed save or half as much on a successful one.
					 
						 Cold Fire Strikes
					
					  Entering The Ship
					 There are three paths onto the ship. The first is the starboard ramp leading to area 2. The second is through the aft hatch leading to area 5. The third is beneath an ice fissure on the port side that leads to the cargo hold in area 6. The last entrance can only be spotted with a DC 15 Wisdom (Perception) check. Unless otherwise noted, only dim light is available in all other areas aside from areas 1 and 2.
					  From the Underside In
					 If the party arrived here via the ice demon's lair, they exit the tunnel directly in front of the ice fissure leading into the ship, which they discover without the need of an ability check. If they follow the path directly in, they completely bypass the patrol of demons.
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				 3.05 2. Main Hall
				 
					 This central area connects to most of the other areas on the ship. Bright light from the outside filters into this hall.
					  Secret Passage. A secret hatch in the wall opens to a ladder that descends into a side hall leading south to another secret hatch that opens into area 7.
					  Helmsroom Door. The door leading to the helmsroom is locked, requiring both a special key and sequence to open the door. See area 8 for more details.
				
			
			 
				 1
				 3.06 3. Weapons Platform
				 
					 This area leads up to two connected platforms with levers and pullies positioned along the walls. These control the turret-mounted ballistae on the top of the ship, which are currently inoperable until the ship's helm is activated. Once  the Firajian is under the party's control, rules for operating these weapons are provided in that section.
					  Dead Cultists
					 The bodies of two demonic cultists are here, wearing red robes dressed in abyssal sigils. They carry no treasure, though their robes appear in good enough condition to be worn by most medium sized humanoids.
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				 3.07 4. Research Wing
				 
					 A group of demon cultists consisting of a  cult fanatic , a  barlgura , and a  cambion are in this chamber, attempting to activate the small forge in the corner of the room.
					 
					 In this large chamber, a collection of engraved stone tablets are embedded in an interlocking fashion against one wall. Against the other wall is a row of wooden cabinets. On the far end of the room is a huge metal contraption whose center appears to burn with a fire similar to a forge. A collection of levers and knobs decorate the center of the strange apparatus, with a large metal tray set on an iron base above the controls.
					  Developments and Tactics
					 The enemy is too distracted to notice the party and can be easily taken by surprise. They fight to the death if attacked.
					  Secret Identities. A party member can attempt to fool the enemy into thinking they are among their number. This can be accomplished with a successful DC 13 Charisma (Deception) check. If anyone in the party is wearing the robes found on the cultists in area 3, they gain advanatage to their roll. If successful, the cultists provide them with information on how to forge a new key to the helmsroom. This information eliminates the need to solve the puzzle on the stone blocks against the wall; however, the party must still decipher the symbols themselves in order to craft an item with materials from the cabinets (see below).
					  Key Forge. The mechanical device can be used to create the star-shaped key that opens the sigil lock leading into area 8. Operation of the contraption can be learned from the stone carvings on the wall, which are actually a combination of pictographs and Abyssal writing. Examining these symbols with a successful DC 15 Wisdom (Insight) grants knowledge on how to use the key forge create a  helmsroom key , which allows access to area 8. A character that speaks Abyssal gains advantage to this check. Operating the levers causes the mechanical components within to craft the item requested.
					 If the party deciphers the stone carvings, further examination of the symbols and a successful DC 14 Intelligence (Investigation) check reveals the key forge to create an additional item. Materials from the cabinets can be used on the forge to create these items. Aside from the helmsroom key, however, there is only enough material remaining for a single magic item (see the "Treasure" subheading below).
					  The Cabinets. The large cabinets contain various forms of metal, alchemical solutions, and small bags of bone and leathery hide. These materials can be used on the key forge to produce items.
					 Treasure
					 The cultists carry nothing of value. The key forge, with the proper lever sequence, can be used to create a  helmsroom key . In addition, if the party successfully deciphers the wall symbols, they have enough materials to create only one of the following items:
					 � a  circlet of blasting
					 � a  sentinel shield
					 � a  potion of superior healing
					 
						 3.07 Helmsmasn Key
						 Circlet of Blasting
						 3.07 Shield
						 3.07 Potion
						 3.07 Strange Materials
					
					 Even if the party decides not to craft a helmsroom key, they still do not have enough material to craft more than one of the other items. Materials they may possess within their own inventory do not change this.
					 If the party decides to simply keep the additional materials, the entire lot can be sold for 250 gp.
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				 3.08 5. Armory and Weapons Bay
				 
					 This area can be accessed either from area 2 or the aft hatch outside the ship in area 1. The entire room is filled with racks of parts and ammunition for the ship's weapons. If the party entered this room from area 1 or area 2, Dirvex, a  warlock of the fiend , is in this chamber with a  goristro and a  shadow demon . The shadow demon is hidden behind one of the large racks. Otherwise, there is no one in this room.
					 
						 3.08 Armory and Weapons Bay
					
					  Dealing with Dirvex
					 Unless the party becomes immediately hostile, the warlock and the demons make no move to attack. If the party chooses to speak with Dirvex, he tells the party his mission is to recover an item from the helmsroom. Such a treasure should satisfy his patron, and the party can do what they please with the ship.
					 In return, Dirvex can show the party the proper sequence to open the helmsroom door. If the party doesn't have a helmsroom key, the warlock can also show them how to open the door without one, using the tentacle pods found in area 7. If the party accepts, Dirvex escorts them alone to area 7 (or area 8) when they are ready. He attacks the party if they refuse to bargain.
					  Treasure
					 Dirvex carries a pouch of valuable components worth 100 gp and wears a golden amulet carved with an abyssal sigil that can be sold for 50 gp.
					 
						 3.08 Dirvex
					
					  In Case of Emergency....
					 Dirvex does not assist the party in any combat and immediately uses his teleport spell to leave if the party encounters any true devils. If the party attacks Dirvex at any point during the escort, the warlock can use a bonus action to immediately summon the demons from this area to his location.
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				 3.09 6. Cargo Hold
				 
					 This area can be accessed via the stairs in area 2 or through the wall opening that leads in from area 1. If the party entered this area from area 1, Alrina, a tiefling evoker, is here with her imp companion and two barbed devils. Otherwise, this is no one in this room.
					 
						 3.09 Cargo Hold
					
					 This room is mostly empty, save for a small collection of wooden crates stacked in one corner. A flight of stairs leads up to the ship's main deck. A large shaft of ice formed into a spike is wedged into a crack in the wall, allowing the frosty air to creep in from the frozen sea outside.
					 Dealing with Alrina
					 
						 Alrina
					
					 If Alrina is here, she and her allies do not immediately attack unless the party moves to do so first. If the party appears non-hostile or attempts to speak with Alrina, the evoker offers to make an alliance with the party and gives them the following information.
					 � Her master is an enemy of the archdevil Levistus, master of this plane. Levistus would move to claim this ship as his own, which would threaten to upend the balance of the Infernal Hierarchy.
					 � To stop the archdevil, she needs an enchanted crystal located in the ship's helsmroom. Beyond that, the other infernals don't care what the party does with the ship, as such a demonic abomination is of no use to them.
					 � If the party agrees, Alrina can tell them the proper code sequence to enter the helmsroom. If the party does not have a helmsroom key, she also tells them how to open the door without one by using the tentacle pods found in area 7.
					 Should the party accept Alrina's offer, she escorts them alone to area 7 (or area 8) when the party is ready. If the party attacks or is aggressive toward Alrina at any point in time, she immediately casts teleport to escape.
					  Along With A Dash of Truth
					 Alrina is, of course, not being completely honest. Her mission is to acquire a specific gem that powers the Firajian's main weapon, which is known to bypass powerful infernal enchantments. The cult plans to use the enchantments on it to gain access to the prison that both protects and contains Levistus. In destroying Levistus, his rival, Geryon, can take the archdevil's place within the hierarchy.
					 A successful DC 16 Intelligence (History) check reveals the relationship between the two archdevils, as divining Alrina's full intentions. Even without this knowledge, if a party member attempts to discern the evoker's level of earnestness and makes a successful DC 16 Wisdom (Insight) check, they get the feeling Alrina may not be entirely forthcoming.
					  Treasure
					 Alrina carries a pouch of valuable components worth 100 gp and wears a golden amulet carved with an infernal sigil that can be sold for 50 gp.
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				 3.10 7. Feeding Station
				 
					 This can be accessed from the door in area 6 or the secret hallway in area 2.
					 This narrow hall holds a dozen large fleshy pods against one wall. The pods pulse slightly, following each other in a strange pattern. At the center of each pod is a small appendage about the length of a human arm.
					  Developments
					 The pods contain the blood and body parts of fallen victims, which the leviathan uses for power in addition to the magical energy required by the helm.
					  Damaging the Pods. Each pod has a natural Armor Class of 13 and 30 hit points. If the party destroys more than half of the pods (six or more), the amount of damage taken by the leviathan's pilot is doubled (see "The Helmsperson's Bond" sidebar in part 3).
					  Pod Tentacles. Grasping any of these causes the end of the tentacle to blossom open into the shape of an eight-pointed star. If the party has been to the door to the helmsroom (see area 8), they recognize the star pattern as being the same in size and shape as the indentation on the door's lock.
					 In addition, each tentacle also stretches a very long distance, up to 100 feet, when pulled from the center of the pod. This can be discovered through trial and error, or with a successful DC 15 Intelligence (Investigation) check.
					  Lock and Key. If one of the tentacles is brought up through the secret passage to the helmsroom door, the end of the appendage can be used in place of a helmsroom key (see area 8). Unless the party is given this information or the players deduce this on their own, a DC 16 Wisdom (Insight) check can be made to figure it out.
					  Deal with the Devil - or Demon. If the party does not possess a helmsroom key and made a deal with either Dirvex in area 5 or Alrina in area 6, their escort leads them here first to obtain one of the tentacles and stretch it through the corridor to area 2.
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				 3.11 8. The Helmsroom Door
				 
					 This door can only be opened with either a  helmsroom key or one of the pods from area 7. Read the following once the party arrives at the door.
					 This massive ironbound wooden door has no lock or handle. A large metal plate made of concentric rings is embedded into the center of the door. Each of the three rings has a set of sigils inscribed around its base. In the center of the plate is a star-shaped indentation.
					 
						 3.11 Helmsman door
					
					  Opening the Door
					 Getting the door open requires inserting a key or pod tentacle into the indentation and using it to turn the concentric rings around the plate until the sigils match up into a particular pattern. The sigils are enchanted with a glyph of warding that deals lightning damage. Any attempt to force or damage the sigil-marked rings triggers the spell.
					  The Sigil Sequence. The sigil pattern can be discovered from either Dirvex or Alrina (from areas 5 and 6 respectively). The party can also solve the circular pattern with a successful DC 16 Wisdom (Insight) check. If they are using a  helmsroom key , they gain advantage on the roll.
					  Failed Attempts . Any creature who fails to enter the correct sequence takes 10 (3d6) necrotic damage. This occurs each time until the proper sequence is entered.
					  Infernal Assassins. If the party is not accompanied by Alrina (see area 6), two tiefling assassins are positioned near the door (each marked with "X" on the map). Both are under the effects of a  greater invisibility spell. They do not move or attack the party unless they are discovered and attacked. Once the door to area 9 is opened, they follow the party into that area and attempt to ambush them. If Alrina is with the party, the assassins are not in the area.
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				 3.12 9. The Ship's Helm
				 
					 This area can only be accessed by unlocking the sealed door at area 8.
					 The ironbound door raises into the ceiling, revealing a large square chamber beyond. The walls are decorated with intertwining rows of sigils and symbols that run downward into the floor, all intersecting onto a small stone pedestal in the center of the room. Against the wall left of the entrance is an array of gems embedded into the metal frame. Across from the entrance, a clear crystal dome reinforced with iron bands allows you to see directly out of the ship's fore.
					  Developments and Tactics
					 Resolve the following events depending on how the party gained access to the helmsroom.
					  Deal with Alrina. If Alrina is with the party, she takes one of the larger gemstones from the wall of the helmsroom and departs using the teleport spell. If the party acts suspicious of her, she offers to wait until the leviathan is activated and under the party's control (see part 3) in order to prove the ship can function without the gem. If the party grows hostile or betrays Alrina, she immediately teleports away.
					  Deal with Dirvex. If Dirvex is with the party, he thanks the party, moves to the wall of gemstones, touches the central stone, and leaves the ship with it via casting teleport. If the party interferes or attacks him, Dirvex summons his companions (see area 5), who keep the party at bay while he escapes with the gemstone at all costs.
					 Awakening the Leviathan
					 The stone pedestal in the center of the room is the actual helm of the Firajian. An indentation at the top of the helm marks the spot where the leviathan core can be placed. Upon doing so, both the gemstones in the core as well as the sigils and gems on the wall all glow softly, illuminating the entire room.
					 Once the party is ready to fly the leviathan out of Stygia, continue to Part 3.
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				 4.01 Part 3: Escape to the Outlands
				 
					 With control of the leviathan, the party can bring the ancient ship to a point where it can open a planar portal to the Outlands. But the fiends haven't given up yet. Tavarene, leader of the infernal cultists, has her vessel ready to bring the leviathan down into the frozen sea, where she would claim it as her own in the name of her master.
					 
						 blood wars
					
					 Taking to the Skies
					 Any party member that touches the leviathan core while active in the helm receives a vision in their mind of the location they need to fly the ship. The party must choose one of their members to pilot the leviathan. Though the leviathan core allows any party member to pilot the vessel, remind the players that a spellcaster has more options when controlling the ship.
					   Escaping the Glacier
					 Once the party has chosen a helmsperson, that party member can will the ship to move by placing their hands on the leviathan core and concentrating. The demonic magic coursing through the ship, however, can violently affect the minds of non-fiends.
					 Upon attempting the move the ship, the helmsperson experiences horrible visions of death, destruction, and decay caused by the ship, some of its vicitms now feeding power to the vessel from the flesh pods below. The helmsperson must succeed on a DC 14 Wisdom saving throw or take 7 (2d6) psychic damage. The ship still moves regardless of the result of the saving throw. Read the following once the player takes control, able to see outside in all directions as if they were the ship itself.
					 
					 The ancient ship shudders as you hear the sounds of metal and stone scraping against the ice wall. With a loud crunching sound, the surrounding ice buckles against the force of the moving vessel, the great leviathan soon tearing away from its centuries-long prison. Small pieces of the ship's outer hull rip away, falling into the various pits of blue fire.
					  Developments
					 With the ship in the air, the party can begin their flight toward the designated portal location. An infernal vessel is set to ambush them an hour or so after the leviathan takes flight. Allow the party a short rest if they need one.
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				 4.02 Ambush Over The Frozen Sea
				 
					 An hour after the Firajian has been in flight, it is attacked by another ship. The infernal ship, the Vallanee, belongs to the infernal cultists. Regardless of whether or not Alrina was successful in her mission, the infernals have no plans on letting the party leave with the leviathan.
					 Your surroundings lurch toward one direction as the leviathan takes a powerful jolt to one side. A crackle of purple energy sears through the metallic walls, rattling the entire hull of the ancient vessel.
					  Developments
					 After the first attack, the Vallanee appears from behind the glacier, the party's helmsperson can immediately spot it by making a successful DC 14 Wisdom (Perception) check. If the check is successful, the Firajian gains advantage to its initiative roll at the start of combat (see below).
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				 4.03 Against the Infernal Machine
				 
					 The party must face off against the  Vallanee (see appendix B) while making their way to the portal. This can be accomplished by making use of the ship's defenses. If the party has already been to the weapons platform (area 3 on Map #4), they know where the ship's weapons are located. Otherwise, the ship's helmsperson can easily tell them so.
					 Allow the party an extra round to make it to area 3, where they can take control of one of the three ballista turrets mounted onto the hull. Once the group is in position, combat is resolved as follows.
					 
						 4.03 Against the Infernal Machine
					
					  Ship's Stats
					 Use the following guidance when resolving this encounter.
					 �  Initiative . Each party member rolls initiative as normal. The  Vallanee rolls as if it were a monster per its stat block.
					 �  Ship's Hull . The  Firajian has natural AC of 18 and a total of 180 hp.
					 �  Movement and Surroundings . Both the Firajian and the Valanee are aware of each other's surroundings and move at the same speed. Both are capable of easily avoiding obstacles.
					  Weapon Mounts
					 The  Firajian is equipped with three ballistae mounted on turrets, capable of firing in any direction. They need to be reloaded each round, which allows for only one attack per turn for each turret.
					 Allow players to use their Dexterity modifier + their proficiency bonus when making a weapon attack with these. They have the following weapon stats. The weapon's total damage is the base damage plus the user's Dexterity modifer.
					 
						 4.03 Ship Ballistae
					
					 
						 
							  Damage
							  Properties
						
						 
							 2d10 piercing
							 Ammunition (range 500/1500 ft.), heavy, loading
						
					
					  Helmsperson's Bond
					 The party member connected to the leviathan's helm has a special connection to the ship. They are subject to the following effects and abilities.
					  Psychic Connection. Each time the ship takes damage, the pilot must succeed on a DC 13 Wisdom saving throw or take 7 (2d6) psychic damage.
					 
						 4.03 Psychic Connection
					
					  Empowered Bolts. If the target is a spellcaster, they can imbue one of the ballista weapons with additional magical damage. Choose one of the ballista mounts in use by an ally. The helmsperson uses an action and spends one spell slot. If the ally hits a target on their next attack, the target takes an additional 1d10 weapon damage for each level of the spell slot expended. This effect lasts until the start of the helmsperson's next turn, where it must be activated again.
					 (for Fantasy Grounds, apply the Empowered Bolt custom effect as many times as spell levels/slot used).
					  Main Weapon. The helmsperson can use magic to fuel the ship's primary weapon. The helmsperson uses their action and expends a spell slot to launch of bolt of fiery lightning. Make a ranged spell attack against the target. On a hit, the target takes 3d8 lightning damage plus 1d8 per level of the spell slot expended.
					 (For Fantasy Grounds, you can create a power to do this, or simply use a spell that needs a ranged spell attack to hit like Eldritch Blast and adjust the damage dice and damage type).
					  Secondary Caster. If there was no deal made with Alrina or Dirvex, or they weren't able to retrieve the gemstone from the wall of the helmsroom, the main weapon can instead be used by another spellcaster. Regardless of whether the weapon is used by the helmsperson or another party member, the weapon can only be used once each round.
					 (For Fantasy Grounds, you can create a power to do this, or simply use a spell that needs a ranged spell attack to hit like Eldritch Blast and adjust the damage dice and damage type).
					  Resolving the Combat
					 The combat lasts until one ship is defeated or eight rounds have passed. At the beginning of the ninth round, the Firajian reaches its destination, where it can automatically open a planar portal. The Vallanee can't pursue the party once they've passed through the portal into the Outlands.
					  If the   Firajian  is Destroyed. The ship is defeated when it reaches 0 hit points. If the helmsperson reaches 0 hit points, another party member can use their action to take over the helm. If the party loses the battle, the leviathan core opens an emergency escape portal the party can use. Doing so saves them from a horrible fate within the frozen sea, but the Firajian is forever lost.
					  If the   Vallanee  is Destroyed. When the Vallanee reaches 0 hit points, it careens into the icy waters of Stygia, where it shatters into pieces.
					  Idle Hands
					 If there are remaining party members not piloting or controlling weapons on the ship, two  merregons appear at the ship's ramp in area 2 and attempt to make it to the helmsroom to attack the helmsperson.
					 
						 4.03 Idle Hands
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				 4.04 The Last Ditch
				 
					 Once the party escapes through the portal, they have another hour before they reach the rendezvous point. The leviathan core takes control at this point and the ship no longer requiring a helmsperson. During that time, the enemy commanders make one final effort to take over the ship. This encounter occurs 10 mintues after the ship leaves Stygia.
					  Deal Made With Alrina. If the party let Alrina escape with the gem, Nafaska, a marilith, appears aboard the ship in area 2 and attacks the party.
					 
						 4.04 Deal Made With Alrina
					
					  Deal or No Deal. If the party either dealt with Dirvex or with neither of the cultists, Teravene, an erinyes, appears through a gate in area 2 along with a merregon. They attack the party.
					 
						 4.04 Deal or No Deal
					
					  To Boss or Not to Boss
					 This last encounter can be optional. If the party is severely weakened or you are running short on time, feel free to skip this last encounter.
					  Conclusion
					 Once the Firajian reaches the rendezvous point, read the following.
					 
						 Domed City
					
					 From the ship's fore, you can see the shape of a small tower surrounded by a translucent dome of energy that appears visible only from a certain angle. It sits alone in the vast empty waste, hidden away from the prying eyes of other outer planar denizens.
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				 4.05 Rewards
				 
					 Mordenkainen rewards the party with 2,000 gp as promised. He also gives the party the leviathan core, which is now useless as an item but can be sold for 500 gp. Additional rewards are defined as below.
					 
						 The Reward
					
					  Bonus Payment
					 Mordenkainen provides additional rewards depending on the party's dealings during the mission. These items can be found in chapter 7 of the Dungeon Master's Guide.
					  Personal Entanglements. If the party let Alrina or Dirvex leave with the gemstone from the helmsroom, the party receives boots of the winterlands. If the party did not let either cultist retrieve the gemstone from the helmsroom, they instead receive boots of speed.
					 
						 4.05 Personal Entanglements - Winterlands
						 4.05 Personal Entanglements - Speed
					
					  Wyrm Food. If the party defeated the styx dragon before escaping from Pazunia, the party receives dragon scale mail. Roll a d10 to determine its type. (FG note - table in magic item)
					 
						 4.05 Wyrm Food
					
					 Faction Rewards
					 Players belonging to a faction earn one renown point from their faction at the conclusion of this adventure.
					 Story Awards
					 The party can gain the following story awards.
					  The Enemy of my Enemy
					 Your dealings may have earned you a reputation with one of the fiendish cults that operate within the Blood War. You gain advantage to Charisma (Persuasion) rolls that deal with changing the starting attitude from members of a particular cult, as defined below. See "Social Interaction" in chapter 8 of the Dungeon Master's Guide for rules on starting attitudes.)
					  Alrina. If you allowed Alrina to escape with her prize, your bonus is toward any member of the Cult of Geryon. Dirvex. If Dirvex escaped with his prize, your bonus is toward any cultists who worship Graz/zt.
					  War Captain's Pride
					 Your experience with the Firajian has taught earned you some experience with planar vessels. You have advantage to Intelligence (Arcana) checks that deal with identifying the properties of planar ships such as the astral skiff or similar vessels.
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				 101 - 500 gp
				 
					 Description
					 You regain 4d4 + 4 hit points when you drink this potion. The potion's red liquid glimmers when agitated.
					  Potion Notes
					 Drinking or administering a potion takes an action.
				
				 1
				 1
				 Potion of Greater Healing
				 Potion
				 A vial of red liquid that shimmers when agitated.
				 Magic
				 Uncommon
				 
					 
						 
							 
							 
						
						 Potion of Greater Healing
					
					 
						 
							 
							 
						
						 Potion
					
				
				 Potion
				 0.5
			
			 
				 0
				 0
				 30 gp
				 
					 This gemstone is blue.
				
				 1
				 1
				 Blue Gemstones
				 Gemstones (50 Gp)
				 Treasure
				 0.01
			
			 
				 501 - 5,000 gp
				 
					 Description
					 You have resistance to cold damage type while wearing this ring
				
				 1
				 1
				 Ring of Cold Resistance
				 Gold Ring
				 A delicately made gold ring with a tourmaline setting.
				 Magic
				 Rare (Requires Attunement)
				 
					 
						 
							 
							 
						
						 Ring of Cold Resistance
					
					 
						 
							 
							 
						
						 Signet Ring
					
				
				 Ring
				 0.01
			
			 
				 0
				 0
				 800 gp
				 
					 This gemstone is transparent golden yellow in color.
				
				 1
				 1
				 Rare Topaz
				 Gemstones (500 Gp)
				 Treasure
				 0.02
			
			 
				 0
				 0
				 101 - 500 gp
				 
					 Description
					 
						  Image: Elemental Gems
						  Spell: Conjure Elemental
					 This gem contains a mote of elemental energy. When you use an action to break the gem, an elemental is summoned as if you had cast the  conjure elemental spell, and the gem's magic is lost. The type of gem determines the elemental summoned by the spell.
					 
						 
							  Gem
							  Summoned Elemental
						
						 
							 Blue sapphire
							 Air elemental
						
						 
							 Yellow diamond
							 Earth elemental
						
						 
							 Red corundum
							 Fire elemental
						
						 
							 Emerald
							 Water elemental
						
					
				
				 1
				 1
				 Elemental Gem (water)
				 A sparkling gem
				 A crystal clear gem which, when you look into it, seems to contain a mote of something bright deep inside its core.
				 Magic
				 Uncommon
				 
					 
						 
							 
							 
						
						 Elemental Gem
					
					 
						 
							 
							 
						
						 Gem
					
				
				 Wondrous Item
				 0.1
			
			 
				 0
				 0
				 450 gp
				 1d6 piercing
				 
					 
				
				 1
				 1
				 Decorative Crystal Spear
				 Thrown (range 20/60), versatile (1d8)
				 Simple Melee Weapons
				 Weapon
				 3
			
			 
				 0
				 0
				 200 gp
				 
					 Crystal statuette of a winged fiend
				
				 1
				 1
				 Crystal Statuette
				 Art Objects (250 Gp)
				 Treasure
				 0.01
			
			 
				 0
				 0
				 -
				 
					 
				
				 1
				 1
				 Helmsman Key
				 Standard
				 Adventuring Gear
				 0
			
			 
				 101 - 500 gp
				 
					 Description
					 
						  Image: Circlet of Blasting
						  Spell: Scorching Ray
					 While wearing this circlet, you can use an action to cast the  scorching ray spell with it. When you make the spell's attacks, you do so with an attack bonus of +5. The circlet can't be used this way again until the next dawn.
				
				 1
				 1
				 Circlet of Blasting
				 Headband
				 Made of gold this circlet has a stylised sun symbol set with a large cut stone at its centre.
				 Magic
				 Uncommon
				 
					 
						 
							 
							 
						
						 Circlet of Blasting
					
					 
						 
							 
							 
						
						 Headband
					
				
				 Wondrous Item
				 0.5
			
			 
				 2
				 0
				 101 - 500 gp
				 
					 Description
					 While holding this shield, you have advantage on initiative rolls and Wisdom (Perception) checks. The shield is emblazoned with a symbol of an eye.
					  Shield Notes
					 A shield is made from wood or metal and is carried in one hand. Wielding a shield increases your Armor Class by 2. You can benefit from only one shield at a time.
				
				 -
				 1
				 1
				 Sentinel Shield
				 Shield
				 The symbol of an eye is emblazoned on this finely made shield.
				 Magic
				 Uncommon
				 
					 
						 
							 
							 
						
						 Sentinel Shield
					
					 
						 
							 
							 
						
						 Shield
					
				
				 -
				 -
				 Shield
				 Armor
				 6
			
			 
				 501 - 5,000 gp
				 
					 Description
					 You regain 8d4 + 8 hit points when you drink this potion. The potion's red liquid glimmers when agitated.
					  Potion Notes
					 Drinking or administering a potion takes an action.
				
				 1
				 1
				 Potion of Superior Healing
				 Potion
				 A vial of red liquid that shimmers when agitated.
				 Magic
				 Rare
				 
					 
						 
							 
							 
						
						 Potion of Superior Healing
					
					 
						 
							 
							 
						
						 Potion
					
				
				 Potion
				 0.5
			
			 
				 0
				 0
				 250 gp
				 
					 
				
				 1
				 1
				 Strange Materials
				 Art Objects (250 Gp)
				 Treasure
				 0.01
			
			 
				 0
				 0
				 100 gp
				 
					 Valuable components
				
				 1
				 1
				 Pouch of Components
				 Standard
				 Adventuring Gear
				 0.25
			
			 
				 0
				 0
				 50 gp
				 
					 Golden amulet carved with an abyssal sigil
				
				 1
				 1
				 Gold Amulet
				 Holy Symbol
				 Adventuring Gear
				 1
			
			 
				 0
				 0
				 0 gp
				 2d10 piercing
				 
					 
				
				 1
				 1
				 Ship Ballistae
				 Ammunition (range 500/1500), heavy, loading
				 Martial Ranged Weapons
				 Weapon
				 18
			
			 
				 14
				 1
				 5,001 - 50,000 gp
				 
					 Description
					 
						  Image: Dragon Scale Mail
					 Dragon scale mail is made of the scales of one kind of dragon. Sometimes dragons collect their cast-off scales and gift them to humanoids. Other times, hunters carefully skin and preserve the hide of a dead dragon. In either case, dragon scale mail is highly valued.
					 While wearing this armor, you gain a +1 bonus to AC, you have advantage on saving throws against the Frightful Presence and breath weapons of dragons, and you have resistance to one damage type that is determined by the kind of dragon that provided the scales (see the table).
					 Additionally, you can focus your senses as an action to magically discern the distance and direction to the closest dragon within 30 miles of you that is of the same type as the armor. This special action can't be used again until the next dawn.
					 
						  Table: Dragon Scale Mail
					  Scale Mail Notes
					 Medium armor offers more protection than light armor, but it also impairs movement more. If you wear medium armor, you add your Dexterity modifier, to a maximum of +2, to the base number from your armor type to determine your Armor Class.
					 This armor consists of a coat and leggings (and perhaps a separate skirt) of leather covered with overlapping pieces of metal, much like the scales of a fish. The suit includes gauntlets.
				
				 Yes (max 2)
				 1
				 1
				 Dragon Scale Mail
				 Scale Mail
				 Small scales of non metallic material sewn in an overlapping pattern onto fine leather. There is definitely something special about this armor.
				 Magic
				 Very Rare (Requires Attunement)
				 
					 
						 
							 
							 
						
						 Dragon Scale Mail
					
					 
						 
							 
							 
						
						 Scale Mail
					
				
				 Disadvantage
				 -
				 Scale Mail
				 Armor
				 45
			
			 
				 101 - 500 gp
				 
					 Description
					 
						  Image: Boots of the Winterlands
					 These furred boots are snug and feel quite warm. While you wear them, you gain the following benefits:
					 
						 You have resistance to cold damage.
						 You ignore difficult terrain created by ice or snow.
						 You can tolerate temperatures as low as -50 degrees Fahrenheit without any additional protection. If you wear heavy clothes, you can tolerate temperatures as low as -100 degrees Fahrenheit.
					
				
				 1
				 1
				 Boots of the Winterlands
				 Boots
				 Made of fine leather and lined with the softest of furs these knee length boots look very comfortable and warm.
				 Magic
				 Uncommon (Requires Attunement)
				 
					 
						 
							 
							 
						
						 Boots of the Winterlands
					
					 
						 
							 
							 
						
						 Boots
					
				
				 Wondrous Item
				 0.5
			
			 
				 501 - 5,000 gp
				 
					 Description
					 
						  Image: Boots of Speed
					 While you wear these boots, you can use a bonus action and click the boots' heels together. If you do, the boots double your walking speed, and any creature that makes an opportunity attack against you has disadvantage on the attack roll. If you click your heels together again, you end the effect.
					 When the boots' property has been used for a total of 10 minutes, the magic ceases to function until you finish a long rest.
				
				 1
				 1
				 Boots of Speed
				 Boots
				 Care and attention to detail has gone into the making of these fine boots. Some stylized runes, depicting various creatures in motion, decorate the upper leathers.
				 Magic
				 Rare (Requires Attunement)
				 
					 
						 
							 
							 
						
						 Boots of Speed
					
					 
						 
							 
							 
						
						 Boots
					
				
				 Wondrous Item
				 0.5
			
			 
				 0
				 0
				 500 gp
				 
					 
				
				 1
				 1
				 Leviathan Core
				 Standard
				 Adventuring Gear
				 0.1
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				 (leather armor, shield)
				 
					 
						 Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5 (1d6 + 2) slashing damage.
						 Scimitar
					
					 
						 Ranged Weapon Attack: +4 to hit, range 80/320 ft., one target. Hit: 5 (1d6 + 2) piercing damage.
						 Shortbow
					
				
				 neutral evil
				 1/4
				 (2d6)
				 7
				 
				
				 
				
				 Common, Goblin
				 
				
				 0
				 Goblin
				 
				
				 darkvision 60 ft., passive Perception 9
				 Small
				 Stealth +6
				 30 ft.
				 
				
				 
					 Goblins
					 
						  Image: Goblin
					 Goblins are small, black-hearted, selfish humanoids that lair in caves, abandoned mines, despoiled dungeons, and other dismal settings. Individually weak, goblins gather in large-sometimes overwhelming-numbers. They crave power and regularly abuse whatever authority they obtain.
					   Goblinoids. Goblins belong to a family of creatures called goblinoids. Their larger cousins, hobgoblins and bugbears, like to bully goblins into submission. Goblins are lazy and undisciplined, making them poor servants, laborers, and guards.
					   Malicious Glee. Motivated by greed and malice, goblins can't help but celebrate the few times they have the upper hand. They dance, caper with sheer joy when victory is theirs. Once their revels have ended, goblins delight in the torment of other creatures and embrace all manner of wickedness.
					   Leaders and Followers. Goblins are ruled by the strongest or smartest among them. A goblin boss might command a single lair, while a goblin king or queen (who is nothing more than a glorified goblin boss) rules hundreds of goblins, spread out among multiple lairs to ensure the tribe's survival. Goblin bosses are easily ousted, and many goblin tribes are taken over by hobgoblin warlords or bugbear chiefs.
					   Challenging Lairs. Goblins festoon their lairs with alarms designed to signal the arrival of intruders. Those lairs are also riddled with narrow tunnels and bolt-holes that human-sized creatures can't navigate, but which goblins can crawl through with ease, allowing them to flee or to circle around and surprise their enemies. Rat Keepers and Wolf Riders. Goblins have an affinity for rats and wolves, raising them to serve as companions and mounts, respectively. Like rats, goblins shun sunlight and sleep underground during the day. Like wolves, they are pack hunters, made bolder by their numbers. When they hunt from the backs of wolves, goblins use hit-and-run attacks.
					   Worshipers of Maglubiyet. Maglubiyet the Mighty One, the Lord of Depths and Darkness, is the greater god of goblinoids. Envisioned by most goblins as an eleven-foot-tall battle-scarred goblin with black skin and fire erupting from his eyes, he is worshiped not out of adoration but fear. Goblins believe that when they die in battle, their spirits join the ranks of Maglubiyet's army on the plane of Acheron. This is a "privilege" that most goblins dread, fearing the Mighty One's eternal tyranny even more than death.
				
				 tokens/goblin.png@DD MM Monster Manual
				 
					 
						 The goblin can take the Disengage or Hide action as a bonus action on each of its turns.
						 Nimble Escape
					
				
				 humanoid (goblinoid)
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				 16
				 (natural armor)
				 
					 
						 The armanite makes three attacks: one with its hooves, one with its claws, and one with its serrated tail.
						 Multiattack
					
					 
						 Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 12 (2d6 + 5) bludgeoning damage.
						 Hooves
					
					 
						 Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 10 (2d4 + 5) slashing damage.
						 Claws
					
					 
						 Melee Weapon Attack: +8 to hit, reach 10 ft., one target. Hit: 16 (2d10 + 5) slashing damage.
						 Serrated Tail
					
					 
						 The armanite looses a bolt of lightning in a line 60 feet long and 10 feet wide. Each creature in the line must make a DC 15 Dexterity saving throw, taking 27 (6d8) lightning damage on a failed save, or half as much damage on a successful one.
						 Lightning Lance (Recharge 5-6)
					
				
				 chaotic evil
				 poisoned
				 7
				 poison
				 cold, fire, lightning
				 (8d10 + 40)
				 84
				 
				
				 
				
				 Abyssal, telepathy 120 ft.
				 
				
				 1
				 Armanite
				 
				
				 darkvision 120 ft., passive Perception 11
				 Large
				 60 ft.
				 
				
				 
					 Armanite
					 
						  Image: Armanite
					 Great herds of armanites race across the blasted fields of the Abyss, bent on slaughter and death, driven by unrestrained bloodlust. Whether being controlled by more powerful demons or charging into battle for the sake of it, armanites use their claws, hooves, and long, whip-like tails to tear apart their foes.
					   Live for War. In the armies of the demon lords, armanites perform the role of heavy cavalry, leading the charge and tearing into their enemies' flanks. Armanites fight all the time, even among themselves if they can't find another enemy. They make ideal shock troops, courageous to the point of stupidity and utterly savage.
					   Walking Arsenal. Part of what makes armanites so fearsome is the number of weapons they have at their disposal. They possess sharp hooves, claws that end in curling talons, and long, serrated tails that can flense the flesh from a victim, and they use them all to carve through their foes. When they are up against tough formations, they can call on their innate magic to loose bolts of lightning and blow holes in the enemy ranks.
				
				 tokens/armanite.png@DD Mordenkainen's Tome of Foes
				 
					 
						 The armanite has advantage on saving throws against spells and other magical effects.
						 Magic Resistance
					
					 
						 The armanite's weapon attacks are magical.
						 Magic Weapons
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				 14
				 (natural armor)
				 
					 
						 Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 8 (1d12 + 2) piercing damage. If the target is a creature, it must succeed on a DC 13 Constitution saving throw against disease or become poisoned until the disease ends. While poisoned in this way, the target sports festering boils, coughs up flies, and sheds rotting skin, and the target must repeat the saving throw after every 24 hours that elapse. On a successful save, the disease ends. On a failed save, the target's hit point maximum is reduced by 4 (1d8). The target dies if its hit point maximum is reduced to 0.
						 Barbed Tail
					
				
				 chaotic evil
				 charmed, frightened, poisoned
				 3
				 poison
				 cold, fire, lightning
				 (7d8 + 21)
				 52
				 
				
				 
				
				 Abyssal, telepathy 60 ft.
				 
				
				 1
				 Bulezau
				 
				
				 darkvision 120 ft., passive Perception 9
				 Medium
				 40 ft.
				 
				
				 
					 Bulezau
					 
						  Image: Bulezau
					 Diseased manifestations of animalistic rage, bulezaus embody the violence of nature. Across the Abyss, bulezaus lurk in deep canyons and lofty crags, and many find a place in the ranks of the demon lords' armies, serving as foot soldiers in the Abyss's endless warring.
					   Bloodlust. Bulezaus crave violence. Their eagerness to kill and willingness to die make them common members of any demon lord's entourage. When not being corralled by larger and tougher demons, bulezaus gather into scrabbling mobs, wrestling and fighting among themselves until a better target comes along or until a stronger demon bullies them into subservience.
					   Repulsive. Disfiguring ailments plague bulezaus: crusted eyes, maggots wriggling in open sores, and a reek of rotten meat that follows them wherever they go.
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						 When any creature that isn't a demon starts its turn within 30 feet one or more bulezaus, that creature must succeed on a DC 13 Constitution saving throw or take 1d6 necrotic damage plus 1 necrotic damage for each bulezau within 30 feet of it.
						 Rotting Presence
					
					 
						 The bulezau's long jump is up to 20 feet and its high jump is up to 10 feet, with or without a running start.
						 Standing Leap
					
					 
						 The bulezau has advantage on Strength and Dexterity saving throws made against effects that would knock it prone.
						 Sure-Footed
					
				
				 fiend (demon)
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				 (natural armor)
				 
					 
						 The devil makes three attacks: one with its bite, one with its claws, and one with its tail.
						 Multiattack
					
					 
						 Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 12 (2d6 + 5) piercing damage + 10 (3d6) cold damage.
						 Bite
					
					 
						 Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 10 (2d4 + 5) slashing damage + 10 (3d6) cold damage.
						 Claws
					
					 
						 Melee Weapon Attack: +10 to hit, reach 10 ft., one target. Hit: 12 (2d6 + 5) bludgeoning damage + 10 (3d6) cold damage.
						 Tail
					
					 
						 The devil magically forms an opaque wall of ice on a solid surface it can see within 60 feet of it. The wall is 1 foot thick and up to 30 feet long and 10 feet high, or it's a hemispherical dome up to 20 feet in diameter. When the wall appears, each creature in its space is pushed out of it by the shortest route. The creature chooses which side of the wall to end up on, unless the creature is incapacitated. The creature then makes a DC 17 Dexterity saving throw, taking 35 (10d6) cold damage on a failed save, or half as much damage on a successful one. \nThe wall lasts for 1 minute or until the devil is incapacitated or dies. The wall can be damaged and breached; each 10-foot section has AC 5, 30 hit points, vulnerability to fire damage, and immunity to acid, cold, necrotic, poison, and psychic damage. If a section is destroyed, it leaves behind a sheet of frigid air in the space the wall occupied. Whenever a creature finishes moving through the frigid air on a turn, willingly or otherwise, the creature must make a DC 17 Constitution saving throw, taking 17 (5d6) cold damage on a failed save, or half as much damage on a successful one. The frigid air dissipates when the rest of the wall vanishes.
						 Wall of Ice (Recharge 6)
					
				
				 lawful evil
				 poisoned
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				 cold, fire, poison
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				 Large
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					 Ice Devil (Gelugon)
					 
						  Image: Ice Devil (Gelugon)
					 Found most commonly on the cold layers of Stygia and Cania, ice devils serve as commanders of the infernal armies of the Nine Hells, tormenting lesser devils as an outlet for their anger and resentment. Coveting the power of their pit fiend superiors, ice devils work ceaselessly toward promotion, slaughtering the enemies of the Nine Hells and claiming as many souls as they can for their archdevil masters.
					 Resembling a giant bipedal insect, an ice devil has clawed hands and feet, powerful mandibles, and a long tail covered in razor-sharp spikes. Some carry barbed spears whose icy touch can render a foe all but helpless in combat.
					  Variant: Ice Devil Spear
					 Some ice devils have the following action options.
					   Multiattack. The devil makes two attacks: one with its spear and one with its tail.
					   Ice Spear. Melee Weapon Attack: +10 to hit, reach 10 ft., one target. Hit: 14 (2d8 + 5) piercing damage + 10 (3d6) cold damage. If the target is a creature, it must succeed on a DC 15 Constitution saving throw, or for 1 minute, its speed is reduced by 10 feet; it can take either an action or a bonus action on each of its turns, not both; and it can't take reactions. The target can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.
					 Devils
					 Devils personify tyranny, with a totalitarian society dedicated to the domination of mortal life. The shadow of the Nine Hells of Baator extends far across the multiverse, and Asmodeus, the dark lord of Nessus, strives to subjugate the cosmos to satisfy his thirst for power. To do so, he must continually expand his infernal armies, sending his servants to the mortal realm to corrupt the souls from which new devils are spawned.
					   Lords of Tyranny. Devils live to conquer, enslave, and oppress. They take perverse delight in exercising authority over the weak, and any creature that defies the authority of a devil faces swift and cruel punishment. Every interaction is an opportunity for a devil to display its power, and all devils have a keen understanding of how to use and abuse their power.
					 Devils understand the failings that plague intelligent mortals, and they use that knowledge to lead mortals into temptation and darkness, turning creatures into slaves to their own corruption. Devils on the Material Plane use their influence to manipulate humanoid rulers, whispering evil thoughts, fomenting paranoia, and eventually driving them to tyrannical actions.
					   Obedience and Ambition. In accordance with their lawful alignment, devils obey even when they envy or dislike their superiors, knowing that their obedience will be rewarded. The hierarchy of the Nine Hells depends on this unswerving loyalty, without which that fiendish plane would become as anarchic as the Abyss.
					 At the same time, it is in the nature of devils to scheme, creating in some a desire to rule that eclipses their contentment to be ruled. This singular ambition is strongest among the archdevils whom Asmodeus appoints to rule the nine layers of the Nine Hells. These high-ranking fiends are the only devils to ever sample true power, which they crave like the sweetest ambrosia.
					   Dark Dealers and Soul Mongers. Devils are confined to the Lower Planes, but they can travel beyond those planes by way of portals or powerful summoning magic. They love to strike bargains with mortals seeking to gain some benefit or prize, but a mortal making such a bargain must be wary. Devils are crafty negotiators and positively ruthless at enforcing the terms of an agreement. Moreover, a contract with even the lowliest devil is enforced by Asmodeus's will. Any mortal creature that breaks such a contract instantly forfeits its soul, which is spirited away to the Nine Hells.
					 To own a creature's soul is to have absolute control over that creature, and most devils accept no other currency in exchange for the fiendish power and boons they can provide. A soul is usually forfeited when a mortal dies naturally, for devils are immortal and can wait years for a contract to play out. If a contract allows a devil to claim a mortal's soul before death, it can instantly return to the Nine Hells with the soul in its possession. Only divine intervention can release a soul after a devil has claimed it.
					 The Infernal Hierarchy
					 The Nine Hells has a rigid hierarchy that defines every aspect of its society. Asmodeus is the supreme ruler of all devils, and the only creature in the Nine Hells with the powers of a lesser god. Worshiped as such in the Material Plane, Asmodeus inspires the evil humanoid cults that take his name. In the Nine Hells, he commands scores of pit fiend generals, which in turn command legions of subordinates.
					 A supreme tyrant, a brilliant deceiver, and a master of subtlety, Asmodeus protects his throne by keeping his friends close and his enemies closer. He delegates most matters of rulership to the pit fiends and lesser archdevils that make up the infernal bureaucracy of the Nine Hells, even as he knows that those powerful devils conspire to usurp the Throne of Baator from which he rules. Asmodeus appoints archdevils, and he can strip any member of the infernal hierarchy of rank and status as he likes.
					 If it dies outside the Nine Hells, a devil disappears in a cloud of sulfurous smoke or dissolves into a pool of ichor, instantly returning to its home layer, where it reforms at full strength. Devils that die in the Nine Hells are destroyed forever-a fate that even Asmodeus fears.
					   Archdevils. The archdevils include all the current and deposed rulers of the Nine Hells (see the Layers and Lords of the Nine Hells table), as well as the dukes and duchesses that make up their courts, attend them as advisers, and hope to supplant them. Every archdevil is a unique being with an appearance that reflects its
					 particular evil nature.
					   Greater Devils. The greater devils include the pit fiends, erinyes, horned devils, and ice devils that command lesser devils and attend the archdevils.
					   Lesser Devils. The lesser devils include numerous strains of fiends, including imps, chain devils, spined
					 devils, bearded devils, barbed devils, and bone devils.
					   Lemures. The lowest form of devil, lemures are the twisted and tormented souls of evil and corrupted mortals. A lemure killed in the Nine Hells is only permanently destroyed if it is killed with a blessed weapon or if its shapeless corpse is splashed with holy water before it can return to life.
					   Promotion and Demotion. When the soul of an evil mortal sinks into the Nine Hells, it takes on the physical form of a wretched lemure. Archdevils and greater devils have the power to promote lemures to lesser devils. Archdevils can promote lesser devils to greater devils, and Asmodeus alone can promote a greater devil to archdevil status. This diabolic promotion invokes a brief, painful transformation, with the devil's memories passing intact from one form to the next.
					 Low-level promotions are typically based on need, such as when a pit fiend transforms lemures into imps to gain invisible spies under its command. High-level promotions are almost always based on merit, such as when a bone devil that distinguishes itself in battle is transformed into a horned devil by the archdevil it serves. A devil is seldom promoted more than one step at a time in the hierarchy of infernal forms.
					  Infernal Hierarchy
					 
						 
							  Rank
							  Devil(s)
						
						 
							 1.
							 lemure
						
						 
							  Rank
							  Lesser devils
						
						 
							 2.
							 imp
						
						 
							 3.
							 spined devil
						
						 
							 4.
							 bearded devil
						
						 
							 5.
							 barbed devil
						
						 
							 6.
							 chain devil
						
						 
							 7.
							 bone devil
						
						 
							  Rank
							  Greater devils
						
						 
							 8.
							 horned devil
						
						 
							 9.
							 erinyes
						
						 
							 10.
							 ice devil
						
						 
							 11.
							 pit fiend
						
						 
							  Rank
							  Archdevils
						
						 
							 12.
							 duke or duchess
						
						 
							 13.
							 archduke or archduchess
						
					
					 Demotion is the customary punishment for failure or disobedience among the devils. Archdevils or greater devils can demote a lesser devil to a lemure, which loses all memory of its prior existence. An archdevil can demote a greater devil to lesser devil status, but the demoted devil retains its memories-and might seek vengeance if the severity of the demotion is excessive.
					 No devil can promote or demote another devil that has not sworn fealty to it, preventing rival archdevils from demoting each other's most powerful servants. Since all devils swear fealty to Asmodeus, he can freely demote any other devil, transforming it into whatever infernal form he desires.
					  Devil True Names and Talismans
					 Though devils all have common names, every devil above a lemure in station also has a true name that it keeps secret. A devil can be forced to disclose its true name if charmed, and ancient scrolls and tomes are said to exist that list the true names of certain devils.
					 A mortal who learns a devil's true name can use powerful summoning magic to call the devil from the Nine Hells and bind it into service. Binding can also be accomplished with the help of a devil talisman. Each of these ancient relics is inscribed with the true name of a devil it controls, and was bathed in the blood of a worthy sacrifice-typically someone the creator loved-when crafted.
					 However it is summoned, a devil brought to the Material Plane typically resents being pressed into service. However, the devil seizes every opportunity to corrupt its summoner so that the summoner's soul ends up in the Nine Hells. Only imps are truly content to be summoned, and they easily commit to serving a summoner as a familiar, but they still do their utmost to corrupt those who summon them.
					  Variant: Devil Summoning
					 Some devils can have an action option that allows them to summon other devils.
					 Summon Devil (1/Day). The devil chooses what to summon and attempts a magical summoning.
					 
						 A barbed devil has a 30 percent chance of summoning one barbed devil.
						 A bearded devil has a 30 percent chance of summoning one bearded devil.
						 A bone devil has a 40 percent chance of summoning 2d6 spined devils or one bone devil.
						 An erinyes has a 50 percent chance of summoning 3d6 spined devils, 1d6 bearded devils, or one erinyes.
						 A horned devil has a 30 percent chance of summoning one horned devil.
						 An ice devil has a 60 percent chance of summoning one ice devil.
						 A pit fiend summons 2d4 bearded devils, 1d4 barbed devils, or one erinyes with no chance of failure.
					
					 A summoned devil appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other devils. It remains for 1 minute, until it or its summoner dies, or until its summoner dismisses it as an action.
					  The Nine Hells
					 The Nine Hells are a single plane comprising nine separate layers (see the Layers and Lords of the Nine Hells table). The first eight layers are each ruled by archdevils that answer to the greatest archdevil of all: Asmodeus, the Archduke of Nessus, the ninth layer. To reach the deepest layer of the Nine Hells, one must descend through all eight of the layers above it, in order. The most expeditious means of doing so is the River Styx, which plunges ever deeper as it flows from one layer to the next. Only the most courageous adventurers can withstand the torment and horror of that journey.
					  Layers and Lords of the Nine Hells Layer
					 
						 
							  Layer Name
							  Archduke or Archduchess
							  Previous Rulers
							  Primary Inhabitants
						
						 
							 1
							 Avernus
							 Zariel
							 Bel, Tiamat
							 Erinyes, imps, spined devils
						
						 
							 2
							 Dis
							 Dispater
							 -
							 Bearded devils, erinyes, imps, spined devils
						
						 
							 3
							 Minauros
							 Mammon
							 -
							 Bearded devils, chain devils, imps, spined devils
						
						 
							 4
							 Phlegethos
							 Belial and Fierna
							 -
							 Barbed devils, bone devils, imps, spined devils
						
						 
							 5
							 Stygia
							 Levistus
							 Geryon
							 Bone devils, erinyes, ice devils, imps
						
						 
							 6
							 Malbolge
							 Glasya
							 Malagard, Moloch
							 Barbed devils, bone devils, horned devils, imps
						
						 
							 7
							 Maladomini
							 Baalzebul
							 -
							 Barbed devils, bone devils, horned devils, imps
						
						 
							 8
							 Cania
							 Mephistopheles
							 -
							 Horned devils, ice devils, imps, pit fiends
						
						 
							 9
							 Nessus
							 Asmodeus
							 -
							 All devils
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						 Magical darkness doesn't impede the devil's darkvision.
						 Devil's Sight
					
					 
						 The devil has advantage on saving throws against spells and other magical effects.
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						 The hezrou makes three attacks: one with its bite and two with its claws.
						 Multiattack
					
					 
						 Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 15 (2d10 + 4) piercing damage.
						 Bite
					
					 
						 Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11 (2d6 + 4) slashing damage.
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				 Str +7, Con +8, Wis +4
				 darkvision 120 ft., passive Perception 11
				 Large
				 30 ft.
				 
				
				 
					 Hezrou
					 
						  Image: Hezrou
					 Hezrous serve as foot soldiers in the demonic hordes of the Abyss. Although physically powerful, they are weak- minded and hezrous can easily be duped into sacrificing themselves by more powerful demons. As they press their attacks into the heart of an enemy's forces, their foul stench can sicken even the toughest foes.
					 Demons
					 Spawned in the Infinite Layers of the Abyss, demons are the embodiment of chaos and evil-engines of destruction barely contained in monstrous form. Possessing no compassion, empathy, or mercy, they exist only to destroy.
					   Spawn of Chaos. The Abyss creates demons as extensions of itself, spontaneously forming fiends out of filth and carnage. Some are unique monstrosities, while others represent uniform strains virtually identical teach other. Other demons (such as manes) are created from mortal souls shunned or cursed by the gods, or which are otherwise trapped in the Abyss.
					   Capricious Elevation. Demons respect power and power alone. A greater demon commands shrieking mobs of lesser demons because it can destroy any lesser demon that dares to refuse its commands. A demon's status grows with the blood it spills; the more enemies that fall before it, the greater it becomes.
					 A demon might spawn as a manes, then become a dretch, and eventually transform to a vrock after untold time spent fighting and surviving in the Abyss. Such elevations are rare, however, for most demons are destroyed before they attain significant power. The greatest of those that do survive make up the ranks of the demon lords that threaten to tear the Abyss apart with their endless warring.
					 By expending considerable magical power, demon lords can raise lesser demons into greater forms, though such promotions never stem from a demon's deeds or accomplishments. Rather, a demon lord might warp a manes into a quasit when it needs an invisible spy, or turn an army of dretches into hezrous when marching against a rival lord. Demon lords only rarely elevate demons to the highest ranks, fearful of inadvertently creating rivals to their own power.
					   Abyssal Invasions. Wherever they wander across the Abyss, demons search for portals to the other planes. They crave the chance to slip free of their native realm and spread their dark influence across the multiverse, undoing the works of the gods, tearing down civilizations, and reducing the cosmos to despair and ruin.
					 Some of the darkest legends of the mortal realm are built around the destruction wrought by demons set loose in the world. As such, even nations embroiled in bitter conflict will set their differences aside to help contain an outbreak of demons, or to seal off abyssal breaches before these fiends can break free.
					   Signs of Corruption. Demons carry the stain of abyssal corruption with them, and their mere presence changes the world for the worse. Plants wither and die in areas where abyssal breaches and demons appear. Animals shun the sites where a demon has made a kill. The site of a demonic infestation might be fouled by a stench that never abates, by areas of bitter cold or burning heat, or by permanent shadows that mark the places where these fiends lingered.
					   Eternal Evil. Outside the Abyss, death is a minor nuisance that no demon fears. Mundane weapons can't stop these fiends, and many demons are resistant to the energy of the most potent spells. When a lucky hero manages to drop a demon in combat, the fiend dissolves into foul ichor. It then instantly reforms in the Abyss, its mind and essence intact even as its hatred is inflamed.
					 The only way to truly destroy a demon is to seek it in the Abyss and kill it there.
					   Protected Essence. A powerful demon can take steps to safeguard its life essence, using secret methods and abyssal metals to create an amulet into which part of that essence is ceded. If the demon's abyssal form is ever destroyed, the amulet allows the fiend to reform at a time and place of its choosing.
					 Obtaining a demonic amulet is a dangerous enterprise, and simply seeking such a device risks drawing the attention of the demon that created it. A creature possessing a demonic amulet can exact favors from the demon whose life essence the amulet holds- or inflict great pain if the fiend resists. If an amulet is destroyed, the demon that created it is trapped in the Abyss for a year and a day.
					   Demonic Cults. Despite the dark risks involved in dealing with fiends, the mortal realm is filled with creatures that covet demonic power. Demon lords manipulate these mortal servants into performing ever greater acts of depravity, furthering the demon lord's ambitions in exchange for magic and other boons. However, a demon regards any mortals in its service as tools to use and then discard at its whim, consigning their mortal souls to the Abyss.
					   Demon Summoning. Few acts are as dangerous as summoning a demon, and even mages who bargain freely with devils fear the fiends of the Abyss. Though demons yearn to sow chaos on the Material Plane, they show no gratitude when brought there, raging against their prisons and demanding release.
					 Those who would risk summoning a demon might do so to wrest information from it, press it into service, or send it on a mission that only a creature of absolute evil can complete. Preparation is key, and experienced summoners know the specific spells and magic items that can force a demon to bend to another's will. If a single mistake is made, a demon that breaks free shows no mercy as it makes its summoner the first victim of its wrath.
					   Bound Demons. The Book of Vile Darkness, the Black Scrolls of Ahm, and the Demonomicon of Iggwilvare the foremost authorities on demonic matters. These ancient tomes describe techniques that can trap the essence of a demon on the Material Plane, placing it within a weapon, idol, or piece of jewelry and preventing the fiend's return to the Abyss.
					 An object that binds a demon must be specially prepared with unholy incantations and innocent blood. It radiates a palpable evil, chilling and fouling the air around it. A creature that handles such an object experiences unsettling dreams and wicked impulses, but is able to control the demon whose essence is trapped within the object. Destroying the object frees the demon, which immediately seeks revenge against its binder.
					   Demonic Possession. No matter how secure its bindings, a powerful demon often finds a way to escape an object that holds it. When a demonic essence emerges from its container, it can possess a mortal host. Sometimes a fiend employs stealth to hide a successful possession. Other times, it unleashes the full brunt of its fiendish drives through its new form.
					 As long as the demon remains in possession of its host, the soul of that host is in danger of being dragged to the Abyss with the demon if it is exorcised from the flesh, or if the host dies. If a demon possesses a creature and the object binding the demon is destroyed, the possession lasts until powerful magic is used to drive the demonic spirit out of its host.
					 Demon Lords
					 The chaotic power of the Abyss rewards demons of particular ruthlessness and ingenuity with a dark blessing, transforming them into unique fiends whose power can rival the gods. These demon lords rule through cunning or brute force, hoping to one day claim the prize of absolute control over all the Abyss.
					   Reward for Outsiders. Although most demon lords rise up from the vast and uncountable mobs of demons rampaging across the Abyss, the plane also rewards outsiders that conquer any of its infinite layers. The elven goddess Lolth became a demon lord after Corellon Larethian cast her into the Abyss for betraying elvenkind. Sages claim that the Dark Prince Graz'zt originated on some other plane before stealing his abyssal title from another long-forgotten demon lord.
					   Power and Control. The greatest sign of a demon lord's power is its ability to reshape an abyssal realm. A layer of the Abyss controlled by a demon lord becomes a twisted reflection of that fiend's vile personality, and demon lords seldom leave their realms for fear of allowing another creature to reshape and seize it.
					 As with other demons, a demon lord that dies on another plane has its essence return to the Abyss, where it reforms into a new body. Likewise, a demon lord that dies in the Abyss is permanently destroyed. Most demon lords keep a portion of their essence safely stored away to prevent such a fate.
					  Baphomet
					 The demon lord Baphomet, also known as the Horned King and the Prince of Beasts, rules over minotaurs and other savage creatures. If he had his way, civilization would crumble and all races would embrace their base animal savagery.
					 The Prince of Beasts appears as a huge, black-furred minotaur with iron horns, red eyes, and a blood-soaked mouth. His iron crown is topped with the rotting heads of his enemies, while his dark armor is set with spikes and skull-like serrations. He carries a huge glaive named Heartcleaver, but often hurls it into the fray so as to face his enemies with horns and hooves.
					  Demogorgon
					 The Sibilant Beast and the self-styled Prince of Demons, Demogorgon yearns for nothing less than undoing the order of the multiverse. An insane assemblage of features and drives, the Prince of Demons inspires fear and hatred among other demons and demon lords.
					 Demogorgon towers three times the height of a human, his body as sinuous as a snake's and as powerful as a great ape's. Suckered tentacles take the place of his arms. His saurian lower torso ends in webbed and clawed feet, and a forked tail whose whip-like tips are armed with cruel blades. The Prince of Demons has two baleful baboon heads, both of them mad. It is only the conflict between the two halves of his dual nature that keeps the demon lord's ambitions in check.
					  Graz'zt
					 The demon lord Graz'zt appears as a darkly handsome figure nearly nine feet tall. Those who refer to the Dark Prince as the most humanoid of the demon lords vastly underestimate the capacity for evil in his scheming heart.
					 Graz'zt is a striking physical specimen, whose demonic nature shows in his ebon skin, pointed ears, yellow fangs, crown of horns, and six-fingered hands. He delights in finery, pageantry, and sating his decadent desires with subjects and consorts alike, among whom incubi and succubi are often his favorites.
					  Juiblex
					 The demon lord of slimes and oozes, Juiblex is a stew of noxious fluids that lurks in the abyssal depths. The wretched Faceless Lord cares nothing for cultists or mortal servants, and its sole desire is to turn all creatures into formless copies of its horrid self.
					 In its resting state, Juiblex spreads out in a noxious mass, bubbling and filling the air with a profound stench. On the rare occasions when creatures confront the demon lord, Juiblex draws itself up into a shuddering cone of slime striated with veins of black and green. Baleful red eyes swim within its gelatinous body, while dripping pseudopods of ooze lash out hungrily at any creature they can reach.
					  Lolth
					 The Demon Queen of Spiders is the evil matron of the drow. Her every thought is touched by malice, and the depth of her viciousness can surprise even her most faithful priestesses. She directs her faithful while she weaves plots across the worlds of the Material Plane, looking forward to the time when her drow followers bring those worlds under her control.
					 Lolth appears as a lithe, imperious drow matriarch when she manifests to her followers in the mortal realm, which she does with unusual frequency. When battle breaks out-or if she has a reason to remind her followers to fear her-Lolth's lower body transforms into that of a huge demonic spider, whose spike-tipped legs and mandibles tear foes apart.
					  Orcus
					 Known as the Demon Prince of Undeath and the Blood Lord, the demon lord Orcus is worshiped by the undead and by living creatures that channel the power of undeath. A brooding and nihilistic entity, Orcus yearns to make the multiverse a place of death and darkness, forever unchanging except by his will.
					 The Demon Prince of Undeath is a foul and corpulent creature, with a humanoid torso, powerful goat legs, and the desiccated head of a ram. His sore-ridden body stinks of disease, but his decaying head and glowing red eyes are as a creature already dead. Great black bat wings sprout from his back, stirring reeking air as he moves.
					 Orcus wields a malevolent artifact known as the Wand of Orcus, a mace-like rod of obsidian topped by a humanoid skull. He surrounds himself with undead, and living creatures not under his control are anathema to him.
					  Yeenoghu
					 Known as the Gnoll Lord and the Beast of Butchery, the demon lord Yeenoghu hungers for slaughter and senseless destruction. Gnolls are his mortal instruments, and he drives them to ever-greater atrocities in his name. Delighting in sorrow and hopelessness, the Gnoll Lord yearns to turn the world into a wasteland in which the last surviving gnolls tear each other apart for the right to feast upon the dead.
					 Yeenoghu appears as a huge, scarred gnoll with a spiky crest of black spines, and eyes that burn with emerald flame. His armor is a patchwork of shields and breastplates claimed from fallen foes, and decorated by those foes' flayed skins. Yeenoghu can summon a triple flail he calls the Butcher, which he wields to deadly effect or wills to fly independently into battle as he tears foes apart with teeth and claws.
					  Other Demon Lords
					 No one knows the full number of demon lords that rage in the Abyss. Given the infinite depths of that plane, powerful demons constantly rise to become demon lords, then fall almost as quickly. Among the demon lords whose power has endured long enough for demonologists to name them are Fraz-Urb'luu, the Prince of Deception; Kostchtchie, the Prince of Wrath; Pazuzu, Prince of the Lower Aerial Kingdoms; and Zuggtmoy, Lady of Fungi. Demon Types Demonologists organize the chaotic distribution of demons into broad categories of power known as types. Most demons fit into one of six major types, with the weakest categorized as Type 1 and the strongest as Type 6. Demons outside the six main types are categorized as minor demons and demon lords.
					  Demons by Type Type
					 
						 
							  Type
							  Examples
						
						 
							 1
							 barlgura, shadow demon, vrock
						
						 
							 2
							 chasme, hezrou
						
						 
							 3
							 glabrezu, yochlol
						
						 
							 4
							 nalfeshnee
						
						 
							 5
							 marilith
						
						 
							 6
							 balor, goristro
						
					
					 Demon True Names
					 Though demons all have common names, every demon lord and every demon of type 1 through 6 has a true name that it keeps secret. A demon can be forced to disclose its true name if charmed, and ancient scrolls and tomes are said to exist that list the true names of the most powerful demons.
					 A mortal who learns a demon's true name can use powerful summoning magic to call the demon from the Abyss and exercise some measure of control over it. However, most demons brought to the Material Plane in this manner do everything in their power to wreak havoc or sow discord and strife.
					  Variant: Demon Summoning
					 Some demons can have an action option that allows them to summon other demons. Summon Demon (1/Day). The demon chooses what to summon and attempts a magical summoning.
					 
						 A balor has a 50 percent chance of summoning 1d8 vrocks, 1d6 hezrous, 1d4 glabrezus, 1d3 nalfeshnees, 1d2 mariliths, or one goristro.
						 A barlgura has a 30 percent chance of summoning one barlgura.
						 A chasme has a 30 percent chance of summoning one chasme.
						 A glabrezu has a 30 percent chance of summoning 1d3 vrocks, 1d2 hezrous, or one glabrezu.
						 A hezrou has a 30 percent chance of summoning 2d6 dretches or one hezrou.
						 A marilith has a 50 percent chance of summoning 1d6 vrocks, 1d4 hezrous, 1d3 glabrezus, 1d2 nalfeshnees, or one marilith.
						 A nalfeshnee has a 50 percent chance of summoning 1d4 vrocks, 1d3 hezrous, 1d2 glabrezus, or one nalfeshnee.
						 A vrock has a 30 percent chance of summoning 2d4 dretches or one vrock.
						 A yochlol has a 50 percent chance of summoning one yochlol.
					
					 A summoned demon appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other demons. It remains for 1 minute, until it or its summoner dies, or until its summoner dismisses it as an action.
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						 The hezrou has advantage on saving throws against spells and other magical effects.
						 Magic Resistance
					
					 
						 Any creature that starts its turn within 10 feet of the hezrou must succeed on a DC 14 Constitution saving throw or be poisoned until the start of its next turn. On a successful saving throw, the creature is immune to the hezrou's stench for 24 hours.
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						 The fanatic makes two melee attacks.
						 Multiattack
					
					 
						 Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or range 20/60 ft., one creature. Hit: 4 (1d4 + 2) piercing damage.
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				 any non-good alignment
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						 Level: 0\nCasting Time: 1 action\nComponents: V, M (a firefly or phosphorescent moss)\nDuration: 1 hour\nRange: Touch\nYou touch one object that is no larger than 10 feet in any dimension. Until the spell ends, the object sheds bright light in a 20-foot radius and dim light for an additional 20 feet. The light can be colored as you like. Completely covering the object with something opaque blocks the light. The spell ends if you cast it again or dismiss it as an action. If you target an object held or worn by a hostile creature, that creature must succeed on a Dexterity saving throw to avoid the spell.
						 Light - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: 60 feet\nFlame-like radiance descends on a creature that you can see within range. The target must succeed on a Dexterity saving throw or take 1d8 radiant damage. The target gains no benefit from cover for this saving throw. The spell's damage increases by 1d8 when you reach 5th level (2d8), 11th level (3d8), and 17th level (4d8).
						 Sacred Flame - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V\nDuration: Up to 1 minute\nRange: 30 feet\nYou manifest a minor wonder, a sign of supernatural power, within range. You create one of the following magical effects within range: Your voice booms up to three times as loud as normal for 1 minute. You cause flames to flicker, brighten, dim, or change color for 1 minute. You cause harmless tremors in the ground for 1 minute. You create an instantaneous sound that originates from a point of your choice within range, such as a rumble of thunder, the cry of a raven, or ominous whispers. You instantaneously cause an unlocked door or window to fly open or slam shut. You alter the appearance of your eyes for 1 minute. If you cast this spell multiple times, you can have up to three of its 1-minute effects active at a time, and you can dismiss such an effect as an action.
						 Thaumaturgy - Cantrip (At will)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V\nDuration: 1 round\nRange: 60 feet\nYou speak a one-word command to a creature you can see within range. The target must succeed on a Wisdom saving throw or follow the command on its next turn. The spell has no effect if the target is undead, if it doesn't understand your language, or if your command is directly harmful to it. Some typical commands and their effects follow. You might issue a command other than one described here. If you do so, the DM determines how the target behaves. If the target can't follow your command, the spell ends. Approach. The target moves toward you by the shortest and most direct route, ending its turn if it moves within 5 feet of you. Drop. The target drops whatever it is holding and then ends its turn. Flee. The target spends its turn moving away from you by the fastest available means. Grovel. The target falls prone and then ends its turn. Halt. The target doesn't move and takes no actions. A flying creature stays aloft, provided that it is able to do so. If it must move to stay aloft, it flies the minimum distance needed to remain in the air. At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, you can affect one additional creature for each slot level above 1st. The creatures must be within 30 feet of each other when you target them.
						 Command - 1st level (4 slots)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: Touch\nMake a melee spell attack against a creature you can reach. On a hit, the target takes 3d10 necrotic damage. At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d10 for each slot level above 1st.
						 Inflict Wounds - 1st level (4 slots)
					
					 
						 Level: 1\nCasting Time: 1 bonus action\nComponents: V, S, M (a small parchment with a bit of holy text written on it)\nDuration: Concentration, up to 10 minutes\nRange: 60 feet\nA shimmering field appears and surrounds a creature of your choice within range, granting it a +2 bonus to AC for the duration.
						 Shield of Faith - 1st level (4 slots)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S, M (a small, straight piece of iron)\nDuration: Concentration, up to 1 minute\nRange: 60 feet\nChoose a humanoid that you can see within range. The target must succeed on a Wisdom saving throw or be paralyzed for the duration. At the end of each of its turns, the target can make another Wisdom saving throw. On a success, the spell ends on the target. At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, you can target one additional humanoid for each slot level above 2nd. The humanoids must be within 30 feet of each other when you target them.
						 Hold Person - 2nd level (3 slots)
					
					 
						 Level: 2\nCasting Time: 1 bonus action\nComponents: V, S\nDuration: 1 minute\nRange: 60 feet\nYou create a floating, spectral weapon within range that lasts for the duration or until you cast this spell again. When you cast the spell, you can make a melee spell attack against a creature within 5 feet of the weapon. On a hit, the target takes force damage equal to 1d8 + your spellcasting ability modifier. As a bonus action on your turn, you can move the weapon up to 20 feet and repeat the attack against a creature within 5 feet of it. The weapon can take whatever form you choose. Clerics of deities who are associated with a particular weapon (as St. Cuthbert is known for his mace and Thor for his hammer) make this spell's effect resemble that weapon. At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the damage increases by 1d8 for every two slot levels above the 2nd.
						 Spiritual Weapon - 2nd level (3 slots)
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					 Cult Fanatic
					 
						  Image: Cult Fanatic
					 Fanatics are often part of a cult's leadership, using their charisma and dogma to influence and prey on those of weak will. Most are interested in personal power above all else
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						 The fanatic has advantage on saving throws against being charmed or frightened.
						 Dark Devotion
					
					 
						 The fanatic is a 4th-level spellcaster. Its spellcasting ability is Wisdom. The fanatic has the following cleric spells prepared:\nCantrips (at will): light, sacred flame, thaumaturgy\n1st level (4 slots): command, inflict wounds, shield of faith\n2nd level (3 slots): hold person, spiritual weapon
						 Spellcasting
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				 (scale mail)
				 
					 
						 The cambion makes two melee attacks or uses its Fire Ray twice.
						 Multiattack
					
					 
						 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, + 3 (1d6) fire damage.
						 Spear
					
					 
						 Ranged Spell Attack: +7 to hit, range 120 ft., one target. Hit: 10 (3d6) fire damage.
						 Fire Ray
					
					 
						 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.
						 Fiendish Charm
					
				
				 any evil alignment
				 5
				 cold, fire, lightning, poison; bludgeoning, piercing, and slashing from nonmagical attacks
				 (11d8 + 33)
				 82
				 
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S\nDuration: Concentration, up to 1 hour\nRange: Self\nYou assume a different form. When you cast the spell, choose one of the following options, the effects of which last for the duration of the spell. While the spell lasts, you can end one option as an action to gain the benefits of a different one. Aquatic Adaptation. You adapt your body to an aquatic environment, sprouting gills and growing webbing between your fingers. You can breathe underwater and gain a swimming speed equal to your walking speed. Change Appearance. You transform your appearance. You decide what you look like, including your height, weight, facial features, sound of your voice, hair length, coloration, and distinguishing characteristics, if any. You can make yourself appear as a member of another race, though none of your statistics change. You also can't appear as a creature of a different size than you, and your basic shape stays the same; if you're bipedal, you can't use this spell to become quadrupedal, for instance. At any time for the duration of the spell, you can use your action to change your appearance in this way again. Natural Weapons. You grow claws, fangs, spines, horns, or a different natural weapon of your choice. Your unarmed strikes deal 1d6 bludgeoning, piercing, or slashing damage, as appropriate to the natural weapon you chose, and you are proficient with your unarmed strikes. Finally, the natural weapon is magic and you have a +1 bonus to the attack and damage rolls you make using it.
						 Alter Self (3/day)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V\nDuration: 1 round\nRange: 60 feet\nYou speak a one-word command to a creature you can see within range. The target must succeed on a Wisdom saving throw or follow the command on its next turn. The spell has no effect if the target is undead, if it doesn't understand your language, or if your command is directly harmful to it. Some typical commands and their effects follow. You might issue a command other than one described here. If you do so, the DM determines how the target behaves. If the target can't follow your command, the spell ends. Approach. The target moves toward you by the shortest and most direct route, ending its turn if it moves within 5 feet of you. Drop. The target drops whatever it is holding and then ends its turn. Flee. The target spends its turn moving away from you by the fastest available means. Grovel. The target falls prone and then ends its turn. Halt. The target doesn't move and takes no actions. A flying creature stays aloft, provided that it is able to do so. If it must move to stay aloft, it flies the minimum distance needed to remain in the air. At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, you can affect one additional creature for each slot level above 1st. The creatures must be within 30 feet of each other when you target them.
						 Command (3/day)
					
					 
						 Level: 1 (Ritual)\nCasting Time: 1 action\nComponents: V, S\nDuration: Concentration, up to 10 minutes\nRange: Self\nFor the duration, you sense the presence of magic within 30 feet of you. If you sense magic in this way, you can use your action to see a faint aura around any visible creature or object in the area that bears magic, and you learn its school of magic, if any. The spell can penetrate most barriers, but it is blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt.
						 Detect Magic (3/day)
					
					 
						 Level: 7\nCasting Time: 1 action\nComponents: V, S, M (a forked, metal rod worth at least 250 gp, attuned to a particular plane of existence)\nDuration: Instantaneous\nRange: Touch\nYou and up to eight willing creatures who link hands in a circle are transported to a different plane of existence. You can specify a target destination in general terms, such as the City of Brass on the Elemental Plane of Fire or the palace of Dispater on the second level of the Nine Hells, and you appear in or near that destination. If you are trying to reach the City of Brass, for example, you might arrive in its Street of Steel, before its Gate of Ashes, or looking at the city from across the Sea of Fire, at the DM's discretion. Alternatively, if you know the sigil sequence of a teleportation circle on another plane of existence, this spell can take you to that circle. If the teleportation circle is too small to hold all the creatures you transported, they appear in the closest unoccupied spaces next to the circle. You can use this spell to banish an unwilling creature to another plane. Choose a creature within your reach and make a melee spell attack against it. On a hit, the creature must make a Charisma saving throw. If the creature fails this save, it is transported to a random location on the plane of existence you specify. A creature so transported must find its own way back to your current plane of existence.
						 Plane Shift (1/day)
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				 Str +7, Con +6, Int +5, Cha +6
				 darkvision 60 ft., passive Perception 14
				 Medium
				 Deception +6, Intimidation +6, Perception +4, Stealth +7
				 30 ft., fly 60 ft.
				 
				
				 
					 Cambion
					 
						  Image: Cambion
					 A cambion is the offspring of a fiend (usually a succubus or incubus) and a humanoid (usually a human). Cambions inherit aspects of both parents, but their horns, leathery wings, and sinewy tails are hallmarks of their otherworldly parentage.
					   Born to Be Bad. Cambions grow into ruthless adults whose wickedness and perversion horrifies even the most devoted mortal parent. Even as a youth, a cambion identifies its rightful place as an overlord of mortals. It might orchestrate uprisings in towns and cities, gathering gangs of humanoids and lesser devils to serve it.
					   Pawns of the Mighty. A cambion forced to serve its fiendish parent does so out of admiration and dread, but also with the expectation that it will one day rise to a place of prominence. Cambions raised in the Nine Hells serve as soldiers, envoys, and personal attendants to greater devils. In the Abyss, a cambion carries only as much authority as it can muster through sheer strength and force of will.
					   Spawn of Graz'zt. The demon lord Graz'zt is fond of procreating with humanoids who have made pacts with fiends, and he has sired many cambions who help him sow chaos across the multiverse. These cambions are characterized by charcoal-black skin, cloven hooves, six-fingered hands, and unearthly beauty.
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						 The AC of the cambion includes its Charisma bonus.
						 Fiendish Blessing
					
					 
						 The cambion's spellcasting ability is Charisma. The cambion can innately cast the following spells, requiring no material components:\n3/day each: alter self, command, detect magic\n1/day: plane shift (self only)
						 Innate Spellcasting
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						 The barlgura makes three attacks: one with its bite and two with its fists.
						 Multiattack
					
					 
						 Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11 (2d6 + 4) piercing damage.
						 Bite
					
					 
						 Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 9 (1d10 + 4) bludgeoning damage.
						 Fist
					
				
				 chaotic evil
				 poisoned
				 5
				 poison
				 cold, fire, lightning
				 (8d10 + 24)
				 68
				 
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S\nDuration: Concentration, up to 1 minute\nRange: 90 feet\nGrasping weeds and vines sprout from the ground in a 20-foot square starting from a point within range. For the duration, these plants turn the ground in the area into difficult terrain. A creature in the area when you cast the spell must succeed on a Strength saving throw or be restrained by the entangling plants until the spell ends. A creature restrained by the plants can use its action to make a Strength check against your spell save DC. On a success, it frees itself. When the spell ends, the conjured plants wilt away.
						 Entangle (1/day)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S, M (a bit of fleece)\nDuration: Concentration, up to 1 minute\nRange: 60 feet\nYou craft an illusion that takes root in the mind of a creature that you can see within range. The target must make an Intelligence saving throw. On a failed save, you create a phantasmal object, creature, or other visible phenomenon of your choice that is no larger than a 10-foot cube and that is perceivable only to the target for the duration. This spell has no effect on undead or constructs. The phantasm includes sound, temperature, and other stimuli, also evident only to the creature. The target can use its action to examine the phantasm with an Intelligence (Investigation) check against your spell save DC. If the check succeeds, the target realizes that the phantasm is an illusion, and the spell ends. While a target is affected by the spell, the target treats the phantasm as if it were real. The target rationalizes any illogical outcomes from interacting with the phantasm. For example, a target attempting to walk across a phantasmal bridge that spans a chasm falls once it steps onto the bridge. If the target survives the fall, it still believes that the bridge exists and comes up with some other explanation for its fall-it was pushed, it slipped, or a strong wind might have knocked it off. An affected target is so convinced of the phantasm's reality that it can even take damage from the illusion. A phantasm created to appear as a creature can attack the target. Similarly, a phantasm created to appear as fire, a pool of acid, or lava can burn the target. Each round on your turn, the phantasm can deal 1d6 psychic damage to the target if it is in the phantasm's area or within 5 feet of the phantasm, provided that the illusion is of a creature or hazard that could logically deal damage, such as by attacking. The target perceives the damage as a type appropriate to the illusion.
						 Phantasmal Force (1/day)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S\nDuration: 1 hour\nRange: Self\nYou make yourself-including your clothing, armor, weapons, and other belongings on your person-look different until the spell ends or until you use your action to dismiss it. You can seem 1 foot shorter or taller and can appear thin, fat, or in between. You can't change your body type, so you must adopt a form that has the same basic arrangement of limbs. Otherwise, the extent of the illusion is up to you. The changes wrought by this spell fail to hold up to physical inspection. For example, if you use this spell to add a hat to your outfit, objects pass through the hat, and anyone who touches it would feel nothing or would feel your head and hair. If you use this spell to appear thinner than you are, the hand of someone who reaches out to touch you would bump into you while it was seemingly still in midair. To discern that you are disguised, a creature can use its action to inspect your appearance and must succeed on an Intelligence (Investigation) check against your spell save DC.
						 Disguise Self (2/day)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S, M (an eyelash encased in gum arabic)\nDuration: Concentration, up to 1 hour\nRange: Touch\nA creature you touch becomes invisible until the spell ends. Anything the target is wearing or carrying is invisible as long as it is on the target's person. The spell ends for a target that attacks or casts a spell. At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, you can target one additional creature for each slot level above 2nd.
						 Invisibility (2/day)
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				 Dex +5, Con +6
				 blindsight 30 ft., darkvision 120 ft., passive Perception 15
				 Large
				 Perception +5, Stealth +5
				 40 ft., climb 40 ft.
				 
				
				 
					 Barlgura
					 
						  Image: Barlgura
					 The barlgura represents the savagery and brutality of the Abyss. Barlguras gather in packs to take down tougher foes, keep gruesome trophies from their victories, and decorate their territory with such objects.
					 A barlgura looks like a hulking orangutan with a gruesome, drooping visage and tusks jutting from its jaw. Standing just under 8 feet tall, it has broad shoulders and weighs 650 pounds. It moves apishly along the ground, but it climbs with great speed and agility.
					 Demons
					 Spawned in the Infinite Layers of the Abyss, demons are the embodiment of chaos and evil-engines of destruction barely contained in monstrous form. Possessing no compassion, empathy, or mercy, they exist only to destroy.
					   Spawn of Chaos. The Abyss creates demons as extensions of itself, spontaneously forming fiends out of filth and carnage. Some are unique monstrosities, while others represent uniform strains virtually identical to each other. Other demons (such as manes) are created from mortal souls shunned or cursed by the gods, or which are otherwise trapped in the Abyss.
					   Capricious Elevation. Demons respect power and power alone. A greater demon commands shrieking mobs of lesser demons because it can destroy any lesser demon that dares to refuse its commands. A demon's status grows with the blood it spills; the more enemies that fall before it, the greater it becomes.
					 A demon might spawn as a manes, then become a dretch, and eventually transform to a vrock after untold time spent fighting and surviving in the Abyss. Such elevations are rare, however, for most demons are destroyed before they attain significant power. The greatest of those that do survive make up the ranks of the demon lords that threaten to tear the Abyss apart with their endless warring.
					 By expending considerable magical power, demon lords can raise lesser demons into greater forms, though such promotions never stem from a demon's deeds or accomplishments. Rather, a demon lord might warp a manes into a quasit when it needs an invisible spy, or turn an army of dretches into hezrous when marching against a rival lord. Demon lords only rarely elevate demons to the highest ranks, fearful of inadvertently creating rivals to their own power.
					   Abyssal Invasions. Wherever they wander across the Abyss, demons search for portals to the other planes. They crave the chance to slip free of their native realm and spread their dark influence across the multiverse, undoing the works of the gods, tearing down civilizations, and reducing the cosmos to despair and ruin.
					 Some of the darkest legends of the mortal realm are built around the destruction wrought by demons set loose in the world. As such, even nations embroiled in bitter conflict will set their differences aside to help contain an outbreak of demons, or to seal off abyssal breaches before these fiends can break free.
					   Signs of Corruption. Demons carry the stain of abyssal corruption with them, and their mere presence changes the world for the worse. Plants wither and die in areas where abyssal breaches and demons appear. Animals shun the sites where a demon has made a kill. The site of a demonic infestation might be fouled by a stench that never abates, by areas of bitter cold or burning heat, or by permanent shadows that mark the places where these fiends lingered.
					   Eternal Evil. Outside the Abyss, death is a minor nuisance that no demon fears. Mundane weapons can't stop these fiends, and many demons are resistant to the energy of the most potent spells. When a lucky hero manages to drop a demon in combat, the fiend dissolves into foul ichor. It then instantly reforms in the Abyss, its mind and essence intact even as its hatred is inflamed.
					 The only way to truly destroy a demon is to seek it in the Abyss and kill it there.
					   Protected Essence. A powerful demon can take steps to safeguard its life essence, using secret methods and abyssal metals to create an amulet into which part of that essence is ceded. If the demon's abyssal form is ever destroyed, the amulet allows the fiend to reform at a time and place of its choosing.
					 Obtaining a demonic amulet is a dangerous enterprise, and simply seeking such a device risks drawing the attention of the demon that created it. A creature possessing a demonic amulet can exact favors from the demon whose life essence the amulet holds- or inflict great pain if the fiend resists. If an amulet is destroyed, the demon that created it is trapped in the Abyss for a year and a day.
					   Demonic Cults. Despite the dark risks involved in dealing with fiends, the mortal realm is filled with creatures that covet demonic power. Demon lords manipulate these mortal servants into performing ever greater acts of depravity, furthering the demon lord's ambitions in exchange for magic and other boons. However, a demon regards any mortals in its service as tools to use and then discard at its whim, consigning their mortal souls to the Abyss.
					   Demon Summoning. Few acts are as dangerous as summoning a demon, and even mages who bargain freely with devils fear the fiends of the Abyss. Though demons yearn to sow chaos on the Material Plane, they show no gratitude when brought there, raging against their prisons and demanding release.
					 Those who would risk summoning a demon might do so to wrest information from it, press it into service, or send it on a mission that only a creature of absolute evil can complete. Preparation is key, and experienced summoners know the specific spells and magic items that can force a demon to bend to another's will. If a single mistake is made, a demon that breaks free shows no mercy as it makes its summoner the first victim of its wrath.
					   Bound Demons. The Book of Vile Darkness, the Black Scrolls of Ahm, and the Demonomicon of Iggwilvare the foremost authorities on demonic matters. These ancient tomes describe techniques that can trap the essence of a demon on the Material Plane, placing it within a weapon, idol, or piece of jewelry and preventing the fiend's return to the Abyss.
					 An object that binds a demon must be specially prepared with unholy incantations and innocent blood. It radiates a palpable evil, chilling and fouling the air around it. A creature that handles such an object experiences unsettling dreams and wicked impulses, but is able to control the demon whose essence is trapped within the object. Destroying the object frees the demon, which immediately seeks revenge against its binder.
					   Demonic Possession. No matter how secure its bindings, a powerful demon often finds a way to escape an object that holds it. When a demonic essence emerges from its container, it can possess a mortal host. Sometimes a fiend employs stealth to hide a successful possession. Other times, it unleashes the full brunt of its fiendish drives through its new form.
					 As long as the demon remains in possession of its host, the soul of that host is in danger of being dragged to the Abyss with the demon if it is exorcised from the flesh, or if the host dies. If a demon possesses a creature and the object binding the demon is destroyed, the possession lasts until powerful magic is used to drive the demonic spirit out of its host.
					 Demon Lords
					 The chaotic power of the Abyss rewards demons of particular ruthlessness and ingenuity with a dark blessing, transforming them into unique fiends whose power can rival the gods. These demon lords rule through cunning or brute force, hoping to one day claim the prize of absolute control over all the Abyss.
					   Reward for Outsiders. Although most demon lords rise up from the vast and uncountable mobs of demons rampaging across the Abyss, the plane also rewards outsiders that conquer any of its infinite layers. The elven goddess Lolth became a demon lord after Corellon Larethian cast her into the Abyss for betraying elvenkind. Sages claim that the Dark Prince Graz'zt originated on some other plane before stealing his abyssal title from another long-forgotten demon lord.
					   Power and Control. The greatest sign of a demon lord's power is its ability to reshape an abyssal realm. A layer of the Abyss controlled by a demon lord becomes a twisted reflection of that fiend's vile personality, and demon lords seldom leave their realms for fear of allowing another creature to reshape and seize it.
					 As with other demons, a demon lord that dies on another plane has its essence return to the Abyss, where it reforms into a new body. Likewise, a demon lord that dies in the Abyss is permanently destroyed. Most demon lords keep a portion of their essence safely stored away to prevent such a fate.
					  Baphomet
					 The demon lord Baphomet, also known as the Horned King and the Prince of Beasts, rules over minotaurs and other savage creatures. If he had his way, civilization would crumble and all races would embrace their base animal savagery.
					 The Prince of Beasts appears as a huge, black-furred minotaur with iron horns, red eyes, and a blood-soaked mouth. His iron crown is topped with the rotting heads of his enemies, while his dark armor is set with spikes and skull-like serrations. He carries a huge glaive named Heartcleaver, but often hurls it into the fray so as to face his enemies with horns and hooves.
					  Demogorgon
					 The Sibilant Beast and the self-styled Prince of Demons, Demogorgon yearns for nothing less than undoing the order of the multiverse. An insane assemblage of features and drives, the Prince of Demons inspires fear and hatred among other demons and demon lords.
					 Demogorgon towers three times the height of a human, his body as sinuous as a snake's and as powerful as a great ape's. Suckered tentacles take the place of his arms. His saurian lower torso ends in webbed and clawed feet, and a forked tail whose whip-like tips are armed with cruel blades. The Prince of Demons has two baleful baboon heads, both of them mad. It is only the conflict between the two halves of his dual nature that keeps the demon lord's ambitions in check.
					  Graz'zt
					 The demon lord Graz'zt appears as a darkly handsome figure nearly nine feet tall. Those who refer to the Dark Prince as the most humanoid of the demon lords vastly underestimate the capacity for evil in his scheming heart.
					 Graz'zt is a striking physical specimen, whose demonic nature shows in his ebon skin, pointed ears, yellow fangs, crown of horns, and six-fingered hands. He delights in finery, pageantry, and sating his decadent desires with subjects and consorts alike, among whom incubi and succubi are often his favorites.
					  Juiblex
					 The demon lord of slimes and oozes, Juiblex is a stew of noxious fluids that lurks in the abyssal depths. The wretched Faceless Lord cares nothing for cultists or mortal servants, and its sole desire is to turn all creatures into formless copies of its horrid self.
					 In its resting state, Juiblex spreads out in a noxious mass, bubbling and filling the air with a profound stench. On the rare occasions when creatures confront the demon lord, Juiblex draws itself up into a shuddering cone of slime striated with veins of black and green. Baleful red eyes swim within its gelatinous body, while dripping pseudopods of ooze lash out hungrily at any creature they can reach.
					  Lolth
					 The Demon Queen of Spiders is the evil matron of the drow. Her every thought is touched by malice, and the depth of her viciousness can surprise even her most faithful priestesses. She directs her faithful while she weaves plots across the worlds of the Material Plane, looking forward to the time when her drow followers bring those worlds under her control.
					 Lolth appears as a lithe, imperious drow matriarch when she manifests to her followers in the mortal realm, which she does with unusual frequency. When battle breaks out-or if she has a reason to remind her followers to fear her-Lolth's lower body transforms into that of a huge demonic spider, whose spike-tipped legs and mandibles tear foes apart.
					  Orcus
					 Known as the Demon Prince of Undeath and the Blood Lord, the demon lord Orcus is worshiped by the undead and by living creatures that channel the power of undeath. A brooding and nihilistic entity, Orcus yearns to make the multiverse a place of death and darkness, forever unchanging except by his will.
					 The Demon Prince of Undeath is a foul and corpulent creature, with a humanoid torso, powerful goat legs, and the desiccated head of a ram. His sore-ridden body stinks of disease, but his decaying head and glowing red eyes are as a creature already dead. Great black bat wings sprout from his back, stirring reeking air as he moves.
					 Orcus wields a malevolent artifact known as the Wand of Orcus, a mace-like rod of obsidian topped by a humanoid skull. He surrounds himself with undead, and living creatures not under his control are anathema to him.
					  Yeenoghu
					 Known as the Gnoll Lord and the Beast of Butchery, the demon lord Yeenoghu hungers for slaughter and senseless destruction. Gnolls are his mortal instruments, and he drives them to ever-greater atrocities in his name. Delighting in sorrow and hopelessness, the Gnoll Lord yearns to turn the world into a wasteland in which the last surviving gnolls tear each other apart for the right to feast upon the dead.
					 Yeenoghu appears as a huge, scarred gnoll with a spiky crest of black spines, and eyes that burn with emerald flame. His armor is a patchwork of shields and breastplates claimed from fallen foes, and decorated by those foes' flayed skins. Yeenoghu can summon a triple flail he calls the Butcher, which he wields to deadly effect or wills to fly independently into battle as he tears foes apart with teeth and claws.
					  Other Demon Lords
					 No one knows the full number of demon lords that rage in the Abyss. Given the infinite depths of that plane, powerful demons constantly rise to become demon lords, then fall almost as quickly. Among the demon lords whose power has endured long enough for demonologists to name them are Fraz-Urb'luu, the Prince of Deception; Kostchtchie, the Prince of Wrath; Pazuzu, Prince of the Lower Aerial Kingdoms; and Zuggtmoy, Lady of Fungi. Demon Types Demonologists organize the chaotic distribution of demons into broad categories of power known as types. Most demons fit into one of six major types, with the weakest categorized as Type 1 and the strongest as Type 6. Demons outside the six main types are categorized as minor demons and demon lords.
					  Demons by Type Type
					 
						 
							  Type
							  Examples
						
						 
							 1
							 barlgura, shadow demon, vrock
						
						 
							 2
							 chasme, hezrou
						
						 
							 3
							 glabrezu, yochlol
						
						 
							 4
							 nalfeshnee
						
						 
							 5
							 marilith
						
						 
							 6
							 balor, goristro
						
					
					 Demon True Names
					 Though demons all have common names, every demon lord and every demon of type 1 through 6 has a true name that it keeps secret. A demon can be forced to disclose its true name if charmed, and ancient scrolls and tomes are said to exist that list the true names of the most powerful demons.
					 A mortal who learns a demon's true name can use powerful summoning magic to call the demon from the Abyss and exercise some measure of control over it. However, most demons brought to the Material Plane in this manner do everything in their power to wreak havoc or sow discord and strife.
					  Variant: Demon Summoning
					 Some demons can have an action option that allows them to summon other demons. Summon Demon (1/Day). The demon chooses what to summon and attempts a magical summoning.
					 
						 A balor has a 50 percent chance of summoning 1d8 vrocks, 1d6 hezrous, 1d4 glabrezus, 1d3 nalfeshnees, 1d2 mariliths, or one goristro.
						 A barlgura has a 30 percent chance of summoning one barlgura.
						 A chasme has a 30 percent chance of summoning one chasme.
						 A glabrezu has a 30 percent chance of summoning 1d3 vrocks, 1d2 hezrous, or one glabrezu.
						 A hezrou has a 30 percent chance of summoning 2d6 dretches or one hezrou.
						 A marilith has a 50 percent chance of summoning 1d6 vrocks, 1d4 hezrous, 1d3 glabrezus, 1d2 nalfeshnees, or one marilith.
						 A nalfeshnee has a 50 percent chance of summoning 1d4 vrocks, 1d3 hezrous, 1d2 glabrezus, or one nalfeshnee.
						 A vrock has a 30 percent chance of summoning 2d4 dretches or one vrock.
						 A yochlol has a 50 percent chance of summoning one yochlol.
					
					 A summoned demon appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other demons. It remains for 1 minute, until it or its summoner dies, or until its summoner dismisses it as an action.
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						 The barlgura's spellcasting ability is Wisdom. The barlgura can innately cast the following spells, requiring no material components:\n1/day each: entangle, phantasmal force\n2/day each: disguise self, invisibility (self only)
						 Innate Spellcasting
					
					 
						 At the start of its turn, the barlgura can gain advantage on all melee weapon attack rolls it makes during that turn, but attack rolls against it have advantage until the start of its next turn.
						 Reckless
					
					 
						 The barlgura's long jump is up to 40 feet and its high jump is up to 20 feet when it has a running start.
						 Running Leap
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						 The goristro makes three attacks: two with its fists and one with its hoof.
						 Multiattack
					
					 
						 Melee Weapon Attack: +13 to hit, reach 10 ft., one target. Hit: 20 (3d8 + 7) bludgeoning damage.
						 Fist
					
					 
						 Melee Weapon Attack: +13 to hit, reach 5 ft., one target. Hit: 23 (3d10 + 7) bludgeoning damage. If the target is a creature, it must succeed on a DC 21 Strength saving throw or be knocked prone.
						 Hoof
					
					 
						 Melee Weapon Attack: +13 to hit, reach 10 ft., one target. Hit: 45 (7d10 + 7) piercing damage.
						 Gore
					
				
				 chaotic evil
				 poisoned
				 17
				 poison
				 cold, fire, lightning; bludgeoning, piercing, and slashing from nonmagical attacks
				 (23d12 + 161)
				 310
				 
				
				 
				
				 Abyssal
				 
				
				 1
				 Goristro
				 
				
				 Str +13, Dex +6, Con +13, Wis +7
				 darkvision 120 ft., passive Perception 17
				 Huge
				 Perception +7
				 40 ft.
				 
				
				 
					 Goristro
					 
						  Image: Goristro
					 The goristro resembles a fiendish minotaur towering more than twenty feet tall. When controlled by a demon lord, goristros make formidable living siege engines and prized pets. Goristros possess preternatural cunning when navigating labyrinthine passages and shifting corridors, pursuing foes in a terrifying hunt.
					 A hulking goristro sometimes bears a palanquin, carrying smaller demons on its broad shoulders, much like an elephant carries riders on its back.
					 Demons
					 Spawned in the Infinite Layers of the Abyss, demons are the embodiment of chaos and evil-engines of destruction barely contained in monstrous form. Possessing no compassion, empathy, or mercy, they exist only to destroy.
					   Spawn of Chaos. The Abyss creates demons as extensions of itself, spontaneously forming fiends out of filth and carnage. Some are unique monstrosities, while others represent uniform strains virtually identical teach other. Other demons (such as manes) are created from mortal souls shunned or cursed by the gods, or which are otherwise trapped in the Abyss.
					   Capricious Elevation. Demons respect power and power alone. A greater demon commands shrieking mobs of lesser demons because it can destroy any lesser demon that dares to refuse its commands. A demon's status grows with the blood it spills; the more enemies that fall before it, the greater it becomes.
					 A demon might spawn as a manes, then become a dretch, and eventually transform to a vrock after untold time spent fighting and surviving in the Abyss. Such elevations are rare, however, for most demons are destroyed before they attain significant power. The greatest of those that do survive make up the ranks of the demon lords that threaten to tear the Abyss apart with their endless warring.
					 By expending considerable magical power, demon lords can raise lesser demons into greater forms, though such promotions never stem from a demon's deeds or accomplishments. Rather, a demon lord might warp a manes into a quasit when it needs an invisible spy, or turn an army of dretches into hezrous when marching against a rival lord. Demon lords only rarely elevate demons to the highest ranks, fearful of inadvertently creating rivals to their own power.
					   Abyssal Invasions. Wherever they wander across the Abyss, demons search for portals to the other planes. They crave the chance to slip free of their native realm and spread their dark influence across the multiverse, undoing the works of the gods, tearing down civilizations, and reducing the cosmos to despair and ruin.
					 Some of the darkest legends of the mortal realm are built around the destruction wrought by demons set loose in the world. As such, even nations embroiled in bitter conflict will set their differences aside to help contain an outbreak of demons, or to seal off abyssal breaches before these fiends can break free.
					   Signs of Corruption. Demons carry the stain of abyssal corruption with them, and their mere presence changes the world for the worse. Plants wither and die in areas where abyssal breaches and demons appear. Animals shun the sites where a demon has made a kill. The site of a demonic infestation might be fouled by a stench that never abates, by areas of bitter cold or burning heat, or by permanent shadows that mark the places where these fiends lingered.
					   Eternal Evil. Outside the Abyss, death is a minor nuisance that no demon fears. Mundane weapons can't stop these fiends, and many demons are resistant to the energy of the most potent spells. When a lucky hero manages to drop a demon in combat, the fiend dissolves into foul ichor. It then instantly reforms in the Abyss, its mind and essence intact even as its hatred is inflamed.
					 The only way to truly destroy a demon is to seek it in the Abyss and kill it there.
					   Protected Essence. A powerful demon can take steps to safeguard its life essence, using secret methods and abyssal metals to create an amulet into which part of that essence is ceded. If the demon's abyssal form is ever destroyed, the amulet allows the fiend to reform at a time and place of its choosing.
					 Obtaining a demonic amulet is a dangerous enterprise, and simply seeking such a device risks drawing the attention of the demon that created it. A creature possessing a demonic amulet can exact favors from the demon whose life essence the amulet holds- or inflict great pain if the fiend resists. If an amulet is destroyed, the demon that created it is trapped in the Abyss for a year and a day.
					   Demonic Cults. Despite the dark risks involved in dealing with fiends, the mortal realm is filled with creatures that covet demonic power. Demon lords manipulate these mortal servants into performing ever greater acts of depravity, furthering the demon lord's ambitions in exchange for magic and other boons. However, a demon regards any mortals in its service as tools to use and then discard at its whim, consigning their mortal souls to the Abyss.
					   Demon Summoning. Few acts are as dangerous as summoning a demon, and even mages who bargain freely with devils fear the fiends of the Abyss. Though demons yearn to sow chaos on the Material Plane, they show no gratitude when brought there, raging against their prisons and demanding release.
					 Those who would risk summoning a demon might do so to wrest information from it, press it into service, or send it on a mission that only a creature of absolute evil can complete. Preparation is key, and experienced summoners know the specific spells and magic items that can force a demon to bend to another's will. If a single mistake is made, a demon that breaks free shows no mercy as it makes its summoner the first victim of its wrath.
					   Bound Demons. The Book of Vile Darkness, the Black Scrolls of Ahm, and the Demonomicon of Iggwilvare the foremost authorities on demonic matters. These ancient tomes describe techniques that can trap the essence of a demon on the Material Plane, placing it within a weapon, idol, or piece of jewelry and preventing the fiend's return to the Abyss.
					 An object that binds a demon must be specially prepared with unholy incantations and innocent blood. It radiates a palpable evil, chilling and fouling the air around it. A creature that handles such an object experiences unsettling dreams and wicked impulses, but is able to control the demon whose essence is trapped within the object. Destroying the object frees the demon, which immediately seeks revenge against its binder.
					   Demonic Possession. No matter how secure its bindings, a powerful demon often finds a way to escape an object that holds it. When a demonic essence emerges from its container, it can possess a mortal host. Sometimes a fiend employs stealth to hide a successful possession. Other times, it unleashes the full brunt of its fiendish drives through its new form.
					 As long as the demon remains in possession of its host, the soul of that host is in danger of being dragged to the Abyss with the demon if it is exorcised from the flesh, or if the host dies. If a demon possesses a creature and the object binding the demon is destroyed, the possession lasts until powerful magic is used to drive the demonic spirit out of its host.
					 Demon Lords
					 The chaotic power of the Abyss rewards demons of particular ruthlessness and ingenuity with a dark blessing, transforming them into unique fiends whose power can rival the gods. These demon lords rule through cunning or brute force, hoping to one day claim the prize of absolute control over all the Abyss.
					   Reward for Outsiders. Although most demon lords rise up from the vast and uncountable mobs of demons rampaging across the Abyss, the plane also rewards outsiders that conquer any of its infinite layers. The elven goddess Lolth became a demon lord after Corellon Larethian cast her into the Abyss for betraying elvenkind. Sages claim that the Dark Prince Graz'zt originated on some other plane before stealing his abyssal title from another long-forgotten demon lord.
					   Power and Control. The greatest sign of a demon lord's power is its ability to reshape an abyssal realm. A layer of the Abyss controlled by a demon lord becomes a twisted reflection of that fiend's vile personality, and demon lords seldom leave their realms for fear of allowing another creature to reshape and seize it.
					 As with other demons, a demon lord that dies on another plane has its essence return to the Abyss, where it reforms into a new body. Likewise, a demon lord that dies in the Abyss is permanently destroyed. Most demon lords keep a portion of their essence safely stored away to prevent such a fate.
					  Baphomet
					 The demon lord Baphomet, also known as the Horned King and the Prince of Beasts, rules over minotaurs and other savage creatures. If he had his way, civilization would crumble and all races would embrace their base animal savagery.
					 The Prince of Beasts appears as a huge, black-furred minotaur with iron horns, red eyes, and a blood-soaked mouth. His iron crown is topped with the rotting heads of his enemies, while his dark armor is set with spikes and skull-like serrations. He carries a huge glaive named Heartcleaver, but often hurls it into the fray so as to face his enemies with horns and hooves.
					  Demogorgon
					 The Sibilant Beast and the self-styled Prince of Demons, Demogorgon yearns for nothing less than undoing the order of the multiverse. An insane assemblage of features and drives, the Prince of Demons inspires fear and hatred among other demons and demon lords.
					 Demogorgon towers three times the height of a human, his body as sinuous as a snake's and as powerful as a great ape's. Suckered tentacles take the place of his arms. His saurian lower torso ends in webbed and clawed feet, and a forked tail whose whip-like tips are armed with cruel blades. The Prince of Demons has two baleful baboon heads, both of them mad. It is only the conflict between the two halves of his dual nature that keeps the demon lord's ambitions in check.
					  Graz'zt
					 The demon lord Graz'zt appears as a darkly handsome figure nearly nine feet tall. Those who refer to the Dark Prince as the most humanoid of the demon lords vastly underestimate the capacity for evil in his scheming heart.
					 Graz'zt is a striking physical specimen, whose demonic nature shows in his ebon skin, pointed ears, yellow fangs, crown of horns, and six-fingered hands. He delights in finery, pageantry, and sating his decadent desires with subjects and consorts alike, among whom incubi and succubi are often his favorites.
					  Juiblex
					 The demon lord of slimes and oozes, Juiblex is a stew of noxious fluids that lurks in the abyssal depths. The wretched Faceless Lord cares nothing for cultists or mortal servants, and its sole desire is to turn all creatures into formless copies of its horrid self.
					 In its resting state, Juiblex spreads out in a noxious mass, bubbling and filling the air with a profound stench. On the rare occasions when creatures confront the demon lord, Juiblex draws itself up into a shuddering cone of slime striated with veins of black and green. Baleful red eyes swim within its gelatinous body, while dripping pseudopods of ooze lash out hungrily at any creature they can reach.
					  Lolth
					 The Demon Queen of Spiders is the evil matron of the drow. Her every thought is touched by malice, and the depth of her viciousness can surprise even her most faithful priestesses. She directs her faithful while she weaves plots across the worlds of the Material Plane, looking forward to the time when her drow followers bring those worlds under her control.
					 Lolth appears as a lithe, imperious drow matriarch when she manifests to her followers in the mortal realm, which she does with unusual frequency. When battle breaks out-or if she has a reason to remind her followers to fear her-Lolth's lower body transforms into that of a huge demonic spider, whose spike-tipped legs and mandibles tear foes apart.
					  Orcus
					 Known as the Demon Prince of Undeath and the Blood Lord, the demon lord Orcus is worshiped by the undead and by living creatures that channel the power of undeath. A brooding and nihilistic entity, Orcus yearns to make the multiverse a place of death and darkness, forever unchanging except by his will.
					 The Demon Prince of Undeath is a foul and corpulent creature, with a humanoid torso, powerful goat legs, and the desiccated head of a ram. His sore-ridden body stinks of disease, but his decaying head and glowing red eyes are as a creature already dead. Great black bat wings sprout from his back, stirring reeking air as he moves.
					 Orcus wields a malevolent artifact known as the Wand of Orcus, a mace-like rod of obsidian topped by a humanoid skull. He surrounds himself with undead, and living creatures not under his control are anathema to him.
					  Yeenoghu
					 Known as the Gnoll Lord and the Beast of Butchery, the demon lord Yeenoghu hungers for slaughter and senseless destruction. Gnolls are his mortal instruments, and he drives them to ever-greater atrocities in his name. Delighting in sorrow and hopelessness, the Gnoll Lord yearns to turn the world into a wasteland in which the last surviving gnolls tear each other apart for the right to feast upon the dead.
					 Yeenoghu appears as a huge, scarred gnoll with a spiky crest of black spines, and eyes that burn with emerald flame. His armor is a patchwork of shields and breastplates claimed from fallen foes, and decorated by those foes' flayed skins. Yeenoghu can summon a triple flail he calls the Butcher, which he wields to deadly effect or wills to fly independently into battle as he tears foes apart with teeth and claws.
					  Other Demon Lords
					 No one knows the full number of demon lords that rage in the Abyss. Given the infinite depths of that plane, powerful demons constantly rise to become demon lords, then fall almost as quickly. Among the demon lords whose power has endured long enough for demonologists to name them are Fraz-Urb'luu, the Prince of Deception; Kostchtchie, the Prince of Wrath; Pazuzu, Prince of the Lower Aerial Kingdoms; and Zuggtmoy, Lady of Fungi. Demon Types Demonologists organize the chaotic distribution of demons into broad categories of power known as types. Most demons fit into one of six major types, with the weakest categorized as Type 1 and the strongest as Type 6. Demons outside the six main types are categorized as minor demons and demon lords.
					  Demons by Type Type
					 
						 
							  Type
							  Examples
						
						 
							 1
							 barlgura, shadow demon, vrock
						
						 
							 2
							 chasme, hezrou
						
						 
							 3
							 glabrezu, yochlol
						
						 
							 4
							 nalfeshnee
						
						 
							 5
							 marilith
						
						 
							 6
							 balor, goristro
						
					
					 Demon True Names
					 Though demons all have common names, every demon lord and every demon of type 1 through 6 has a true name that it keeps secret. A demon can be forced to disclose its true name if charmed, and ancient scrolls and tomes are said to exist that list the true names of the most powerful demons.
					 A mortal who learns a demon's true name can use powerful summoning magic to call the demon from the Abyss and exercise some measure of control over it. However, most demons brought to the Material Plane in this manner do everything in their power to wreak havoc or sow discord and strife.
					  Variant: Demon Summoning
					 Some demons can have an action option that allows them to summon other demons. Summon Demon (1/Day). The demon chooses what to summon and attempts a magical summoning.
					 
						 A balor has a 50 percent chance of summoning 1d8 vrocks, 1d6 hezrous, 1d4 glabrezus, 1d3 nalfeshnees, 1d2 mariliths, or one goristro.
						 A barlgura has a 30 percent chance of summoning one barlgura.
						 A chasme has a 30 percent chance of summoning one chasme.
						 A glabrezu has a 30 percent chance of summoning 1d3 vrocks, 1d2 hezrous, or one glabrezu.
						 A hezrou has a 30 percent chance of summoning 2d6 dretches or one hezrou.
						 A marilith has a 50 percent chance of summoning 1d6 vrocks, 1d4 hezrous, 1d3 glabrezus, 1d2 nalfeshnees, or one marilith.
						 A nalfeshnee has a 50 percent chance of summoning 1d4 vrocks, 1d3 hezrous, 1d2 glabrezus, or one nalfeshnee.
						 A vrock has a 30 percent chance of summoning 2d4 dretches or one vrock.
						 A yochlol has a 50 percent chance of summoning one yochlol.
					
					 A summoned demon appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other demons. It remains for 1 minute, until it or its summoner dies, or until its summoner dismisses it as an action.
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						 If the goristro moves at least 15 feet straight toward a target and then hits it with a gore attack on the same turn, the target takes an extra 38 (7d10) piercing damage. If the target is a creature, it must succeed on a DC 21 Strength saving throw or be pushed up to 20 feet away and knocked prone.
						 Charge
					
					 
						 The goristro can perfectly recall any path it has traveled.
						 Labyrinthine Recall
					
					 
						 The goristro has advantage on saving throws against spells and other magical effects.
						 Magic Resistance
					
					 
						 The goristro deals double damage to objects and structures.
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						 Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. Hit: 10 (2d6 + 3) psychic damage or, if the demon had advantage on the attack roll, 17 (4d6 + 3) psychic damage.
						 Claws
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					 Shadow Demon
					 
						  Image: Shadow Demon
					 When a demon's body is destroyed but the fiend is prevented from reforming in the Abyss, its essence sometimes takes on a vague physical form. These shadow demons exist outside the normal abyssal hierarchy, since their creation results most often from mortal magic, not from transformation or promotion.
					 Shadow demons all but disappear in the darkness, and they can creep about without making a sound. A shadow demon uses its insubstantial claws to feast on its victim's fears, to taste its memories, and drink in its doubts. Bright light harries this fiend and shows its distinct shape, resolving it from a blur of darkness to a winged humanoid creature whose lower body trails off into nothing, and whose claws rend a victim's mind.
					 Shadowy Nature. A shadow demon doesn't require air, food, drink, or sleep.
					 Demons
					 Spawned in the Infinite Layers of the Abyss, demons are the embodiment of chaos and evil-engines of destruction barely contained in monstrous form. Possessing no compassion, empathy, or mercy, they exist only to destroy.
					   Spawn of Chaos. The Abyss creates demons as extensions of itself, spontaneously forming fiends out of filth and carnage. Some are unique monstrosities, while others represent uniform strains virtually identical teach other. Other demons (such as manes) are created from mortal souls shunned or cursed by the gods, or which are otherwise trapped in the Abyss.
					   Capricious Elevation. Demons respect power and power alone. A greater demon commands shrieking mobs of lesser demons because it can destroy any lesser demon that dares to refuse its commands. A demon's status grows with the blood it spills; the more enemies that fall before it, the greater it becomes.
					 A demon might spawn as a manes, then become a dretch, and eventually transform to a vrock after untold time spent fighting and surviving in the Abyss. Such elevations are rare, however, for most demons are destroyed before they attain significant power. The greatest of those that do survive make up the ranks of the demon lords that threaten to tear the Abyss apart with their endless warring.
					 By expending considerable magical power, demon lords can raise lesser demons into greater forms, though such promotions never stem from a demon's deeds or accomplishments. Rather, a demon lord might warp a manes into a quasit when it needs an invisible spy, or turn an army of dretches into hezrous when marching against a rival lord. Demon lords only rarely elevate demons to the highest ranks, fearful of inadvertently creating rivals to their own power.
					   Abyssal Invasions. Wherever they wander across the Abyss, demons search for portals to the other planes. They crave the chance to slip free of their native realm and spread their dark influence across the multiverse, undoing the works of the gods, tearing down civilizations, and reducing the cosmos to despair and ruin.
					 Some of the darkest legends of the mortal realm are built around the destruction wrought by demons set loose in the world. As such, even nations embroiled in bitter conflict will set their differences aside to help contain an outbreak of demons, or to seal off abyssal breaches before these fiends can break free.
					   Signs of Corruption. Demons carry the stain of abyssal corruption with them, and their mere presence changes the world for the worse. Plants wither and die in areas where abyssal breaches and demons appear. Animals shun the sites where a demon has made a kill. The site of a demonic infestation might be fouled by a stench that never abates, by areas of bitter cold or burning heat, or by permanent shadows that mark the places where these fiends lingered.
					   Eternal Evil. Outside the Abyss, death is a minor nuisance that no demon fears. Mundane weapons can't stop these fiends, and many demons are resistant to the energy of the most potent spells. When a lucky hero manages to drop a demon in combat, the fiend dissolves into foul ichor. It then instantly reforms in the Abyss, its mind and essence intact even as its hatred is inflamed.
					 The only way to truly destroy a demon is to seek it in the Abyss and kill it there.
					   Protected Essence. A powerful demon can take steps to safeguard its life essence, using secret methods and abyssal metals to create an amulet into which part of that essence is ceded. If the demon's abyssal form is ever destroyed, the amulet allows the fiend to reform at a time and place of its choosing.
					 Obtaining a demonic amulet is a dangerous enterprise, and simply seeking such a device risks drawing the attention of the demon that created it. A creature possessing a demonic amulet can exact favors from the demon whose life essence the amulet holds- or inflict great pain if the fiend resists. If an amulet is destroyed, the demon that created it is trapped in the Abyss for a year and a day.
					   Demonic Cults. Despite the dark risks involved in dealing with fiends, the mortal realm is filled with creatures that covet demonic power. Demon lords manipulate these mortal servants into performing ever greater acts of depravity, furthering the demon lord's ambitions in exchange for magic and other boons. However, a demon regards any mortals in its service as tools to use and then discard at its whim, consigning their mortal souls to the Abyss.
					   Demon Summoning. Few acts are as dangerous as summoning a demon, and even mages who bargain freely with devils fear the fiends of the Abyss. Though demons yearn to sow chaos on the Material Plane, they show no gratitude when brought there, raging against their prisons and demanding release.
					 Those who would risk summoning a demon might do so to wrest information from it, press it into service, or send it on a mission that only a creature of absolute evil can complete. Preparation is key, and experienced summoners know the specific spells and magic items that can force a demon to bend to another's will. If a single mistake is made, a demon that breaks free shows no mercy as it makes its summoner the first victim of its wrath.
					   Bound Demons. The Book of Vile Darkness, the Black Scrolls of Ahm, and the Demonomicon of Iggwilvare the foremost authorities on demonic matters. These ancient tomes describe techniques that can trap the essence of a demon on the Material Plane, placing it within a weapon, idol, or piece of jewelry and preventing the fiend's return to the Abyss.
					 An object that binds a demon must be specially prepared with unholy incantations and innocent blood. It radiates a palpable evil, chilling and fouling the air around it. A creature that handles such an object experiences unsettling dreams and wicked impulses, but is able to control the demon whose essence is trapped within the object. Destroying the object frees the demon, which immediately seeks revenge against its binder.
					   Demonic Possession. No matter how secure its bindings, a powerful demon often finds a way to escape an object that holds it. When a demonic essence emerges from its container, it can possess a mortal host. Sometimes a fiend employs stealth to hide a successful possession. Other times, it unleashes the full brunt of its fiendish drives through its new form.
					 As long as the demon remains in possession of its host, the soul of that host is in danger of being dragged to the Abyss with the demon if it is exorcised from the flesh, or if the host dies. If a demon possesses a creature and the object binding the demon is destroyed, the possession lasts until powerful magic is used to drive the demonic spirit out of its host.
					 Demon Lords
					 The chaotic power of the Abyss rewards demons of particular ruthlessness and ingenuity with a dark blessing, transforming them into unique fiends whose power can rival the gods. These demon lords rule through cunning or brute force, hoping to one day claim the prize of absolute control over all the Abyss.
					   Reward for Outsiders. Although most demon lords rise up from the vast and uncountable mobs of demons rampaging across the Abyss, the plane also rewards outsiders that conquer any of its infinite layers. The elven goddess Lolth became a demon lord after Corellon Larethian cast her into the Abyss for betraying elvenkind. Sages claim that the Dark Prince Graz'zt originated on some other plane before stealing his abyssal title from another long-forgotten demon lord.
					   Power and Control. The greatest sign of a demon lord's power is its ability to reshape an abyssal realm. A layer of the Abyss controlled by a demon lord becomes a twisted reflection of that fiend's vile personality, and demon lords seldom leave their realms for fear of allowing another creature to reshape and seize it.
					 As with other demons, a demon lord that dies on another plane has its essence return to the Abyss, where it reforms into a new body. Likewise, a demon lord that dies in the Abyss is permanently destroyed. Most demon lords keep a portion of their essence safely stored away to prevent such a fate.
					  Baphomet
					 The demon lord Baphomet, also known as the Horned King and the Prince of Beasts, rules over minotaurs and other savage creatures. If he had his way, civilization would crumble and all races would embrace their base animal savagery.
					 The Prince of Beasts appears as a huge, black-furred minotaur with iron horns, red eyes, and a blood-soaked mouth. His iron crown is topped with the rotting heads of his enemies, while his dark armor is set with spikes and skull-like serrations. He carries a huge glaive named Heartcleaver, but often hurls it into the fray so as to face his enemies with horns and hooves.
					  Demogorgon
					 The Sibilant Beast and the self-styled Prince of Demons, Demogorgon yearns for nothing less than undoing the order of the multiverse. An insane assemblage of features and drives, the Prince of Demons inspires fear and hatred among other demons and demon lords.
					 Demogorgon towers three times the height of a human, his body as sinuous as a snake's and as powerful as a great ape's. Suckered tentacles take the place of his arms. His saurian lower torso ends in webbed and clawed feet, and a forked tail whose whip-like tips are armed with cruel blades. The Prince of Demons has two baleful baboon heads, both of them mad. It is only the conflict between the two halves of his dual nature that keeps the demon lord's ambitions in check.
					  Graz'zt
					 The demon lord Graz'zt appears as a darkly handsome figure nearly nine feet tall. Those who refer to the Dark Prince as the most humanoid of the demon lords vastly underestimate the capacity for evil in his scheming heart.
					 Graz'zt is a striking physical specimen, whose demonic nature shows in his ebon skin, pointed ears, yellow fangs, crown of horns, and six-fingered hands. He delights in finery, pageantry, and sating his decadent desires with subjects and consorts alike, among whom incubi and succubi are often his favorites.
					  Juiblex
					 The demon lord of slimes and oozes, Juiblex is a stew of noxious fluids that lurks in the abyssal depths. The wretched Faceless Lord cares nothing for cultists or mortal servants, and its sole desire is to turn all creatures into formless copies of its horrid self.
					 In its resting state, Juiblex spreads out in a noxious mass, bubbling and filling the air with a profound stench. On the rare occasions when creatures confront the demon lord, Juiblex draws itself up into a shuddering cone of slime striated with veins of black and green. Baleful red eyes swim within its gelatinous body, while dripping pseudopods of ooze lash out hungrily at any creature they can reach.
					  Lolth
					 The Demon Queen of Spiders is the evil matron of the drow. Her every thought is touched by malice, and the depth of her viciousness can surprise even her most faithful priestesses. She directs her faithful while she weaves plots across the worlds of the Material Plane, looking forward to the time when her drow followers bring those worlds under her control.
					 Lolth appears as a lithe, imperious drow matriarch when she manifests to her followers in the mortal realm, which she does with unusual frequency. When battle breaks out-or if she has a reason to remind her followers to fear her-Lolth's lower body transforms into that of a huge demonic spider, whose spike-tipped legs and mandibles tear foes apart.
					  Orcus
					 Known as the Demon Prince of Undeath and the Blood Lord, the demon lord Orcus is worshiped by the undead and by living creatures that channel the power of undeath. A brooding and nihilistic entity, Orcus yearns to make the multiverse a place of death and darkness, forever unchanging except by his will.
					 The Demon Prince of Undeath is a foul and corpulent creature, with a humanoid torso, powerful goat legs, and the desiccated head of a ram. His sore-ridden body stinks of disease, but his decaying head and glowing red eyes are as a creature already dead. Great black bat wings sprout from his back, stirring reeking air as he moves.
					 Orcus wields a malevolent artifact known as the Wand of Orcus, a mace-like rod of obsidian topped by a humanoid skull. He surrounds himself with undead, and living creatures not under his control are anathema to him.
					  Yeenoghu
					 Known as the Gnoll Lord and the Beast of Butchery, the demon lord Yeenoghu hungers for slaughter and senseless destruction. Gnolls are his mortal instruments, and he drives them to ever-greater atrocities in his name. Delighting in sorrow and hopelessness, the Gnoll Lord yearns to turn the world into a wasteland in which the last surviving gnolls tear each other apart for the right to feast upon the dead.
					 Yeenoghu appears as a huge, scarred gnoll with a spiky crest of black spines, and eyes that burn with emerald flame. His armor is a patchwork of shields and breastplates claimed from fallen foes, and decorated by those foes' flayed skins. Yeenoghu can summon a triple flail he calls the Butcher, which he wields to deadly effect or wills to fly independently into battle as he tears foes apart with teeth and claws.
					  Other Demon Lords
					 No one knows the full number of demon lords that rage in the Abyss. Given the infinite depths of that plane, powerful demons constantly rise to become demon lords, then fall almost as quickly. Among the demon lords whose power has endured long enough for demonologists to name them are Fraz-Urb'luu, the Prince of Deception; Kostchtchie, the Prince of Wrath; Pazuzu, Prince of the Lower Aerial Kingdoms; and Zuggtmoy, Lady of Fungi. Demon Types Demonologists organize the chaotic distribution of demons into broad categories of power known as types. Most demons fit into one of six major types, with the weakest categorized as Type 1 and the strongest as Type 6. Demons outside the six main types are categorized as minor demons and demon lords.
					  Demons by Type Type
					 
						 
							  Type
							  Examples
						
						 
							 1
							 barlgura, shadow demon, vrock
						
						 
							 2
							 chasme, hezrou
						
						 
							 3
							 glabrezu, yochlol
						
						 
							 4
							 nalfeshnee
						
						 
							 5
							 marilith
						
						 
							 6
							 balor, goristro
						
					
					 Demon True Names
					 Though demons all have common names, every demon lord and every demon of type 1 through 6 has a true name that it keeps secret. A demon can be forced to disclose its true name if charmed, and ancient scrolls and tomes are said to exist that list the true names of the most powerful demons.
					 A mortal who learns a demon's true name can use powerful summoning magic to call the demon from the Abyss and exercise some measure of control over it. However, most demons brought to the Material Plane in this manner do everything in their power to wreak havoc or sow discord and strife.
					  Variant: Demon Summoning
					 Some demons can have an action option that allows them to summon other demons. Summon Demon (1/Day). The demon chooses what to summon and attempts a magical summoning.
					 
						 A balor has a 50 percent chance of summoning 1d8 vrocks, 1d6 hezrous, 1d4 glabrezus, 1d3 nalfeshnees, 1d2 mariliths, or one goristro.
						 A barlgura has a 30 percent chance of summoning one barlgura.
						 A chasme has a 30 percent chance of summoning one chasme.
						 A glabrezu has a 30 percent chance of summoning 1d3 vrocks, 1d2 hezrous, or one glabrezu.
						 A hezrou has a 30 percent chance of summoning 2d6 dretches or one hezrou.
						 A marilith has a 50 percent chance of summoning 1d6 vrocks, 1d4 hezrous, 1d3 glabrezus, 1d2 nalfeshnees, or one marilith.
						 A nalfeshnee has a 50 percent chance of summoning 1d4 vrocks, 1d3 hezrous, 1d2 glabrezus, or one nalfeshnee.
						 A vrock has a 30 percent chance of summoning 2d4 dretches or one vrock.
						 A yochlol has a 50 percent chance of summoning one yochlol.
					
					 A summoned demon appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other demons. It remains for 1 minute, until it or its summoner dies, or until its summoner dismisses it as an action.
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						 The demon can move through other creatures and objects as if they were difficult terrain. It takes 5 (1d10) force damage if it ends its turn inside an object.
						 Incorporeal Movement
					
					 
						 While in bright light, the demon has disadvantage on attack rolls, as well as on Wisdom (Perception) checks that rely on sight.
						 Light Sensitivity
					
					 
						 While in dim light or darkness, the demon can take the Hide action as a bonus action.
						 Shadow Stealth
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						 Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 3 (1d6) bludgeoning damage plus 10 (3d6) fire damage.
						 Mace
					
				
				 chaotic evil
				 7
				 slashing damage from nonmagical attacks not made with silvered weapons
				 (12d8 + 24)
				 78
				 
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S\nDuration: Concentration, up to 1 hour\nRange: Self\nYou assume a different form. When you cast the spell, choose one of the following options, the effects of which last for the duration of the spell. While the spell lasts, you can end one option as an action to gain the benefits of a different one. Aquatic Adaptation. You adapt your body to an aquatic environment, sprouting gills and growing webbing between your fingers. You can breathe underwater and gain a swimming speed equal to your walking speed. Change Appearance. You transform your appearance. You decide what you look like, including your height, weight, facial features, sound of your voice, hair length, coloration, and distinguishing characteristics, if any. You can make yourself appear as a member of another race, though none of your statistics change. You also can't appear as a creature of a different size than you, and your basic shape stays the same; if you're bipedal, you can't use this spell to become quadrupedal, for instance. At any time for the duration of the spell, you can use your action to change your appearance in this way again. Natural Weapons. You grow claws, fangs, spines, horns, or a different natural weapon of your choice. Your unarmed strikes deal 1d6 bludgeoning, piercing, or slashing damage, as appropriate to the natural weapon you chose, and you are proficient with your unarmed strikes. Finally, the natural weapon is magic and you have a +1 bonus to the attack and damage rolls you make using it.
						 Alter Self (At will)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S, M (a small amount of alcohol or distilled spirits)\nDuration: 1 hour\nRange: Self\nBolstering yourself with a necromantic facsimile of life, you gain 1d4 + 4 temporary hit points for the duration. At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, you gain 5 additional temporary hit points for each slot level above 1st.
						 False Life (At will)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S, M (either a small leather loop or a piece of golden wire bent into a cup shape with a long shank on one end)\nDuration: Concentration, up to 10 minutes\nRange: 60 feet\nOne creature or object of your choice that you can see within range rises vertically, up to 20 feet, and remains suspended there for the duration. The spell can levitate a target that weighs up to 500 pounds. An unwilling creature that succeeds on a Constitution saving throw is unaffected. The target can move only by pushing or pulling against a fixed object or surface within reach (such as a wall or a ceiling), which allows it to move as if it were climbing. You can change the target's altitude by up to 20 feet in either direction on your turn. If you are the target, you can move up or down as part of your move. Otherwise, you can use your action to move the target, which must remain within the spell's range. When the spell ends, the target floats gently to the ground if it is still aloft.
						 Levitate (At will)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S, M (a piece of cured leather)\nDuration: 8 hours\nRange: Touch\nYou touch a willing creature who isn't wearing armor, and a protective magical force surrounds it until the spell ends. The target's base AC becomes 13 + its Dexterity modifier. The spell ends if the target dons armor or if you dismiss the spell as an action.
						 Mage Armor (At will)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S, M (a bit of fleece)\nDuration: Concentration, up to 10 minutes\nRange: 60 feet\nYou create the image of an object, a creature, or some other visible phenomenon that is no larger than a 15-foot cube. The image appears at a spot within range and lasts for the duration. The image is purely visual; it isn't accompanied by sound, smell, or other sensory effects. You can use your action to cause the image to move to any spot within range. As the image changes location, you can alter its appearance so that its movements appear natural for the image. For example, if you create an image of a creature and move it, you can alter the image so that it appears to be walking. Physical interaction with the image reveals it to be an illusion, because things can pass through it. A creature that uses its action to examine the image can determine that it is an illusion with a successful Intelligence (Investigation) check against your spell save DC. If a creature discerns the illusion for what it is, the creature can see through the image.
						 Silent Image (At will)
					
					 
						 Level: 8\nCasting Time: 1 action\nComponents: V, S, M (a handful of clay, crystal, glass, or mineral spheres)\nDuration: Instantaneous\nRange: 150 feet\nYou blast the mind of a creature that you can see within range, attempting to shatter its intellect and personality. The target takes 4d6 psychic damage and must make an Intelligence saving throw. On a failed save, the creature's Intelligence and Charisma scores become 1. The creature can't cast spells, activate magic items, understand language, or communicate in any intelligible way. The creature can, however, identify its friends, follow them, and even protect them. At the end of every 30 days, the creature can repeat its saving throw against this spell. If it succeeds on its saving throw, the spell ends. The spell can also be ended by greater restoration, heal, or wish.
						 Feeblemind (1/day)
					
					 
						 Level: 7\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: 60 feet\nYou send negative energy coursing through a creature that you can see within range, causing it searing pain. The target must make a Constitution saving throw. It takes 7d8 + 30 necrotic damage on a failed save, or half as much damage on a successful one. A humanoid killed by this spell rises at the start of your next turn as a zombie that is permanently under your command, following your verbal orders to the best of its ability.
						 Finger of Death (1/day)
					
					 
						 Level: 7\nCasting Time: 1 action\nComponents: V, S, M (a forked, metal rod worth at least 250 gp, attuned to a particular plane of existence)\nDuration: Instantaneous\nRange: Touch\nYou and up to eight willing creatures who link hands in a circle are transported to a different plane of existence. You can specify a target destination in general terms, such as the City of Brass on the Elemental Plane of Fire or the palace of Dispater on the second level of the Nine Hells, and you appear in or near that destination. If you are trying to reach the City of Brass, for example, you might arrive in its Street of Steel, before its Gate of Ashes, or looking at the city from across the Sea of Fire, at the DM's discretion. Alternatively, if you know the sigil sequence of a teleportation circle on another plane of existence, this spell can take you to that circle. If the teleportation circle is too small to hold all the creatures you transported, they appear in the closest unoccupied spaces next to the circle. You can use this spell to banish an unwilling creature to another plane. Choose a creature within your reach and make a melee spell attack against it. On a hit, the creature must make a Charisma saving throw. If the creature fails this save, it is transported to a random location on the plane of existence you specify. A creature so transported must find its own way back to your current plane of existence.
						 Plane Shift (1/day)
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				 Wis +4, Cha +7
				 darkvision 60 ft., passive Perception 11
				 Medium
				 Arcana +4, Deception +7, Persuasion +7, Religion +4
				 30 ft.
				 
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: 120 feet\nA beam of crackling energy streaks toward a creature within range. Make a ranged spell attack against the target. On a hit, the target takes 1d10 force damage. The spell creates more than one beam when you reach higher levels: two beams at 5th level, three beams at 11th level, and four beams at 17th level. You can direct the beams at the same target or at different ones. Make a separate attack roll for each beam.
						 Eldritch Blast - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: 120 feet\nYou hurl a mote of fire at a creature or object within range. Make a ranged spell attack against the target. On a hit, the target takes 1d10 fire damage. A flammable object hit by this spell ignites if it isn't being worn or carried. This spell's damage increases by 1d10 when you reach 5th level (2d10), 11th level (3d10), and 17th level (4d10).
						 Fire Bolt - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: S, M (a small amount of makeup applied to the face as this spell is cast)\nDuration: Concentration, up to 1 minute\nRange: Self\nFor the duration, you have advantage on all Charisma checks directed at one creature of your choice that isn't hostile toward you. When the spell ends, the creature realizes that you used magic to influence its mood and becomes hostile toward you. A creature prone to violence might attack you. Another creature might seek retribution in other ways (at the DM's discretion), depending on the nature of your interaction with it.
						 Friends - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, S\nDuration: 1 minute\nRange: 30 feet\nA spectral, floating hand appears at a point you choose within range. The hand lasts for the duration or until you dismiss it as an action. The hand vanishes if it is ever more than 30 feet away from you or if you cast this spell again. You can use your action to control the hand. You can use the hand to manipulate an object, open an unlocked door or container, stow or retrieve an item from an open container, or pour the contents out of a vial. You can move the hand up to 30 feet each time you use it. The hand can't attack, activate magic items, or carry more than 10 pounds.
						 Mage Hand - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: S, M (a bit of fleece)\nDuration: 1 minute\nRange: 30 feet\nYou create a sound or an image of an object within range that lasts for the duration. The illusion also ends if you dismiss it as an action or cast this spell again. If you create a sound, its volume can range from a whisper to a scream. It can be your voice, someone else's voice, a lion's roar, a beating of drums, or any other sound you choose. The sound continues unabated throughout the duration, or you can make discrete sounds at different times before the spell ends. If you create an image of an object-such as a chair, muddy footprints, or a small chest-it must be no larger than a 5-foot cube. The image can't create sound, light, smell, or any other sensory effect. Physical interaction with the image reveals it to be an illusion, because things can pass through it. If a creature uses its action to examine the sound or image, the creature can determine that it is an illusion with a successful Intelligence (Investigation) check against your spell save DC. If a creature discerns the illusion for what it is, the illusion becomes faint to the creature.
						 Minor Illusion - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, S\nDuration: Up to 1 hour\nRange: 10 feet\nThis spell is a minor magical trick that novice spellcasters use for practice. You create one of the following magical effects within range: You create an instantaneous, harmless sensory effect, such as a shower of sparks, a puff of wind, faint musical notes, or an odd odor. You instantaneously light or snuff out a candle, a torch, or a small campfire. You instantaneously clean or soil an object no larger than 1 cubic foot. You chill, warm, or flavor up to 1 cubic foot of nonliving material for 1 hour. You make a color, a small mark, or a symbol appear on an object or a surface for 1 hour. You create a nonmagical trinket or an illusory image that can fit in your hand and that lasts until the end of your next turn. If you cast this spell multiple times, you can have up to three of its non-instantaneous effects active at a time, and you can dismiss such an effect as an action.
						 Prestidigitation - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: Touch\nLightning springs from your hand to deliver a shock to a creature you try to touch. Make a melee spell attack against the target. You have advantage on the attack roll if the target is wearing armor made of metal. On a hit, the target takes 1d8 lightning damage, and it can't take reactions until the start of its next turn. The spell's damage increases by 1d8 when you reach 5th level (2d8), 11th level (3d8), and 17th level (4d8).
						 Shocking Grasp - Cantrip (At will)
					
					 
						 Level: 4\nCasting Time: 1 action\nComponents: V, S, M (an item distasteful to the target)\nDuration: Concentration, up to 1 minute\nRange: 60 feet\nYou attempt to send one creature that you can see within range to another plane of existence. The target must succeed on a Charisma saving throw or be banished. If the target is native to the plane of existence you're on, you banish the target to a harmless demiplane. While there, the target is incapacitated. The target remains there until the spell ends, at which point the target reappears in the space it left or in the nearest unoccupied space if that space is occupied. If the target is native to a different plane of existence than the one you're on, the target is banished with a faint popping noise, returning to its home plane. If the spell ends before 1 minute has passed, the target reappears in the space it left or in the nearest unoccupied space if that space is occupied. Otherwise, the target doesn't return. At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, you can target one additional creature for each slot level above 4th.
						 Banishment - 5th level (4 slots)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: Self (15-foot cone)\nAs you hold your hands with thumbs touching and fingers spread, a thin sheet of flames shoots forth from your outstretched fingertips. Each creature in a 15-foot cone must make a Dexterity saving throw. A creature takes 3d6 fire damage on a failed save, or half as much damage on a successful one. The fire ignites any flammable objects in the area that aren't being worn or carried. At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d6 for each slot level above 1st.
						 Burning Hands - 5th level (4 slots)
					
					 
						 Level: 5\nCasting Time: 1 action\nComponents: V, S, M (pinch of sulfur)\nDuration: Instantaneous\nRange: 60 feet\nA vertical column of divine fire roars down from the heavens in a location you specify. Each creature in a 10-foot-radius, 40-foot-high cylinder centered on a point within range must make a Dexterity saving throw. A creature takes 4d6 fire damage and 4d6 radiant damage on a failed save, or half as much damage on a successful one. At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, the fire damage or the radiant damage (your choice) increases by 1d6 for each slot level above 5th.
						 Flame Strike - 5th level (4 slots)
					
					 
						 Level: 1\nCasting Time: 1 reaction, which you take in response to being damaged by a creature within 60 feet of you that you can see\nComponents: V, S\nDuration: Instantaneous\nRange: 60 feet\nYou point your finger, and the creature that damaged you is momentarily surrounded by hellish flames. The creature must make a Dexterity saving throw. It takes 2d10 fire damage on a failed save, or half as much damage on a successful one. At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d10 for each slot level above 1st.
						 Hellish Rebuke - 5th level (4 slots)
					
					 
						 Level: 3\nCasting Time: 1 minute\nComponents: V, S, M (holy water or powdered silver and iron worth at least 100 gp, which the spell consumes)\nDuration: 1 hour\nRange: 10 feet\nYou create a 10-foot-radius, 20-foot-tall cylinder of magical energy centered on a point on the ground that you can see within range. Glowing runes appear wherever the cylinder intersects with the floor or other surface. Choose one or more of the following types of creatures: celestials, elementals, fey, fiends, or undead. The circle affects a creature of the chosen type in the following ways: The creature can't willingly enter the cylinder by nonmagical means. If the creature tries to use teleportation or interplanar travel to do so, it must first succeed on a Charisma saving throw. The creature has disadvantage on attack rolls against targets within the cylinder. Targets within the cylinder can't be charmed, frightened, or possessed by the creature. When you cast this spell, you can elect to cause its magic to operate in the reverse direction, preventing a creature of the specified type from leaving the cylinder and protecting targets outside it. At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the duration increases by 1 hour for each slot level above 3rd.
						 Magic Circle - 5th level (4 slots)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: 120 feet\nYou create three rays of fire and hurl them at targets within range. You can hurl them at one target or several. Make a ranged spell attack for each ray. On a hit, the target takes 2d6 fire damage. At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, you create one additional ray for each slot level above 2nd.
						 Scorching Ray - 5th level (4 slots)
					
					 
						 Level: 5\nCasting Time: 10 minutes\nComponents: V, S, M (a focus worth at least 1,000 gp, such as a crystal ball, a silver mirror, or a font filled with holy water)\nDuration: Concentration, up to 10 minutes\nRange: Self\nYou can see and hear a particular creature you choose that is on the same plane of existence as you. The target must make a Wisdom saving throw, which is modified by how well you know the target and the sort of physical connection you have to it. If a target knows you're casting this spell, it can fail the saving throw voluntarily if it wants to be observed. Knowledge Save Modifier Secondhand (you have heard of the target) +5 Firsthand (you have met the target) +0 Familiar (you know the target well) -5 Connection Save Modifier Likeness or picture -2 Possession or garment -4 Body part, lock of hair, bit of nail, or the like -10 On a successful save, the target isn't affected, and you can't use this spell against it again for 24 hours. On a failed save, the spell creates an invisible sensor within 10 feet of the target. You can see and hear through the sensor as if you were there. The sensor moves with the target, remaining within 10 feet of it for the duration. A creature that can see invisible objects sees the sensor as a luminous orb about the size of your fist. Instead of targeting a creature, you can choose a location you have seen before as the target of this spell. When you do, the sensor appears at that location and doesn't move.
						 Scrying - 5th level (4 slots)
					
					 
						 Level: 3\nCasting Time: 1 action\nComponents: V, S, M (a rotten egg or several skunk cabbage leaves)\nDuration: Concentration, up to 1 minute\nRange: 90 feet\nYou create a 20-foot-radius sphere of yellow, nauseating gas centered on a point within range. The cloud spreads around corners, and its area is heavily obscured. The cloud lingers in the air for the duration. Each creature that is completely within the cloud at the start of its turn must make a Constitution saving throw against poison. On a failed save, the creature spends its action that turn retching and reeling. Creatures that don't need to breathe or are immune to poison automatically succeed on this saving throw. A moderate wind (at least 10 miles per hour) disperses the cloud after 4 rounds. A strong wind (at least 20 miles per hour) disperses it after 1 round.
						 Stinking Cloud - 5th level (4 slots)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, M (a snake's tongue and either a bit of honeycomb or a drop of sweet oil)\nDuration: Concentration, up to 8 hours\nRange: 30 feet\nYou suggest a course of activity (limited to a sentence or two) and magically influence a creature you can see within range that can hear and understand you. Creatures that can't be charmed are immune to this effect. The suggestion must be worded in such a manner as to make the course of action sound reasonable. Asking the creature to stab itself, throw itself onto a spear, immolate itself, or do some other obviously harmful act ends the spell. The target must make a Wisdom saving throw. On a failed save, it pursues the course of action you described to the best of its ability. The suggested course of action can continue for the entire duration. If the suggested activity can be completed in a shorter time, the spell ends when the subject finishes what it was asked to do. You can also specify conditions that will trigger a special activity during the duration. For example, you might suggest that a knight give her warhorse to the first beggar she meets. If the condition isn't met before the spell expires, the activity isn't performed. If you or any of your companions damage the target, the spell ends.
						 Suggestion - 5th level (4 slots)
					
					 
						 Level: 4\nCasting Time: 1 action\nComponents: V, S, M (a small piece of phosphorus)\nDuration: Concentration, up to 1 minute\nRange: 120 feet\nYou create a wall of fire on a solid surface within range. You can make the wall up to 60 feet long, 20 feet high, and 1 foot thick, or a ringed wall up to 20 feet in diameter, 20 feet high, and 1 foot thick. The wall is opaque and lasts for the duration. When the wall appears, each creature within its area must make a Dexterity saving throw. On a failed save, a creature takes 5d8 fire damage, or half as much damage on a successful save. One side of the wall, selected by you when you cast this spell, deals 5d8 fire damage to each creature that ends its turn within 10 feet of that side or inside the wall. A creature takes the same damage when it enters the wall for the first time on a turn or ends its turn there. The other side of the wall deals no damage. At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, the damage increases by 1d8 for each slot level above 4th.
						 Wall of Fire - 5th level (4 slots)
					
				
				 
					 0
					 0
					 0
					 0
					 0
					 0
					 0
					 0
					 0
				
				 
					 Warlock of the Fiend
					 
						  Image: Warlock
					 Warlocks of the fiend gain their powers through magical pacts forged with archfiends of the Lower Planes. These warlocks often keep imps or quasits as companions, and they tend toward extremes of behavior: consorting with fiend-worshiping cultists or dedicating their lives to destroying fiendish cults.
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						 The warlock's innate spellcasting ability is Charisma. It can innately cast the following spells, requiring no material components:\nAt will: alter self, false life, levitate (self only), mage armor (self only), silent image \n1/day each: feeblemind, finger of death, plane shift
						 Innate Spellcasting
					
					 
						 The warlock is a 17th-level spellcaster. Its spellcasting ability is Charisma. It regains its expended spell slots when it finishes a short or long rest. It knows the following warlock spells: \nCantrips (at will): eldritch blast, fire bolt, friends, mage hand, minor illusion, prestidigitation, shocking grasp \n5th level (4 slots): banishment, burning hands, flame strike, hellish rebuke, magic circle, scorching ray, scrying, stinking cloud, suggestion, wall of fire
						 Spellcasting
					
					 
						 When the warlock makes an ability check or saving throw, it can add a d10 to the roll. It can do this after the roll is made but before any of the roll's effects occur.
						 Dark One's Own Luck (Recharges after a Short or Long Rest)
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						 The dragon uses its Frightful Presence. It then makes three atttacks: one with its bite and two with its tail.
						 Multiattack.
					
					 
						 Melee Weapon Attack: +11 to hit, reach 10 ft., one target. Hit: 20 (4d6 + 6) piercing damage.
						 Bite
					
					 
						 Melee Weapon Attack: +11 to hit, reach 15 ft., one target.\nHit: 13 (2d6 + 6) slashing damage.
						 Tail
					
					 
						 Each creature of the dragon�s choice that is within 120 feet of the dragon and aware of it must succeed on a DC 16 Wisdom saving throw or become frightened for 1 minute. A creature can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success. If a creature�s saving throw is successful or the effect ends for it, the creature is immune to the dragon�s Frightful Presence for the next 24 hours.
						 Frightful Presence
					
					 
						 The dragon exhales acid in a 15-foot line that is 5 feet wide. Each creature in that line must make a DC 18 Dexterity saving throw, taking 54 (12d8) acid damage on a failed save, or half as much damage on a successful one.
						 Acid Breath (Recharge 5�6)
					
					 
						 The dragon exhales stupefying gas in a 60-foot cone. Each creature in that line must make a DC 18 Wisdom saving throw, taking 49 (14d6) psychic damage on a failed save, or half as much damage on a successful one. In addtion, on a failed save, the target's Intelligence score is\nreduced by 1 and they also have disadvantage to all Intelligence based saving throws and ability checks. A creature can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success. If a creature�s saving throw is successful or the effect ends for it, the creature is immune to the effects of the dragon's Styx Breath for the next 24 hours.
						 Styx Breath (Recharge 5�6)
					
				
				 neutral evil
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				 (18d12+90)
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				 Adult Styx Dragon
				 
				
				 Dex +7, Con +10, Wis +7, Cha +8
				 blindsight 30 ft., darkvision 90 ft. passive Perception 17
				 Huge
				 Perception +7, Stealth +12
				 Speed 40 ft., fly 60 ft., swim 80 ft.
				 
				
				 
					 
						 Styx Dragon
					
					 Often found in the top layers of the Lower Planes, these beasts are one of the more dangerous denizens of the infinite river.
					  Serpentine Form
					 Styx dragons look slightly differerent from more commonly known dragons. They have a long, serpentine body with small wings and claws protruding from their elongated necks. They have no legs, instead replaced by a wickedly barbed tail. Their slime-coated scales often range between dark browns and reds.
					 Home on the Waters
					 Immune to the effect of the waters in the River Styx, the styx dragons swim freely across the infinite river's expanse, easily hopping between many of the Lower Planes. They hunt and feed primarily off of fiends but more out of abundance than preference. Any creature with consumable flesh can be marked as prey when catching the attention of a styx dragon. They normally lair deep burrowed tunnels along the banks of the River Styx.
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						 The dragon can breathe air and water.
						 Amphibious
					
					 
						 The dragon automatically succeeds on all saving throws against the effects of the River Styx's waters.
						 Styx Immunity
					
					 
						 If the dragon fails a saving throw, it can choose to succeed instead.
						 Legendary Resistance (3/day)
					
				
				 dragon
				 11500
			
			 
				 
					 
						 0
						 10
					
					 
						 2
						 14
					
					 
						 2
						 15
					
					 
						 1
						 12
					
					 
						 2
						 15
					
					 
						 0
						 11
					
				
				 16
				 natural armor
				 
					 
						 Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 9 (2d6 + 2) piercing damage.
						 Bite
					
					 
						 The dragon exhales acid in a 15-foot line that is 5 feet wide. Each creature in that line must make a DC 11 Dexterity saving throw, taking 22 (5d8) acid damage on a failed save, or half as much damage on a successful one.
						 Acid Breath (Recharge 5�6)
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				 Styx Dragon Wyrmling
				 
				
				 Dex +4, Con +4, Wis +2
				 blindsight 10 ft., darkvision 60 ft. passive Perception 12
				 Medium
				 Perception +2, Stealth +6
				 Speed 30 ft., fly 40 ft., swim 60 ft.
				 
				
				 
					 Often found in the top layers of the Lower Planes, these beasts are one of the more dangerous denizens of the infinite river.
					 Serpentine Form
					 Styx dragons look slightly differerent from more commonly known dragons. They have a long, serpentine body with small wings and claws protruding from their elongated necks. They have no legs, instead replaced by a wickedly barbed tail. Their slime-coated scales often range between dark browns and reds.
					 Home on the Waters
					 Immune to the effect of the waters in the River Styx, the styx dragons swim freely across the infinite river's expanse, easily hopping between many of the Lower Planes. They hunt and feed primarily off of fiends but more out of abundance than preference. Any creature with consumable flesh can be marked as prey when catching the attention of a styx dragon.
					 They normally lair deep burrowed tunnels along the banks of the River Styx.
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						 The dragon can breathe air and water.
						 Amphibious
					
					 
						 The dragon automatically succeeds on all saving throws against the effects of the River Styx's waters.
						 Styx Immunity
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						 The target must make a DC 15 dexterity saving throw, and on a failure the target is knocked prone.
						 Rocking the Boat
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						 The merrenoloth uses Fear Gaze once and makes one oar attack.
						 Multiattack
					
					 
						 Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 8 (2d4 + 3) slashing damage.
						 Oar
					
					 
						 The merrenoloth targets one creature it can see within 60 feet of it. The target must succeed on a DC 13 Wisdom saving throw or become frightened for 1 minute. The frightened target can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.
						 Fear Gaze
					
				
				 neutral evil
				 poisoned
				 3
				 acid, poison
				 cold, fire, lightning; bludgeoning, piercing, and slashing from nonmagical attacks
				 (9d8)
				 40
				 
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S\nDuration: 1 hour\nRange: 30 feet\nYou attempt to charm a humanoid you can see within range. It must make a Wisdom saving throw, and does so with advantage if you or your companions are fighting it. If it fails the saving throw, it is charmed by you until the spell ends or until you or your companions do anything harmful to it. The charmed creature regards you as a friendly acquaintance. When the spell ends, the creature knows it was charmed by you. At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, you can target one additional creature for each slot level above 1st. The creatures must be within 30 feet of each other when you target them.
						 Charm Person (At will)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, M (bat fur and a drop of pitch or piece of coal)\nDuration: Concentration, up to 10 minutes\nRange: 60 feet\nMagical darkness spreads from a point you choose within range to fill a 15-foot-radius sphere for the duration. The darkness spreads around corners. A creature with darkvision can't see through this darkness, and nonmagical light can't illuminate it. If the point you choose is on an object you are holding or one that isn't being worn or carried, the darkness emanates from the object and moves with it. Completely covering the source of the darkness with an opaque object, such as a bowl or a helm, blocks the darkness. If any of this spell's area overlaps with an area of light created by a spell of 2nd level or lower, the spell that created the light is dispelled.
						 Darkness (At will)
					
					 
						 Level: 1 (Ritual)\nCasting Time: 1 action\nComponents: V, S\nDuration: Concentration, up to 10 minutes\nRange: Self\nFor the duration, you sense the presence of magic within 30 feet of you. If you sense magic in this way, you can use your action to see a faint aura around any visible creature or object in the area that bears magic, and you learn its school of magic, if any. The spell can penetrate most barriers, but it is blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt.
						 Detect Magic (At will)
					
					 
						 Level: 3\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: 120 feet\nChoose one creature, object, or magical effect within range. Any spell of 3rd level or lower on the target ends. For each spell of 4th level or higher on the target, make an ability check using your spellcasting ability. The DC equals 10 + the spell's level. On a successful check, the spell ends. At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, you automatically end the effects of a spell on the target if the spell's level is equal to or less than the level of the spell slot you used.
						 Dispel Magic (At will)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S, M (a legume seed)\nDuration: Concentration, up to 1 minute\nRange: Self (60-foot line)\nA line of strong wind 60 feet long and 10 feet wide blasts from you in a direction you choose for the spell's duration. Each creature that starts its turn in the line must succeed on a Strength saving throw or be pushed 15 feet away from you in a direction following the line. Any creature in the line must spend 2 feet of movement for every 1 foot it moves when moving closer to you. The gust disperses gas or vapor, and it extinguishes candles, torches, and similar unprotected flames in the area. It causes protected flames, such as those of lanterns, to dance wildly and has a 50 percent chance to extinguish them. As a bonus action on each of your turns before the spell ends, you can change the direction in which the line blasts from you.
						 Gust of Wind (At will)
					
					 
						 Level: 4\nCasting Time: 1 action\nComponents: V, S , M (a drop of water and a pinch of dust)\nDuration: Concentration, up to 10 minutes\nRange: 300 feet\nUntil the spell ends, you control any freestanding water inside an area you choose that is a cube up to 100 feet on a side. You can choose from any of the following effects when you cast this spell. As an action on your turn, you can repeat the same effect or choose a different one. Flood. You cause the water level of all standing water in the area to rise by as much as 20 feet. If the area includes a shore, the flooding water spills over onto dry land. If you choose an area in a large body of water, you instead create a 20-foot tall wave that travels from one side of the area to the other and then crashes down. Any Huge or smaller vehicles in the wave's path are carried with it to the other side. Any Huge or smaller vehicles struck by the wave have a 25 percent chance of capsizing. The water level remains elevated until the spell ends or you choose a different effect. If this effect produced a wave, the wave repeats on the start of your next turn while the flood effect lasts. Part Water. You cause water in the area to move apart and create a trench. The trench extends across the spell's area, and the separated water forms a wall to either side. The trench remains until the spell ends or you choose a different effect. The water then slowly fills in the trench over the course of the next round until the normal water level is restored. Redirect Flow. You cause flowing water in the area to move in a direction you choose, even if the water has to flow over obstacles, up walls, or in other unlikely directions. The water in the area moves as you direct it, but once it moves beyond the spell's area, it resumes its flow based on the terrain conditions. The water continues to move in the direction you chose until the spell ends or you choose a different effect. Whirlpool. This effect requires a body of water at least 50 feet square and 25 feet deep. You cause a whirlpool to form in the center of the area. The whirlpool forms a vortex that is 5 feet wide at the base, up to 50 feet wide at the top, and 25 feet tall. Any creature or object in the water and within 25 feet of the vortex is pulled 10 feet toward it. A creature can swim away from the vortex by making a Strength (Athletics) check against your spell save DC. When a creature enters the vortex for the first time on a turn or starts its turn there, it must make a Strength saving throw. On a failed save, the creature takes 2d8 bludgeoning damage and is caught in the vortex until the spell ends. On a successful save, the creature takes half damage, and isn't caught in the vortex. A creature caught in the vortex can use its action to try to swim away from the vortex as described above, but has disadvantage on the Strength (Athletics) check to do so. The first time each turn that an object enters the vortex, the object takes 2d8 bludgeoning damage; this damage occurs each round it remains in the vortex.
						 Control Water (3/day)
					
					 
						 Level: 8\nCasting Time: 10 minutes\nComponents: V, S, M (burning incense and bits of earth and wood mixed in water)\nDuration: Concentration, up to 8 hours\nRange: Self (5-mile radius)\nYou take control of the weather within 5 miles of you for the duration. You must be outdoors to cast this spell. Moving to a place where you don't have a clear path to the sky ends the spell early. When you cast the spell, you change the current weather conditions, which are determined by the DM based on the climate and season. You can change precipitation, temperature, and wind. It takes 1d4 x 10 minutes for the new conditions to take effect. Once they do so, you can change the conditions again. When the spell ends, the weather gradually returns to normal. When you change the weather conditions, find a current condition on the following tables and change its stage by one, up or down. When changing the wind, you can change its direction. Precipitation Stage Condition 1 Clear 2 Light clouds 3 Overcast or ground fog 4 Rain, hail, or snow 5 Torrential rain, driving hail, or blizzard Temperature Stage Condition 1 Unbearable heat 2 Hot 3 Warm 4 Cool 5 Cold 6 Arctic cold Wind Stage Condition 1 Calm 2 Moderate wind 3 Strong wind 4 Gale 5 Storm
						 Control Weather (1/day)
					
				
				 
					 
						 Any ship a merrenoloth is contracted to captain becomes the creature's lair. When fighting on the ship, the merrenoloth can invoke its ability to take lair actions. On initiative count 20 (losing initiative ties), the merrenoloth can take one lair action to cause one of the following effects; it can't use the same effect two rounds in a row:
						 Options
					
					 
						 The ship regains 22 (4d10) hit points.
						 Heal
					
					 
						 A strong wind propels the ship, increasing its speed by 30 feet until initiative count 20 on the next round.
						 Wind
					
					 
						 The air within 60 feet of the ship is filled with howling wind. Until initiative count 20 on the next round, that area is difficult terrain, and when a Medium or smaller creature flies into that area or starts its turn flying there, it must succeed on a DC 13 Strength saving throw or be knocked prone.
						 Howling Wind
					
				
				 Abyssal, Infernal, telepathy 60 ft.
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				 Varenor
				 
				
				 Dex +5, Int +5
				 blindsight 60 ft., darkvision 60 ft., passive Perception 14
				 Medium
				 History +5, Nature +5, Perception +4, Survival +4
				 30 ft., swim 40 ft.
				 
				
				 
					 Merrenoloth
					 
						  Image: Merrenoloth
					 The grim, gaunt captains of the ferries on the River Styx, merrenoloths have total command of their vessels, ensuring that their passengers reach their destinations safely. Sometimes merrenoloths can be coaxed away from the Lower Planes to captain other vessels, affording those ships and crews the same protection.
					 Whenever a merrenoloth takes on a contract to captain a ship, it bonds with the vehicle to make sure nothing goes awry with it during the journey. A merrenoloth can navigate its ship safely through the worst storms, always stays on course, and never runs afoul of the myriad hazards that can thwart lesser captains.
					 A merrenoloth can hold its own in a fight, but it prefers to avoid combat when possible. In fact, it typically specifies in its contracts that it is under no obligation to fight. A merrenoloth's first duty is always to its vessel.
					 Regional Effects
					 A merrenoloth imbues its vessel with powerful magic that creates one or more of the following effects:
					 
						 The ship doesn't sink even if its hull is breached.
						 The ship always stays on course to the destination the merrenoloth names.
						 Creatures the merrenoloth chooses to take on the ship aren't discomfited by wind or weather, though this effect doesn't protect against damage.
					
					 If the merrenoloth dies, these effects fade over the course of 1d6 hours.
					 Yugoloths
					 Mercenaries that ply their trade throughout the Lower Planes and in other realms, yugoloths have a reputation for effectiveness that is matched only by their desire for ever more wealth. Although yugoloths aren't especially loyal and typically try to exploit every potential loophole in a contract, they undertake any task for which they are hired, no matter how despicable. Yugoloths come in a wide variety of forms, including those described in the  Monster Manual and the six creatures presented here.
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						 The merrenoloth's innate spellcasting ability is Intelligence. It can innately cast the following spells, requiring no material components:\nAt will: charm person, darkness, detect magic, dispel magic, gust of wind\n3/day: control water\n1/day: control weather
						 Innate Spellcasting
					
					 
						 The merrenoloth has advantage on saving throws against spells and other magical effects.
						 Magic Resistance
					
					 
						 The merrenoloth's weapon attacks are magical.
						 Magic Weapons
					
					 
						 As a bonus action, the merrenoloth magically teleports, along with any equipment it is wearing or carrying, up to 60 feet to an unoccupied space it can see.
						 Teleport
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						 The target must make a DC 15 Dexterity saving throw, taking 17 (5d6) cold damage on a failed save and the target takes 3(1d6) cold damage at the start of each of its turns until pulled out of the water.
						 Fall through
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						 The target must make a DC 15 Strength saving throw taking 14 (4d6) cold damage on a failure and half as much damage on a success one
						 Frozen Gust
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						 The merregon makes two halberd attacks, or if an allied fiend of challenge rating 6 or higher is within 60 feet of it, the merregon makes three halberd attacks.
						 Multiattack
					
					 
						 Melee Weapon Attack: +6 to hit, reach 10 ft., one target. Hit: 9 (1d10 + 4) slashing damage.
						 Halberd
					
					 
						 Ranged Weapon Attack: +4 to hit, range 100/400 ft., one target. Hit: 7 (1d10 + 2) piercing damage.
						 Heavy Crossbow
					
				
				 lawful evil
				 frightened, poisoned
				 4
				 fire, poison
				 cold; bludgeoning, piercing, and slashing from nonmagical attacks that aren't silvered
				 (6d8 + 18)
				 45
				 
				
				 
				
				 understands Infernal but can't speak, telepathy 120 ft.
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				 Merregon
				 
					 
						 When another fiend within 5 feet of the merregon is hit by an attack, the merregon causes itself to be hit instead.
						 Loyal Bodyguard
					
				
				 darkvision 60 ft., passive Perception 11
				 Medium
				 30 ft.
				 
				
				 
					 Merregon
					 
						  Image: Merregon
					  Merregons can't speak, and their telepathy is one-to-one. Their orderly ranks are easily confused if you slay their shouting masters.
  -Mordenkainen
					 The souls of fallen soldiers, mercenaries, and bodyguards who served evil without reservation often find everlasting servitude in the Nine Hells as merregons. These faceless foot soldiers are the hells' legionnaires, tasked with protecting the realm and its rulers against intruders.
					   Masks of Uniformity. Merregons have no individuality, and hence no need for faces. Every merregon legionnaire has a metal mask bolted to its head. Markings on the mask indicate the only elements of the wearer's identity that matter: its commander and the layer of the Nine Hells it serves.
					   Fearless Obedience. Because of their unshakable loyalty, merregons form the backbone of many devils' protective retinues. They shrink from no task, no matter how dangerous. Unless ordered to fall back, they retreat from no fight.
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						 Magical darkness doesn't impede the merregon's darkvision.
						 Devil's Sight
					
					 
						 The merregon has advantage on saving throws against spells and other magical effects.
						 Magic Resistance
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						 Ranged Weapon Attack: +6 to hit, range 80/320 ft., one target. Hit: 16 (3d10) lightning damage. In addition, the target and all creatures within 10 feet of the target must make a DC 14 Dexterity saving throw, taking 11 (2d10) cold damage on a failed save or half as much on a successful\none.
						 Cold Fire Strike
					
				
				 0
				 
				
				 
				
				 
				
				 1
				 Cold Fire Strikes
				 
				
				 medium
				 
				
				 
					 
				
				 
				 
				
				 hazard
				 0
			
			 
				 
					 
						 2
						 14
					
					 
						 4
						 18
					
					 
						 3
						 17
					
					 
						 1
						 12
					
					 
						 3
						 16
					
					 
						 2
						 14
					
				
				 15
				 (natural armor)
				 
					 
						 The devil makes three melee attacks: one with its tail and two with its claws. Alternatively, it can use Hurl Flame twice.
						 Multiattack
					
					 
						 Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 6 (1d6 + 3) piercing damage.
						 Claw
					
					 
						 Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 10 (2d6 + 3) piercing damage.
						 Tail
					
					 
						 Ranged Spell Attack: +5 to hit, range 150 ft., one target. Hit: 10 (3d6) fire damage. If the target is a flammable object that isn't being worn or carried, it also catches fire.
						 Hurl Flame
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				 Infernal, telepathy 120 ft.
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				 Str +6, Con +7, Wis +5, Cha +5
				 darkvision 120 ft., passive Perception 18
				 Medium
				 Deception +5, Insight +5, Perception +8
				 30 ft.
				 
				
				 
					 Barbed Devil (Hamatula)
					 
						  Image: Barbed Devil (Hamatula)
					 Creatures of unbridled greed and desire, barbed devils act as guards to the more powerful denizens of the Nine Hells and their vaults. Resembling a tall humanoid covered in sharp barbs, spines, and hooks, a barbed devil has gleaming eyes that are ever watchful for objects and creatures it might claim for itself. These fiends welcome any chance to fight when victory promises reward.
					 Barbed devils are known for an alertness that makes them difficult to surprise, and they attend to their duties without boredom or distraction. They use their sharp claws as weapons or hurl balls of flame at foes that try to flee them.
					 Devils
					 Devils personify tyranny, with a totalitarian society dedicated to the domination of mortal life. The shadow of the Nine Hells of Baator extends far across the multiverse, and Asmodeus, the dark lord of Nessus, strives to subjugate the cosmos to satisfy his thirst for power. To do so, he must continually expand his infernal armies, sending his servants to the mortal realm to corrupt the souls from which new devils are spawned.
					   Lords of Tyranny. Devils live to conquer, enslave, and oppress. They take perverse delight in exercising authority over the weak, and any creature that defies the authority of a devil faces swift and cruel punishment. Every interaction is an opportunity for a devil to display its power, and all devils have a keen understanding of how to use and abuse their power.
					 Devils understand the failings that plague intelligent mortals, and they use that knowledge to lead mortals into temptation and darkness, turning creatures into slaves to their own corruption. Devils on the Material Plane use their influence to manipulate humanoid rulers, whispering evil thoughts, fomenting paranoia, and eventually driving them to tyrannical actions.
					   Obedience and Ambition. In accordance with their lawful alignment, devils obey even when they envy or dislike their superiors, knowing that their obedience will be rewarded. The hierarchy of the Nine Hells depends on this unswerving loyalty, without which that fiendish plane would become as anarchic as the Abyss.
					 At the same time, it is in the nature of devils to scheme, creating in some a desire to rule that eclipses their contentment to be ruled. This singular ambition is strongest among the archdevils whom Asmodeus appoints to rule the nine layers of the Nine Hells. These high-ranking fiends are the only devils to ever sample true power, which they crave like the sweetest ambrosia.
					   Dark Dealers and Soul Mongers. Devils are confined to the Lower Planes, but they can travel beyond those planes by way of portals or powerful summoning magic. They love to strike bargains with mortals seeking to gain some benefit or prize, but a mortal making such a bargain must be wary. Devils are crafty negotiators and positively ruthless at enforcing the terms of an agreement. Moreover, a contract with even the lowliest devil is enforced by Asmodeus's will. Any mortal creature that breaks such a contract instantly forfeits its soul, which is spirited away to the Nine Hells.
					 To own a creature's soul is to have absolute control over that creature, and most devils accept no other currency in exchange for the fiendish power and boons they can provide. A soul is usually forfeited when a mortal dies naturally, for devils are immortal and can wait years for a contract to play out. If a contract allows a devil to claim a mortal's soul before death, it can instantly return to the Nine Hells with the soul in its possession. Only divine intervention can release a soul after a devil has claimed it.
					 The Infernal Hierarchy
					 The Nine Hells has a rigid hierarchy that defines every aspect of its society. Asmodeus is the supreme ruler of all devils, and the only creature in the Nine Hells with the powers of a lesser god. Worshiped as such in the Material Plane, Asmodeus inspires the evil humanoid cults that take his name. In the Nine Hells, he commands scores of pit fiend generals, which in turn command legions of subordinates.
					 A supreme tyrant, a brilliant deceiver, and a master of subtlety, Asmodeus protects his throne by keeping his friends close and his enemies closer. He delegates most matters of rulership to the pit fiends and lesser archdevils that make up the infernal bureaucracy of the Nine Hells, even as he knows that those powerful devils conspire to usurp the Throne of Baator from which he rules. Asmodeus appoints archdevils, and he can strip any member of the infernal hierarchy of rank and status as he likes.
					 If it dies outside the Nine Hells, a devil disappears in a cloud of sulfurous smoke or dissolves into a pool of ichor, instantly returning to its home layer, where it reforms at full strength. Devils that die in the Nine Hells are destroyed forever-a fate that even Asmodeus fears.
					   Archdevils. The archdevils include all the current and deposed rulers of the Nine Hells (see the Layers and Lords of the Nine Hells table), as well as the dukes and duchesses that make up their courts, attend them as advisers, and hope to supplant them. Every archdevil is a unique being with an appearance that reflects its
					 particular evil nature.
					   Greater Devils. The greater devils include the pit fiends, erinyes, horned devils, and ice devils that command lesser devils and attend the archdevils.
					   Lesser Devils. The lesser devils include numerous strains of fiends, including imps, chain devils, spined devils, bearded devils, barbed devils, and bone devils.
					   Lemures. The lowest form of devil, lemures are the twisted and tormented souls of evil and corrupted mortals. A lemure killed in the Nine Hells is only permanently destroyed if it is killed with a blessed weapon or if its shapeless corpse is splashed with holy water before it can return to life.
					   Promotion and Demotion. When the soul of an evil mortal sinks into the Nine Hells, it takes on the physical form of a wretched lemure. Archdevils and greater devils have the power to promote lemures to lesser devils. Archdevils can promote lesser devils to greater devils, and Asmodeus alone can promote a greater devil to archdevil status. This diabolic promotion invokes a brief, painful transformation, with the devil's memories passing intact from one form to the next.
					 Low-level promotions are typically based on need, such as when a pit fiend transforms lemures into imps to gain invisible spies under its command. High-level promotions are almost always based on merit, such as when a bone devil that distinguishes itself in battle is transformed into a horned devil by the archdevil it serves. A devil is seldom promoted more than one step at a time in the hierarchy of infernal forms.
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							 8.
							 horned devil
						
						 
							 9.
							 erinyes
						
						 
							 10.
							 ice devil
						
						 
							 11.
							 pit fiend
						
						 
							  Rank
							  Archdevils
						
						 
							 12.
							 duke or duchess
						
						 
							 13.
							 archduke or archduchess
						
					
					 Demotion is the customary punishment for failure or disobedience among the devils. Archdevils or greater devils can demote a lesser devil to a lemure, which loses all memory of its prior existence. An archdevil can demote a greater devil to lesser devil status, but the demoted devil retains its memories-and might seek vengeance if the severity of the demotion is excessive.
					 No devil can promote or demote another devil that has not sworn fealty to it, preventing rival archdevils from demoting each other's most powerful servants. Since all devils swear fealty to Asmodeus, he can freely demote any other devil, transforming it into whatever infernal form he desires.
					  Devil True Names and Talismans
					 Though devils all have common names, every devil above a lemure in station also has a true name that it keeps secret. A devil can be forced to disclose its true name if charmed, and ancient scrolls and tomes are said to exist that list the true names of certain devils.
					 A mortal who learns a devil's true name can use powerful summoning magic to call the devil from the Nine Hells and bind it into service. Binding can also be accomplished with the help of a devil talisman. Each of these ancient relics is inscribed with the true name of a devil it controls, and was bathed in the blood of a worthy sacrifice-typically someone the creator loved-when crafted.
					 However it is summoned, a devil brought to the Material Plane typically resents being pressed into service. However, the devil seizes every opportunity to corrupt its summoner so that the summoner's soul ends up in the Nine Hells. Only imps are truly content to be summoned, and they easily commit to serving a summoner as a familiar, but they still do their utmost to corrupt those who summon them.
					  Variant: Devil Summoning
					 Some devils can have an action option that allows them to summon other devils.
					 Summon Devil (1/Day). The devil chooses what to summon and attempts a magical summoning.
					 
						 A barbed devil has a 30 percent chance of summoning one barbed devil.
						 A bearded devil has a 30 percent chance of summoning one bearded devil.
						 A bone devil has a 40 percent chance of summoning 2d6 spined devils or one bone devil.
						 An erinyes has a 50 percent chance of summoning 3d6 spined devils, 1d6 bearded devils, or one erinyes.
						 A horned devil has a 30 percent chance of summoning one horned devil.
						 An ice devil has a 60 percent chance of summoning one ice devil.
						 A pit fiend summons 2d4 bearded devils, 1d4 barbed devils, or one erinyes with no chance of failure.
					
					 A summoned devil appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other devils. It remains for 1 minute, until it or its summoner dies, or until its summoner dismisses it as an action.
					  The Nine Hells
					 The Nine Hells are a single plane comprising nine separate layers (see the Layers and Lords of the Nine Hells table). The first eight layers are each ruled by archdevils that answer to the greatest archdevil of all: Asmodeus, the Archduke of Nessus, the ninth layer. To reach the deepest layer of the Nine Hells, one must descend through all eight of the layers above it, in order. The most expeditious means of doing so is the River Styx, which plunges ever deeper as it flows from one layer to the next. Only the most courageous adventurers can withstand the torment and horror of that journey.
					  Layers and Lords of the Nine Hells Layer
					 
						 
							  Layer Name
							  Archduke or Archduchess
							  Previous Rulers
							  Primary Inhabitants
						
						 
							 1
							 Avernus
							 Zariel
							 Bel, Tiamat
							 Erinyes, imps, spined devils
						
						 
							 2
							 Dis
							 Dispater
							 -
							 Bearded devils, erinyes, imps, spined devils
						
						 
							 3
							 Minauros
							 Mammon
							 -
							 Bearded devils, chain devils, imps, spined devils
						
						 
							 4
							 Phlegethos
							 Belial and Fierna
							 -
							 Barbed devils, bone devils, imps, spined devils
						
						 
							 5
							 Stygia
							 Levistus
							 Geryon
							 Bone devils, erinyes, ice devils, imps
						
						 
							 6
							 Malbolge
							 Glasya
							 Malagard, Moloch
							 Barbed devils, bone devils, horned devils, imps
						
						 
							 7
							 Maladomini
							 Baalzebul
							 -
							 Barbed devils, bone devils, horned devils, imps
						
						 
							 8
							 Cania
							 Mephistopheles
							 -
							 Horned devils, ice devils, imps, pit fiends
						
						 
							 9
							 Nessus
							 Asmodeus
							 -
							 All devils
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						 At the start of each of its turns, the barbed devil deals 5 (1d10) piercing damage to any creature grappling it.
						 Barbed Hide
					
					 
						 Magical darkness doesn't impede the devil's darkvision.
						 Devil's Sight
					
					 
						 The devil has advantage on saving throws against spells and other magical effects.
						 Magic Resistance
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						 Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 2 (1d6 - 1) bludgeoning damage, or 3 (1d8 - 1) bludgeoning damage if used with two hands.
						 Quarterstaff
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				 (12d8 + 12)
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				 any four languages
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				 Int +7, Wis +5
				 passive Perception 11
				 Medium
				 Arcana +7, History +7
				 30 ft.
				 
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: 120 feet\nYou hurl a mote of fire at a creature or object within range. Make a ranged spell attack against the target. On a hit, the target takes 1d10 fire damage. A flammable object hit by this spell ignites if it isn't being worn or carried. This spell's damage increases by 1d10 when you reach 5th level (2d10), 11th level (3d10), and 17th level (4d10).
						 Fire Bolt - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, M (a firefly or phosphorescent moss)\nDuration: 1 hour\nRange: Touch\nYou touch one object that is no larger than 10 feet in any dimension. Until the spell ends, the object sheds bright light in a 20-foot radius and dim light for an additional 20 feet. The light can be colored as you like. Completely covering the object with something opaque blocks the light. The spell ends if you cast it again or dismiss it as an action. If you target an object held or worn by a hostile creature, that creature must succeed on a Dexterity saving throw to avoid the spell.
						 Light - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, S\nDuration: Up to 1 hour\nRange: 10 feet\nThis spell is a minor magical trick that novice spellcasters use for practice. You create one of the following magical effects within range: You create an instantaneous, harmless sensory effect, such as a shower of sparks, a puff of wind, faint musical notes, or an odd odor. You instantaneously light or snuff out a candle, a torch, or a small campfire. You instantaneously clean or soil an object no larger than 1 cubic foot. You chill, warm, or flavor up to 1 cubic foot of nonliving material for 1 hour. You make a color, a small mark, or a symbol appear on an object or a surface for 1 hour. You create a nonmagical trinket or an illusory image that can fit in your hand and that lasts until the end of your next turn. If you cast this spell multiple times, you can have up to three of its non-instantaneous effects active at a time, and you can dismiss such an effect as an action.
						 Prestidigitation - Cantrip (At will)
					
					 
						 Level: 0\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: 60 feet\nA frigid beam of blue-white light streaks toward a creature within range. Make a ranged spell attack against the target. On a hit, it takes 1d8 cold damage, and its speed is reduced by 10 feet until the start of your next turn. The spell's damage increases by 1d8 when you reach 5th level (2d8), 11th level (3d8), and 17th level (4d8).
						 Ray of Frost - Cantrip (At will)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: Self (15-foot cone)\nAs you hold your hands with thumbs touching and fingers spread, a thin sheet of flames shoots forth from your outstretched fingertips. Each creature in a 15-foot cone must make a Dexterity saving throw. A creature takes 3d6 fire damage on a failed save, or half as much damage on a successful one. The fire ignites any flammable objects in the area that aren't being worn or carried. At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d6 for each slot level above 1st.
						 Burning Hands - 1st level (4 slots)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S, M (a piece of cured leather)\nDuration: 8 hours\nRange: Touch\nYou touch a willing creature who isn't wearing armor, and a protective magical force surrounds it until the spell ends. The target's base AC becomes 13 + its Dexterity modifier. The spell ends if the target dons armor or if you dismiss the spell as an action.
						 Mage Armor - 1st level (4 slots)
					
					 
						 Level: 1\nCasting Time: 1 action\nComponents: V, S\nDuration: Instantaneous\nRange: 120 feet\nYou create three glowing darts of magical force. Each dart hits a creature of your choice that you can see within range. A dart deals 1d4 + 1 force damage to its target. The darts all strike simultaneously, and you can direct them to hit one creature or several. At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the spell creates one more dart for each slot level above 1st.
						 Magic Missile - 1st level (4 slots)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S\nDuration: 1 minute\nRange: Self\nThree illusory duplicates of yourself appear in your space. Until the spell ends, the duplicates move with you and mimic your actions, shifting position so it's impossible to track which image is real. You can use your action to dismiss the illusory duplicates. Each time a creature targets you with an attack during the spell's duration, roll a d20 to determine whether the attack instead targets one of your duplicates. If you have three duplicates, you must roll a6 or higher to change the attack's target to a duplicate. With two duplicates, you must roll an 8 or higher. With one duplicate, you must roll an 11 or higher. A duplicate's AC equals 10 + your Dexterity modifier. If an attack hits a duplicate, the duplicate is destroyed. A duplicate can be destroyed only by an attack that hits it. It ignores all other damage and effects. The spell ends when all three duplicates are destroyed. A creature is unaffected by this spell if it can't see, if it relies on senses other than sight, such as blindsight, or if it can perceive illusions as false, as with truesight.
						 Mirror Image - 2nd level (3 slots)
					
					 
						 Level: 2\nCasting Time: 1 bonus action\nComponents: V\nDuration: Instantaneous\nRange: Self\nBriefly surrounded by silvery mist, you teleport up to 30 feet to an unoccupied space that you can see.
						 Misty Step - 2nd level (3 slots)
					
					 
						 Level: 2\nCasting Time: 1 action\nComponents: V, S, M (a chip of mica)\nDuration: Instantaneous\nRange: 60 feet\nA sudden loud ringing noise, painfully intense, erupts from a point of your choice within range. Each creature in a 10-foot-radius sphere centered on that point must make a Constitution saving throw. A creature takes 3d8 thunder damage on a failed save, or half as much damage on a successful one. A creature made of inorganic material such as stone, crystal, or metal has disadvantage on this saving throw. A nonmagical object that isn't being worn or carried also takes the damage if it's in the spell's area. At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the damage increases by 1d8 for each slot level above 2nd.
						 Shatter - 2nd level (3 slots)
					
					 
						 Level: 3\nCasting Time: 1 reaction, which you take when you see a creature within 60 feet of you casting a spell\nComponents: S\nDuration: Instantaneous\nRange: 60 feet\nYou attempt to interrupt a creature in the process of casting a spell. If the creature is casting a spell of 3rd level or lower, its spell fails and has no effect. If it is casting a spell of 4th level or higher, make an ability check using your spellcasting ability. The DC equals 10 + the spell's level. On a success, the creature's spell fails and has no effect. At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the interrupted spell has no effect if its level is less than or equal to the level of the spell slot you used.
						 Counterspell - 3rd level (3 slots)
					
					 
						 Level: 3\nCasting Time: 1 action\nComponents: V, S, M (a tiny ball of bat guano and sulfur)\nDuration: Instantaneous\nRange: 150 feet\nA bright streak flashes from your pointing finger to a point you choose within range and then blossoms with a low roar into an explosion of flame. Each creature in a 20-foot-radius sphere centered on that point must make a Dexterity saving throw. A target takes 8d6 fire damage on a failed save, or half as much damage on a successful one. The fire spreads around corners. It ignites flammable objects in the area that aren't being worn or carried. At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the damage increases by 1d6 for each slot level above 3rd.
						 Fireball - 3rd level (3 slots)
					
					 
						 Level: 3\nCasting Time: 1 action\nComponents: V, S, M (a bit of fur and a rod of amber, crystal, or glass)\nDuration: Instantaneous\nRange: Self (100-foot line)\nA stroke of lightning forming a line 100 feet long and 5 feet wide blasts out from you in a direction you choose. Each creature in the line must make a Dexterity saving throw. A creature takes 8d6 lightning damage on a failed save, or half as much damage on a successful one. The lightning ignites flammable objects in the area that aren't being worn or carried. At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the damage increases by 1d6 for each slot level above 3rd.
						 Lightning Bolt - 3rd level (3 slots)
					
					 
						 Level: 4\nCasting Time: 1 action\nComponents: V, S, M (a pinch of dust and a few drops of water)\nDuration: Instantaneous\nRange: 300 feet\nA hail of rock-hard ice pounds to the ground in a 20-foot-radius, 40-foot-high cylinder centered on a point within range. Each creature in the cylinder must make a Dexterity saving throw. A creature takes 2d8 bludgeoning damage and 4d6 cold damage on a failed save, or half as much damage on a successful one. Hailstones turn the storm's area of effect into difficult terrain until the end of your next turn. At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, the bludgeoning damage increases by 1d8 for each slot level above 4th.
						 Ice Storm - 4th level (3 slots)
					
					 
						 Level: 4\nCasting Time: 1 action\nComponents: V, S, M (diamond dust worth 100 gp, which the spell consumes)\nDuration: Concentration, up to 1 hour\nRange: Touch\nThis spell turns the flesh of a willing creature you touch as hard as stone. Until the spell ends, the target has resistance to nonmagical bludgeoning, piercing, and slashing damage.
						 Stoneskin - 4th level (3 slots)
					
					 
						 Level: 5\nCasting Time: 1 action\nComponents: V, S, M (an eggshell and a snake-skin glove)\nDuration: Concentration, up to 1 minute\nRange: 120 feet\nYou create a Large hand of shimmering, translucent force in an unoccupied space that you can see within range. The hand lasts for the spell's duration, and it moves at your command, mimicking the movements of your own hand. The hand is an object that has AC 20 and hit points equal to your hit point maximum. If it drops to 0 hit points, the spell ends. It has a Strength of 26 (+8) and a Dexterity of 10 (+0). The hand doesn't fill its space. When you cast the spell and as a bonus action on your subsequent turns, you can move the hand up to 60 feet and then cause one of the following effects with it. Clenched Fist. The hand strikes one creature or object within 5 feet of it. Make a melee spell attack for the hand using your game statistics. On a hit, the target takes 4d8 force damage. Forceful Hand. The hand attempts to push a creature within 5 feet of it in a direction you choose. Make a check with the hand's Strength contested by the Strength (Athletics) check of the target. If the target is Medium or smaller, you have advantage on the check. If you succeed, the hand pushes the target up to 5 feet plus a number of feet equal to five times your spellcasting ability modifier. The hand moves with the target to remain within 5 feet of it. Grasping Hand. The hand attempts to grapple a Huge or smaller creature within 5 feet of it. You use the hand's Strength score to resolve the grapple. If the target is Medium or smaller, you have advantage on the check. While the hand is grappling the target, you can use a bonus action to have the hand crush it. When you do so, the target takes bludgeoning damage equal to 2d6 + your spellcasting ability modifier. Interposing Hand. The hand interposes itself between you and a creature you choose until you give the hand a different command. The hand moves to stay between you and the target, providing you with half cover against the target. The target can't move through the hand's space if its Strength score is less than or equal to the hand's Strength score. If its Strength score is higher than the hand's Strength score, the target can move toward you through the hand's space, but that space is difficult terrain for the target. At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, the damage from the clenched fist option increases by 2d8 and the damage from the grasping hand increases by 2d6 for each slot level above 5th.
						 Bigby's Hand - 5th level (2 slots)
					
					 
						 Level: 5\nCasting Time: 1 action\nComponents: V, S, M (a small crystal or glass cone)\nDuration: Instantaneous\nRange: Self (60-foot cone)\nA blast of cold air erupts from your hands. Each creature in a 60-foot cone must make a Constitution saving throw. A creature takes 8d8 cold damage on a failed save, or half as much damage on a successful one. A creature killed by this spell becomes a frozen statue until it thaws. At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, the damage increases by 1d8 for each slot level above 5th.
						 Cone of Cold - 5th level (2 slots)
					
					 
						 Level: 6\nCasting Time: 1 action\nComponents: V, S, M (a bit of fur; a piece of amber, glass, or a crystal rod; and three silver pins)\nDuration: Instantaneous\nRange: 150 feet\nYou create a bolt of lightning that arcs toward a target of your choice that you can see within range. Three bolts then leap from that target to as many as three other targets, each of which must be within 30 feet of the first target. A target can be a creature or an object and can be targeted by only one of the bolts. A target must make a Dexterity saving throw. The target takes 10d8 lightning damage on a failed save, or half as much damage on a successful one. At Higher Levels. When you cast this spell using a spell slot of 7th level or higher, one additional bolt leaps from the first target to another target for each slot level above 6th.
						 Chain Lightning - 6th level (1 slot)
					
					 
						 Level: 6\nCasting Time: 1 action\nComponents: V, S, M (a small piece of quartz)\nDuration: Concentration, up to 10 minutes\nRange: 120 feet\nYou create a wall of ice on a solid surface within range. You can form it into a hemispherical dome or a sphere with a radius of up to 10 feet, or you can shape a flat surface made up of ten 10-foot-square panels. Each panel must be contiguous with another panel. In any form, the wall is 1 foot thick and lasts for the duration. If the wall cuts through a creature's space when it appears, the creature within its area is pushed to one side of the wall and must make a Dexterity saving throw. On a failed save, the creature takes 10d6 cold damage, or half as much damage on a successful save. The wall is an object that can be damaged and thus breached. It has AC 12 and 30 hit points per 10-foot section, and it is vulnerable to fire damage. Reducing a 10-foot section of wall to 0 hit points destroys it and leaves behind a sheet of frigid air in the space the wall occupied. A creature moving through the sheet of frigid air for the first time on a turn must make a Constitution saving throw. That creature takes 5d6 cold damage on a failed save, or half as much damage on a successful one. At Higher Levels. When you cast this spell using a spell slot of 7th level or higher, the damage the wall deals when it appears increases by 2d6, and the damage from passing through the sheet of frigid air increases by 1d6, for each slot level above 6th.
						 Wall of Ice - 6th level (1 slot)
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					 Evoker
					 
						 Alrina
					
					 Evokers are specialist wizards who harness magical energy and elemental forces to destroy. Many tend to be hotheaded and aggressive. Others are cold and reserved, unleashing their power at just the right moment to exploit an opponent's weakness.
				
				 tokens/evoker.png@DD Volos Guide to Monsters
				 
					 
						 The evoker is a 12th-level spellcaster. Its spellcasting ability is Intelligence. The evoker has the following wizard spells prepared: \nCantrips (at will): fire bolt, light, prestidigitation, ray of frost \n1st level (4 slots): burning hands, mage armor, magic missile \n2nd level (3 slots): mirror image, misty step, shatter \n3rd level (3 slots): counterspell, fireball, lightning bolt \n4th level (3 slots): ice storm, stoneskin \n5th level (2 slots): Bigby's hand, cone of cold \n6th level (1 slot): chain lightning, wall of ice
						 Spellcasting
					
					 
						 The following are evocation spells in the above list: fire bolt, light, ray of frost, burning hands, magic missile, shatter, fireball, lightning bolt, ice storm, Bigby's hand, cone of cold, chain lightning, wall of ice.
						 Evocation spell
					
					 
						 When the evoker casts an evocation spell that forces other creatures it can see to make a saving throw, it can choose a number of them equal to 1 + the spell's level. These creatures automatically succeed on their saving throws against the spell. If a successful save means a chosen creature would take half damage from the spell, it instead takes no damage from it.
						 Sculpt Spells
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						 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.
						 Sting (Bite in Beast Form)
					
					 
						 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.
						 Invisibility
					
				
				 lawful evil
				 poisoned
				 1
				 fire, poison
				 cold; bludgeoning, piercing, and slashing from nonmagical attacks that aren't silvered
				 (3d4 + 3)
				 10
				 Infernal, Common
				 1
				 Imp
				 darkvision 120 ft., passive Perception 11
				 Tiny
				 Deception +4, Insight +3, Persuasion +4, Stealth +5
				 20 ft., fly 40 ft.
				 
					 Imp
					 
						  Image: Imp
					 Imps are found throughout the Lower Planes, either running errands for their infernal masters, spying on rivals, or misleading and waylaying mortals. An imp will proudly serve an evil master of any kind, but it can't be relied on to carry out tasks with any speed or efficiency.
					 An imp can assume animal form at will, but in its natural state it resembles a diminutive red-skinned humanoid with a barbed tail, small horns, and leathery wings. It strikes while invisible, attacking with its poison stinger.
					  Variant: Imp Familiar
					 Imps can be found in the service to mortal spellcasters, acting as advisors, spies, and familiars. An imp urges its master to acts of evil, knowing the mortal's soul is a prize the imp might ultimately claim. Imps display an unusual loyalty to their masters, and an imp can be quite dangerous if its master is threatened. Some such imps have the following trait.
					   Familiar. The imp can enter into a contract to serve another creature as a familiar, forming a telepathic bond with its willing master. While the two are bonded, the master can sense what the imp senses as long as they are within 1 mile of each other. While the imp is within 10 feet of its master, the master shares the imp's Magic Resistance trait. If its master violates the terms of the contract, the imp can end its service as a familiar, ending the telepathic bond.
					 Devils
					 Devils personify tyranny, with a totalitarian society dedicated to the domination of mortal life. The shadow of the Nine Hells of Baator extends far across the multiverse, and Asmodeus, the dark lord of Nessus, strives to subjugate the cosmos to satisfy his thirst for power. To do so, he must continually expand his infernal armies, sending his servants to the mortal realm to corrupt the souls from which new devils are spawned.
					   Lords of Tyranny. Devils live to conquer, enslave, and oppress. They take perverse delight in exercising authority over the weak, and any creature that defies the authority of a devil faces swift and cruel punishment. Every interaction is an opportunity for a devil to display its power, and all devils have a keen understanding of how to use and abuse their power.
					 Devils understand the failings that plague intelligent mortals, and they use that knowledge to lead mortals into temptation and darkness, turning creatures into slaves to their own corruption. Devils on the Material Plane use their influence to manipulate humanoid rulers, whispering evil thoughts, fomenting paranoia, and eventually driving them to tyrannical actions.
					   Obedience and Ambition. In accordance with their lawful alignment, devils obey even when they envy or dislike their superiors, knowing that their obedience will be rewarded. The hierarchy of the Nine Hells depends on this unswerving loyalty, without which that fiendish plane would become as anarchic as the Abyss.
					 At the same time, it is in the nature of devils to scheme, creating in some a desire to rule that eclipses their contentment to be ruled. This singular ambition is strongest among the archdevils whom Asmodeus appoints to rule the nine layers of the Nine Hells. These high-ranking fiends are the only devils to ever sample true power, which they crave like the sweetest ambrosia.
					   Dark Dealers and Soul Mongers. Devils are confined to the Lower Planes, but they can travel beyond those planes by way of portals or powerful summoning magic. They love to strike bargains with mortals seeking to gain some benefit or prize, but a mortal making such a bargain must be wary. Devils are crafty negotiators and positively ruthless at enforcing the terms of an agreement. Moreover, a contract with even the lowliest devil is enforced by Asmodeus's will. Any mortal creature that breaks such a contract instantly forfeits its soul, which is spirited away to the Nine Hells.
					 To own a creature's soul is to have absolute control over that creature, and most devils accept no other currency in exchange for the fiendish power and boons they can provide. A soul is usually forfeited when a mortal dies naturally, for devils are immortal and can wait years for a contract to play out. If a contract allows a devil to claim a mortal's soul before death, it can instantly return to the Nine Hells with the soul in its possession. Only divine intervention can release a soul after a devil has claimed it.
					 The Infernal Hierarchy
					 The Nine Hells has a rigid hierarchy that defines every aspect of its society. Asmodeus is the supreme ruler of all devils, and the only creature in the Nine Hells with the powers of a lesser god. Worshiped as such in the Material Plane, Asmodeus inspires the evil humanoid cults that take his name. In the Nine Hells, he commands scores of pit fiend generals, which in turn command legions of subordinates.
					 A supreme tyrant, a brilliant deceiver, and a master of subtlety, Asmodeus protects his throne by keeping his friends close and his enemies closer. He delegates most matters of rulership to the pit fiends and lesser archdevils that make up the infernal bureaucracy of the Nine Hells, even as he knows that those powerful devils conspire to usurp the Throne of Baator from which he rules. Asmodeus appoints archdevils, and he can strip any member of the infernal hierarchy of rank and status as he likes.
					 If it dies outside the Nine Hells, a devil disappears in a cloud of sulfurous smoke or dissolves into a pool of ichor, instantly returning to its home layer, where it reforms at full strength. Devils that die in the Nine Hells are destroyed forever-a fate that even Asmodeus fears.
					   Archdevils. The archdevils include all the current and deposed rulers of the Nine Hells (see the Layers and Lords of the Nine Hells table), as well as the dukes and duchesses that make up their courts, attend them as advisers, and hope to supplant them. Every archdevil is a unique being with an appearance that reflects its
					 particular evil nature.
					   Greater Devils. The greater devils include the pit fiends, erinyes, horned devils, and ice devils that command lesser devils and attend the archdevils.
					   Lesser Devils. The lesser devils include numerous strains of fiends, including imps, chain devils, spined
					 devils, bearded devils, barbed devils, and bone devils.
					   Lemures. The lowest form of devil, lemures are the twisted and tormented souls of evil and corrupted mortals. A lemure killed in the Nine Hells is only permanently destroyed if it is killed with a blessed weapon or if its shapeless corpse is splashed with holy water before it can return to life.
					   Promotion and Demotion. When the soul of an evil mortal sinks into the Nine Hells, it takes on the physical form of a wretched lemure. Archdevils and greater devils have the power to promote lemures to lesser devils. Archdevils can promote lesser devils to greater devils, and Asmodeus alone can promote a greater devil to archdevil status. This diabolic promotion invokes a brief, painful transformation, with the devil's memories passing intact from one form to the next.
					 Low-level promotions are typically based on need, such as when a pit fiend transforms lemures into imps to gain invisible spies under its command. High-level promotions are almost always based on merit, such as when a bone devil that distinguishes itself in battle is transformed into a horned devil by the archdevil it serves. A devil is seldom promoted more than one step at a time in the hierarchy of infernal forms.
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							 erinyes
						
						 
							 10.
							 ice devil
						
						 
							 11.
							 pit fiend
						
						 
							  Rank
							  Archdevils
						
						 
							 12.
							 duke or duchess
						
						 
							 13.
							 archduke or archduchess
						
					
					 Demotion is the customary punishment for failure or disobedience among the devils. Archdevils or greater devils can demote a lesser devil to a lemure, which loses all memory of its prior existence. An archdevil can demote a greater devil to lesser devil status, but the demoted devil retains its memories-and might seek vengeance if the severity of the demotion is excessive.
					 No devil can promote or demote another devil that has not sworn fealty to it, preventing rival archdevils from demoting each other's most powerful servants. Since all devils swear fealty to Asmodeus, he can freely demote any other devil, transforming it into whatever infernal form he desires.
					  Devil True Names and Talismans
					 Though devils all have common names, every devil above a lemure in station also has a true name that it keeps secret. A devil can be forced to disclose its true name if charmed, and ancient scrolls and tomes are said to exist that list the true names of certain devils.
					 A mortal who learns a devil's true name can use powerful summoning magic to call the devil from the Nine Hells and bind it into service. Binding can also be accomplished with the help of a devil talisman. Each of these ancient relics is inscribed with the true name of a devil it controls, and was bathed in the blood of a worthy sacrifice-typically someone the creator loved-when crafted.
					 However it is summoned, a devil brought to the Material Plane typically resents being pressed into service. However, the devil seizes every opportunity to corrupt its summoner so that the summoner's soul ends up in the Nine Hells. Only imps are truly content to be summoned, and they easily commit to serving a summoner as a familiar, but they still do their utmost to corrupt those who summon them.
					  Variant: Devil Summoning
					 Some devils can have an action option that allows them to summon other devils.
					 Summon Devil (1/Day). The devil chooses what to summon and attempts a magical summoning.
					 
						 A barbed devil has a 30 percent chance of summoning one barbed devil.
						 A bearded devil has a 30 percent chance of summoning one bearded devil.
						 A bone devil has a 40 percent chance of summoning 2d6 spined devils or one bone devil.
						 An erinyes has a 50 percent chance of summoning 3d6 spined devils, 1d6 bearded devils, or one erinyes.
						 A horned devil has a 30 percent chance of summoning one horned devil.
						 An ice devil has a 60 percent chance of summoning one ice devil.
						 A pit fiend summons 2d4 bearded devils, 1d4 barbed devils, or one erinyes with no chance of failure.
					
					 A summoned devil appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other devils. It remains for 1 minute, until it or its summoner dies, or until its summoner dismisses it as an action.
					  The Nine Hells
					 The Nine Hells are a single plane comprising nine separate layers (see the Layers and Lords of the Nine Hells table). The first eight layers are each ruled by archdevils that answer to the greatest archdevil of all: Asmodeus, the Archduke of Nessus, the ninth layer. To reach the deepest layer of the Nine Hells, one must descend through all eight of the layers above it, in order. The most expeditious means of doing so is the River Styx, which plunges ever deeper as it flows from one layer to the next. Only the most courageous adventurers can withstand the torment and horror of that journey.
					  Layers and Lords of the Nine Hells Layer
					 
						 
							  Layer Name
							  Archduke or Archduchess
							  Previous Rulers
							  Primary Inhabitants
						
						 
							 1
							 Avernus
							 Zariel
							 Bel, Tiamat
							 Erinyes, imps, spined devils
						
						 
							 2
							 Dis
							 Dispater
							 -
							 Bearded devils, erinyes, imps, spined devils
						
						 
							 3
							 Minauros
							 Mammon
							 -
							 Bearded devils, chain devils, imps, spined devils
						
						 
							 4
							 Phlegethos
							 Belial and Fierna
							 -
							 Barbed devils, bone devils, imps, spined devils
						
						 
							 5
							 Stygia
							 Levistus
							 Geryon
							 Bone devils, erinyes, ice devils, imps
						
						 
							 6
							 Malbolge
							 Glasya
							 Malagard, Moloch
							 Barbed devils, bone devils, horned devils, imps
						
						 
							 7
							 Maladomini
							 Baalzebul
							 -
							 Barbed devils, bone devils, horned devils, imps
						
						 
							 8
							 Cania
							 Mephistopheles
							 -
							 Horned devils, ice devils, imps, pit fiends
						
						 
							 9
							 Nessus
							 Asmodeus
							 -
							 All devils
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						 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.
						 Shapechanger
					
					 
						 Magical darkness doesn't impede the imp's darkvision.
						 Devil's Sight
					
					 
						 The imp has advantage on saving throws against spells and other magical effects.
						 Magic Resistance
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						 Target takes 10 (3d6) necrotic damage if fails to enter correct sequence.
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				 (studded leather)
				 
					 
						 The assassin makes two shortsword attacks.
						 Multiattack
					
					 
						 Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 6 (1d6 + 3) piercing damage, and the target must make a DC 15 Constitution saving throw, taking 24 (7d6) poison damage on a failed save, or half as much damage on a successful one.
						 Shortsword
					
					 
						 Ranged Weapon Attack: +6 to hit, range 80/320 ft., one target. Hit: 7 (1d8 + 3) piercing damage, and the target must make a DC 15 Constitution saving throw, taking 24 (7d6) poison damage on a failed save, or half as much damage on a successful one.
						 Light Crossbow
					
				
				 lawful evil
				 8
				 poison
				 (12d8 + 24)
				 78
				 
				
				 
				
				 Thieves' cant plus any two languages
				 
				
				 1
				 Thiefling Assassin
				 
				
				 Dex +6, Int +4
				 passive Perception 13
				 Medium
				 Acrobatics +6, Deception +3, Perception +3, Stealth +9
				 30 ft.
				 
				
				 
					 
						 Trained in the use of poison, assassins are remorseless killers who work for nobles, guildmasters, sovereigns, and anyone else who can afford them.
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						 During its first turn, the assassin has advantage on attack rolls against any creature that hasn't taken a turn. Any hit the assassin scores against a surprised creature is a critical hit.
						 Assassinate
					
					 
						 If the assassin is subjected to an effect that allows it to make a Dexterity saving throw to take only half damage, the assassin instead takes no damage if it succeeds on the saving throw, and only half damage if it fails.
						 Evasion
					
					 
						 The assassin deals an extra 14 (4d6) damage when it hits a target with a weapon attack and has advantage on the attack roll, or when the target is within 5 feet of an ally of the assassin that isn't incapacitated and the assassin doesn't have disadvantage on the attack roll.
						 Sneak Attack (1/Turn)
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						 The marilith makes seven attacks: six with its longswords and one with its tail.
						 Multiattack
					
					 
						 Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 13 (2d8 + 4) slashing damage.
						 Longsword
					
					 
						 Melee Weapon Attack: +9 to hit, reach 10 ft., one creature. Hit: 15 (2d10 + 4) bludgeoning damage. If the target is Medium or smaller, it is grappled (escape DC 19). Until this grapple ends, the target is restrained, the marilith can automatically hit the target with its tail, and the marilith can't make tail attacks against other targets.
						 Tail
					
					 
						 The marilith magically teleports, along with any equipment it is wearing or carrying, up to 120 feet to an unoccupied space it can see.
						 Teleport
					
				
				 chaotic evil
				 poisoned
				 16
				 poison
				 cold, fire, lightning; bludgeoning, piercing, and slashing from nonmagical attacks
				 (18d10 + 9 0)
				 189
				 
				
				 
				
				 Abyssal, telepathy 120 ft.
				 
				
				 1
				 Nafaska
				 
					 
						 The marilith adds 5 to its AC against one melee attack that would hit it. To do so, the marilith must see the attacker and be wielding a melee weapon.
						 Parry
					
				
				 Str +9, Con +10, Wis +8, Cha +10
				 truesight 120 ft., passive Perception 13
				 Large
				 40 ft.
				 
				
				 
					 Marilith
					 
						  Image: Marilith
					 Terrible to behold, a marilith has the lower body of a great serpent and the upper torso of a humanoid female with six arms. Wielding a wicked blade in each of its six hands, a marilith is a devastating foe that few can match in battle.
					 These demons possess keen minds and a finely honed sense of tactics, and they are able to lead and unite other demons in common cause. Mariliths are often encountered as captains at the head of a demonic horde, where they embrace any opportunity to rush headlong into battle.
					 Demons
					 Spawned in the Infinite Layers of the Abyss, demons are the embodiment of chaos and evil-engines of destruction barely contained in monstrous form. Possessing no compassion, empathy, or mercy, they exist only to destroy.
					   Spawn of Chaos. The Abyss creates demons as extensions of itself, spontaneously forming fiends out of filth and carnage. Some are unique monstrosities, while others represent uniform strains virtually identical teach other. Other demons (such as manes) are created from mortal souls shunned or cursed by the gods, or which are otherwise trapped in the Abyss.
					   Capricious Elevation. Demons respect power and power alone. A greater demon commands shrieking mobs of lesser demons because it can destroy any lesser demon that dares to refuse its commands. A demon's status grows with the blood it spills; the more enemies that fall before it, the greater it becomes.
					 A demon might spawn as a manes, then become a dretch, and eventually transform to a vrock after untold time spent fighting and surviving in the Abyss. Such elevations are rare, however, for most demons are destroyed before they attain significant power. The greatest of those that do survive make up the ranks of the demon lords that threaten to tear the Abyss apart with their endless warring.
					 By expending considerable magical power, demon lords can raise lesser demons into greater forms, though such promotions never stem from a demon's deeds or accomplishments. Rather, a demon lord might warp a manes into a quasit when it needs an invisible spy, or turn an army of dretches into hezrous when marching against a rival lord. Demon lords only rarely elevate demons to the highest ranks, fearful of inadvertently creating rivals to their own power.
					   Abyssal Invasions. Wherever they wander across the Abyss, demons search for portals to the other planes. They crave the chance to slip free of their native realm and spread their dark influence across the multiverse, undoing the works of the gods, tearing down civilizations, and reducing the cosmos to despair and ruin.
					 Some of the darkest legends of the mortal realm are built around the destruction wrought by demons set loose in the world. As such, even nations embroiled in bitter conflict will set their differences aside to help contain an outbreak of demons, or to seal off abyssal breaches before these fiends can break free.
					   Signs of Corruption. Demons carry the stain of abyssal corruption with them, and their mere presence changes the world for the worse. Plants wither and die in areas where abyssal breaches and demons appear. Animals shun the sites where a demon has made a kill. The site of a demonic infestation might be fouled by a stench that never abates, by areas of bitter cold or burning heat, or by permanent shadows that mark the places where these fiends lingered.
					   Eternal Evil. Outside the Abyss, death is a minor nuisance that no demon fears. Mundane weapons can't stop these fiends, and many demons are resistant to the energy of the most potent spells. When a lucky hero manages to drop a demon in combat, the fiend dissolves into foul ichor. It then instantly reforms in the Abyss, its mind and essence intact even as its hatred is inflamed.
					 The only way to truly destroy a demon is to seek it in the Abyss and kill it there.
					   Protected Essence. A powerful demon can take steps to safeguard its life essence, using secret methods and abyssal metals to create an amulet into which part of that essence is ceded. If the demon's abyssal form is ever destroyed, the amulet allows the fiend to reform at a time and place of its choosing.
					 Obtaining a demonic amulet is a dangerous enterprise, and simply seeking such a device risks drawing the attention of the demon that created it. A creature possessing a demonic amulet can exact favors from the demon whose life essence the amulet holds- or inflict great pain if the fiend resists. If an amulet is destroyed, the demon that created it is trapped in the Abyss for a year and a day.
					   Demonic Cults. Despite the dark risks involved in dealing with fiends, the mortal realm is filled with creatures that covet demonic power. Demon lords manipulate these mortal servants into performing ever greater acts of depravity, furthering the demon lord's ambitions in exchange for magic and other boons. However, a demon regards any mortals in its service as tools to use and then discard at its whim, consigning their mortal souls to the Abyss.
					   Demon Summoning. Few acts are as dangerous as summoning a demon, and even mages who bargain freely with devils fear the fiends of the Abyss. Though demons yearn to sow chaos on the Material Plane, they show no gratitude when brought there, raging against their prisons and demanding release.
					 Those who would risk summoning a demon might do so to wrest information from it, press it into service, or send it on a mission that only a creature of absolute evil can complete. Preparation is key, and experienced summoners know the specific spells and magic items that can force a demon to bend to another's will. If a single mistake is made, a demon that breaks free shows no mercy as it makes its summoner the first victim of its wrath.
					   Bound Demons. The Book of Vile Darkness, the Black Scrolls of Ahm, and the Demonomicon of Iggwilvare the foremost authorities on demonic matters. These ancient tomes describe techniques that can trap the essence of a demon on the Material Plane, placing it within a weapon, idol, or piece of jewelry and preventing the fiend's return to the Abyss.
					 An object that binds a demon must be specially prepared with unholy incantations and innocent blood. It radiates a palpable evil, chilling and fouling the air around it. A creature that handles such an object experiences unsettling dreams and wicked impulses, but is able to control the demon whose essence is trapped within the object. Destroying the object frees the demon, which immediately seeks revenge against its binder.
					   Demonic Possession. No matter how secure its bindings, a powerful demon often finds a way to escape an object that holds it. When a demonic essence emerges from its container, it can possess a mortal host. Sometimes a fiend employs stealth to hide a successful possession. Other times, it unleashes the full brunt of its fiendish drives through its new form.
					 As long as the demon remains in possession of its host, the soul of that host is in danger of being dragged to the Abyss with the demon if it is exorcised from the flesh, or if the host dies. If a demon possesses a creature and the object binding the demon is destroyed, the possession lasts until powerful magic is used to drive the demonic spirit out of its host.
					 Demon Lords
					 The chaotic power of the Abyss rewards demons of particular ruthlessness and ingenuity with a dark blessing, transforming them into unique fiends whose power can rival the gods. These demon lords rule through cunning or brute force, hoping to one day claim the prize of absolute control over all the Abyss.
					   Reward for Outsiders. Although most demon lords rise up from the vast and uncountable mobs of demons rampaging across the Abyss, the plane also rewards outsiders that conquer any of its infinite layers. The elven goddess Lolth became a demon lord after Corellon Larethian cast her into the Abyss for betraying elvenkind. Sages claim that the Dark Prince Graz'zt originated on some other plane before stealing his abyssal title from another long-forgotten demon lord.
					   Power and Control. The greatest sign of a demon lord's power is its ability to reshape an abyssal realm. A layer of the Abyss controlled by a demon lord becomes a twisted reflection of that fiend's vile personality, and demon lords seldom leave their realms for fear of allowing another creature to reshape and seize it.
					 As with other demons, a demon lord that dies on another plane has its essence return to the Abyss, where it reforms into a new body. Likewise, a demon lord that dies in the Abyss is permanently destroyed. Most demon lords keep a portion of their essence safely stored away to prevent such a fate.
					  Baphomet
					 The demon lord Baphomet, also known as the Horned King and the Prince of Beasts, rules over minotaurs and other savage creatures. If he had his way, civilization would crumble and all races would embrace their base animal savagery.
					 The Prince of Beasts appears as a huge, black-furred minotaur with iron horns, red eyes, and a blood-soaked mouth. His iron crown is topped with the rotting heads of his enemies, while his dark armor is set with spikes and skull-like serrations. He carries a huge glaive named Heartcleaver, but often hurls it into the fray so as to face his enemies with horns and hooves.
					  Demogorgon
					 The Sibilant Beast and the self-styled Prince of Demons, Demogorgon yearns for nothing less than undoing the order of the multiverse. An insane assemblage of features and drives, the Prince of Demons inspires fear and hatred among other demons and demon lords.
					 Demogorgon towers three times the height of a human, his body as sinuous as a snake's and as powerful as a great ape's. Suckered tentacles take the place of his arms. His saurian lower torso ends in webbed and clawed feet, and a forked tail whose whip-like tips are armed with cruel blades. The Prince of Demons has two baleful baboon heads, both of them mad. It is only the conflict between the two halves of his dual nature that keeps the demon lord's ambitions in check.
					  Graz'zt
					 The demon lord Graz'zt appears as a darkly handsome figure nearly nine feet tall. Those who refer to the Dark Prince as the most humanoid of the demon lords vastly underestimate the capacity for evil in his scheming heart.
					 Graz'zt is a striking physical specimen, whose demonic nature shows in his ebon skin, pointed ears, yellow fangs, crown of horns, and six-fingered hands. He delights in finery, pageantry, and sating his decadent desires with subjects and consorts alike, among whom incubi and succubi are often his favorites.
					  Juiblex
					 The demon lord of slimes and oozes, Juiblex is a stew of noxious fluids that lurks in the abyssal depths. The wretched Faceless Lord cares nothing for cultists or mortal servants, and its sole desire is to turn all creatures into formless copies of its horrid self.
					 In its resting state, Juiblex spreads out in a noxious mass, bubbling and filling the air with a profound stench. On the rare occasions when creatures confront the demon lord, Juiblex draws itself up into a shuddering cone of slime striated with veins of black and green. Baleful red eyes swim within its gelatinous body, while dripping pseudopods of ooze lash out hungrily at any creature they can reach.
					  Lolth
					 The Demon Queen of Spiders is the evil matron of the drow. Her every thought is touched by malice, and the depth of her viciousness can surprise even her most faithful priestesses. She directs her faithful while she weaves plots across the worlds of the Material Plane, looking forward to the time when her drow followers bring those worlds under her control.
					 Lolth appears as a lithe, imperious drow matriarch when she manifests to her followers in the mortal realm, which she does with unusual frequency. When battle breaks out-or if she has a reason to remind her followers to fear her-Lolth's lower body transforms into that of a huge demonic spider, whose spike-tipped legs and mandibles tear foes apart.
					  Orcus
					 Known as the Demon Prince of Undeath and the Blood Lord, the demon lord Orcus is worshiped by the undead and by living creatures that channel the power of undeath. A brooding and nihilistic entity, Orcus yearns to make the multiverse a place of death and darkness, forever unchanging except by his will.
					 The Demon Prince of Undeath is a foul and corpulent creature, with a humanoid torso, powerful goat legs, and the desiccated head of a ram. His sore-ridden body stinks of disease, but his decaying head and glowing red eyes are as a creature already dead. Great black bat wings sprout from his back, stirring reeking air as he moves.
					 Orcus wields a malevolent artifact known as the Wand of Orcus, a mace-like rod of obsidian topped by a humanoid skull. He surrounds himself with undead, and living creatures not under his control are anathema to him.
					  Yeenoghu
					 Known as the Gnoll Lord and the Beast of Butchery, the demon lord Yeenoghu hungers for slaughter and senseless destruction. Gnolls are his mortal instruments, and he drives them to ever-greater atrocities in his name. Delighting in sorrow and hopelessness, the Gnoll Lord yearns to turn the world into a wasteland in which the last surviving gnolls tear each other apart for the right to feast upon the dead.
					 Yeenoghu appears as a huge, scarred gnoll with a spiky crest of black spines, and eyes that burn with emerald flame. His armor is a patchwork of shields and breastplates claimed from fallen foes, and decorated by those foes' flayed skins. Yeenoghu can summon a triple flail he calls the Butcher, which he wields to deadly effect or wills to fly independently into battle as he tears foes apart with teeth and claws.
					  Other Demon Lords
					 No one knows the full number of demon lords that rage in the Abyss. Given the infinite depths of that plane, powerful demons constantly rise to become demon lords, then fall almost as quickly. Among the demon lords whose power has endured long enough for demonologists to name them are Fraz-Urb'luu, the Prince of Deception; Kostchtchie, the Prince of Wrath; Pazuzu, Prince of the Lower Aerial Kingdoms; and Zuggtmoy, Lady of Fungi. Demon Types Demonologists organize the chaotic distribution of demons into broad categories of power known as types. Most demons fit into one of six major types, with the weakest categorized as Type 1 and the strongest as Type 6. Demons outside the six main types are categorized as minor demons and demon lords.
					  Demons by Type Type
					 
						 
							  Type
							  Examples
						
						 
							 1
							 barlgura, shadow demon, vrock
						
						 
							 2
							 chasme, hezrou
						
						 
							 3
							 glabrezu, yochlol
						
						 
							 4
							 nalfeshnee
						
						 
							 5
							 marilith
						
						 
							 6
							 balor, goristro
						
					
					 Demon True Names
					 Though demons all have common names, every demon lord and every demon of type 1 through 6 has a true name that it keeps secret. A demon can be forced to disclose its true name if charmed, and ancient scrolls and tomes are said to exist that list the true names of the most powerful demons.
					 A mortal who learns a demon's true name can use powerful summoning magic to call the demon from the Abyss and exercise some measure of control over it. However, most demons brought to the Material Plane in this manner do everything in their power to wreak havoc or sow discord and strife.
					  Variant: Demon Summoning
					 Some demons can have an action option that allows them to summon other demons. Summon Demon (1/Day). The demon chooses what to summon and attempts a magical summoning.
					 
						 A balor has a 50 percent chance of summoning 1d8 vrocks, 1d6 hezrous, 1d4 glabrezus, 1d3 nalfeshnees, 1d2 mariliths, or one goristro.
						 A barlgura has a 30 percent chance of summoning one barlgura.
						 A chasme has a 30 percent chance of summoning one chasme.
						 A glabrezu has a 30 percent chance of summoning 1d3 vrocks, 1d2 hezrous, or one glabrezu.
						 A hezrou has a 30 percent chance of summoning 2d6 dretches or one hezrou.
						 A marilith has a 50 percent chance of summoning 1d6 vrocks, 1d4 hezrous, 1d3 glabrezus, 1d2 nalfeshnees, or one marilith.
						 A nalfeshnee has a 50 percent chance of summoning 1d4 vrocks, 1d3 hezrous, 1d2 glabrezus, or one nalfeshnee.
						 A vrock has a 30 percent chance of summoning 2d4 dretches or one vrock.
						 A yochlol has a 50 percent chance of summoning one yochlol.
					
					 A summoned demon appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other demons. It remains for 1 minute, until it or its summoner dies, or until its summoner dismisses it as an action.
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						 The marilith has advantage on saving throws against spells and other magical effects.
						 Magic Resistance
					
					 
						 The marilith's weapon attacks are magical.
						 Magic Weapons
					
					 
						 The marilith can take one reaction on every turn in a combat.
						 Reactive
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				 (plate)
				 
					 
						 The erinyes makes three attacks.
						 Multiattack
					
					 
						 Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 8 (1d8 + 4) slashing damage, or 9 (1d10 + 4) slashing damage if used with two hands, + 13 (3d8) poison damage.
						 Longsword
					
					 
						 Ranged Weapon Attack: +7 to hit, range 150/600 ft., one target. Hit: 7 (1d8 + 3) piercing damage + 13 (3d8) poison damage, and the target must succeed on a DC 14 Constitution saving throw or be poisoned. The poison lasts until it is removed by the lesser restoration spell or similar magic.
						 Longbow
					
				
				 lawful evil
				 poisoned
				 12
				 fire, poison
				 cold; bludgeoning, piercing, and slashing from nonmagical attacks that aren't silvered
				 (18d8 + 72)
				 153
				 
				
				 
				
				 Infernal, telepathy 120 ft.
				 
				
				 1
				 Teravene
				 
					 
						 The erinyes adds 4 to its AC against one melee attack that would hit it. To do so, the erinyes must see the attacker and be wielding a melee weapon.
						 Parry
					
				
				 Dex +7, Con +8, Wis +6, Cha +8
				 truesight 120 ft., passive Perception 12
				 Medium
				 30 ft., fly 60 ft.
				 
				
				 
					 Erinyes
					 
						  Image: Erinyes
					 The most beautiful and striking of all lesser and greater devils, the erinyes are fierce and disciplined warriors. Sweeping down from the skies, they bring swift death to creatures that have wronged their masters or defied the edicts of Asmodeus. The erinyes appear as male or female humanoids with statuesque builds and large feathery wings. Most wear stylized armor and horned helms, and carry exquisite swords and bows. A few also use ropes of entanglement to ensnare powerful foes.
					 Legends tell that the first erinyes were angels that fell from the Upper Planes because of temptation or misdeed. Erinyes are always willing to take advantage of being mistaken for celestials in their missions of conquest and corruption.
					  Variant: Rope of Entanglement Some erinyes carry a   rope of entanglement  (detailed in the Dungeon Master's Guide). When such an erinyes uses its Multiattack, the erinyes can use the rope in place of two of the attacks.
					 Devils
					 Devils personify tyranny, with a totalitarian society dedicated to the domination of mortal life. The shadow of the Nine Hells of Baator extends far across the multiverse, and Asmodeus, the dark lord of Nessus, strives to subjugate the cosmos to satisfy his thirst for power. To do so, he must continually expand his infernal armies, sending his servants to the mortal realm to corrupt the souls from which new devils are spawned.
					   Lords of Tyranny. Devils live to conquer, enslave, and oppress. They take perverse delight in exercising authority over the weak, and any creature that defies the authority of a devil faces swift and cruel punishment. Every interaction is an opportunity for a devil to display its power, and all devils have a keen understanding of how to use and abuse their power.
					 Devils understand the failings that plague intelligent mortals, and they use that knowledge to lead mortals into temptation and darkness, turning creatures into slaves to their own corruption. Devils on the Material Plane use their influence to manipulate humanoid rulers, whispering evil thoughts, fomenting paranoia, and eventually driving them to tyrannical actions.
					   Obedience and Ambition. In accordance with their lawful alignment, devils obey even when they envy or dislike their superiors, knowing that their obedience will be rewarded. The hierarchy of the Nine Hells depends on this unswerving loyalty, without which that fiendish plane would become as anarchic as the Abyss.
					 At the same time, it is in the nature of devils to scheme, creating in some a desire to rule that eclipses their contentment to be ruled. This singular ambition is strongest among the archdevils whom Asmodeus appoints to rule the nine layers of the Nine Hells. These high-ranking fiends are the only devils to ever sample true power, which they crave like the sweetest ambrosia.
					   Dark Dealers and Soul Mongers. Devils are confined to the Lower Planes, but they can travel beyond those planes by way of portals or powerful summoning magic. They love to strike bargains with mortals seeking to gain some benefit or prize, but a mortal making such a bargain must be wary. Devils are crafty negotiators and positively ruthless at enforcing the terms of an agreement. Moreover, a contract with even the lowliest devil is enforced by Asmodeus's will. Any mortal creature that breaks such a contract instantly forfeits its soul, which is spirited away to the Nine Hells.
					 To own a creature's soul is to have absolute control over that creature, and most devils accept no other currency in exchange for the fiendish power and boons they can provide. A soul is usually forfeited when a mortal dies naturally, for devils are immortal and can wait years for a contract to play out. If a contract allows a devil to claim a mortal's soul before death, it can instantly return to the Nine Hells with the soul in its possession. Only divine intervention can release a soul after a devil has claimed it.
					 The Infernal Hierarchy
					 The Nine Hells has a rigid hierarchy that defines every aspect of its society. Asmodeus is the supreme ruler of all devils, and the only creature in the Nine Hells with the powers of a lesser god. Worshiped as such in the Material Plane, Asmodeus inspires the evil humanoid cults that take his name. In the Nine Hells, he commands scores of pit fiend generals, which in turn command legions of subordinates.
					 A supreme tyrant, a brilliant deceiver, and a master of subtlety, Asmodeus protects his throne by keeping his friends close and his enemies closer. He delegates most matters of rulership to the pit fiends and lesser archdevils that make up the infernal bureaucracy of the Nine Hells, even as he knows that those powerful devils conspire to usurp the Throne of Baator from which he rules. Asmodeus appoints archdevils, and he can strip any member of the infernal hierarchy of rank and status as he likes.
					 If it dies outside the Nine Hells, a devil disappears in a cloud of sulfurous smoke or dissolves into a pool of ichor, instantly returning to its home layer, where it reforms at full strength. Devils that die in the Nine Hells are destroyed forever-a fate that even Asmodeus fears.
					   Archdevils. The archdevils include all the current and deposed rulers of the Nine Hells (see the Layers and Lords of the Nine Hells table), as well as the dukes and duchesses that make up their courts, attend them as advisers, and hope to supplant them. Every archdevil is a unique being with an appearance that reflects its
					 particular evil nature.
					   Greater Devils. The greater devils include the pit fiends, erinyes, horned devils, and ice devils that command lesser devils and attend the archdevils.
					   Lesser Devils. The lesser devils include numerous strains of fiends, including imps, chain devils, spined
					 devils, bearded devils, barbed devils, and bone devils.
					   Lemures. The lowest form of devil, lemures are the twisted and tormented souls of evil and corrupted mortals. A lemure killed in the Nine Hells is only permanently destroyed if it is killed with a blessed weapon or if its shapeless corpse is splashed with holy water before it can return to life.
					   Promotion and Demotion. When the soul of an evil mortal sinks into the Nine Hells, it takes on the physical form of a wretched lemure. Archdevils and greater devils have the power to promote lemures to lesser devils. Archdevils can promote lesser devils to greater devils, and Asmodeus alone can promote a greater devil to archdevil status. This diabolic promotion invokes a brief, painful transformation, with the devil's memories passing intact from one form to the next.
					 Low-level promotions are typically based on need, such as when a pit fiend transforms lemures into imps to gain invisible spies under its command. High-level promotions are almost always based on merit, such as when a bone devil that distinguishes itself in battle is transformed into a horned devil by the archdevil it serves. A devil is seldom promoted more than one step at a time in the hierarchy of infernal forms.
					  Infernal Hierarchy
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					 Demotion is the customary punishment for failure or disobedience among the devils. Archdevils or greater devils can demote a lesser devil to a lemure, which loses all memory of its prior existence. An archdevil can demote a greater devil to lesser devil status, but the demoted devil retains its memories-and might seek vengeance if the severity of the demotion is excessive.
					 No devil can promote or demote another devil that has not sworn fealty to it, preventing rival archdevils from demoting each other's most powerful servants. Since all devils swear fealty to Asmodeus, he can freely demote any other devil, transforming it into whatever infernal form he desires.
					  Devil True Names and Talismans
					 Though devils all have common names, every devil above a lemure in station also has a true name that it keeps secret. A devil can be forced to disclose its true name if charmed, and ancient scrolls and tomes are said to exist that list the true names of certain devils.
					 A mortal who learns a devil's true name can use powerful summoning magic to call the devil from the Nine Hells and bind it into service. Binding can also be accomplished with the help of a devil talisman. Each of these ancient relics is inscribed with the true name of a devil it controls, and was bathed in the blood of a worthy sacrifice-typically someone the creator loved-when crafted.
					 However it is summoned, a devil brought to the Material Plane typically resents being pressed into service. However, the devil seizes every opportunity to corrupt its summoner so that the summoner's soul ends up in the Nine Hells. Only imps are truly content to be summoned, and they easily commit to serving a summoner as a familiar, but they still do their utmost to corrupt those who summon them.
					  Variant: Devil Summoning
					 Some devils can have an action option that allows them to summon other devils.
					 Summon Devil (1/Day). The devil chooses what to summon and attempts a magical summoning.
					 
						 A barbed devil has a 30 percent chance of summoning one barbed devil.
						 A bearded devil has a 30 percent chance of summoning one bearded devil.
						 A bone devil has a 40 percent chance of summoning 2d6 spined devils or one bone devil.
						 An erinyes has a 50 percent chance of summoning 3d6 spined devils, 1d6 bearded devils, or one erinyes.
						 A horned devil has a 30 percent chance of summoning one horned devil.
						 An ice devil has a 60 percent chance of summoning one ice devil.
						 A pit fiend summons 2d4 bearded devils, 1d4 barbed devils, or one erinyes with no chance of failure.
					
					 A summoned devil appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other devils. It remains for 1 minute, until it or its summoner dies, or until its summoner dismisses it as an action.
					  The Nine Hells
					 The Nine Hells are a single plane comprising nine separate layers (see the Layers and Lords of the Nine Hells table). The first eight layers are each ruled by archdevils that answer to the greatest archdevil of all: Asmodeus, the Archduke of Nessus, the ninth layer. To reach the deepest layer of the Nine Hells, one must descend through all eight of the layers above it, in order. The most expeditious means of doing so is the River Styx, which plunges ever deeper as it flows from one layer to the next. Only the most courageous adventurers can withstand the torment and horror of that journey.
					  Layers and Lords of the Nine Hells Layer
					 
						 
							  Layer Name
							  Archduke or Archduchess
							  Previous Rulers
							  Primary Inhabitants
						
						 
							 1
							 Avernus
							 Zariel
							 Bel, Tiamat
							 Erinyes, imps, spined devils
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							 Dis
							 Dispater
							 -
							 Bearded devils, erinyes, imps, spined devils
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							 Minauros
							 Mammon
							 -
							 Bearded devils, chain devils, imps, spined devils
						
						 
							 4
							 Phlegethos
							 Belial and Fierna
							 -
							 Barbed devils, bone devils, imps, spined devils
						
						 
							 5
							 Stygia
							 Levistus
							 Geryon
							 Bone devils, erinyes, ice devils, imps
						
						 
							 6
							 Malbolge
							 Glasya
							 Malagard, Moloch
							 Barbed devils, bone devils, horned devils, imps
						
						 
							 7
							 Maladomini
							 Baalzebul
							 -
							 Barbed devils, bone devils, horned devils, imps
						
						 
							 8
							 Cania
							 Mephistopheles
							 -
							 Horned devils, ice devils, imps, pit fiends
						
						 
							 9
							 Nessus
							 Asmodeus
							 -
							 All devils
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						 The erinyes's weapon attacks are magical and deal an extra 13 (3d8) poison damage on a hit (included in the attacks).
						 Hellish Weapons
					
					 
						 The erinyes has advantage on saving throws against spells and other magical effects.
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						 The target must make a DC 13 Wisdom saving throw or taking 7 (2d6) psychic damage on a failure. Check whenever the ship takes damage.
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						 The Vallanee makes three attacks: one with its catapult and two with its ballistae.
						 Multiattack
					
					 
						 Ranged Weapon Attack: +8 to hit, range 500/1500 ft., one target. Hit: 13 (2d10 + 3) bludgeoning damage.
						 Ballista
					
					 
						 Ranged Weapon Attack: +8 to hit, range 800/2400 ft., one target. Hit: 16 (3d8 + 3) bludgeoning damage.
						 Catapult
					
					 
						 The Vallanee launches a fiery beam in a 90-foot line that is 5 feet wide. Each creature or vessel in that line must make a DC 16 Dexterity saving throw, taking 45 (10d8) fire damage on a failed save, or half as much damage on a successful one.
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							 You have resistance to cold damage type while wearing this ring
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						 Ring of Cold Resistance
						 Gold Ring
						 A delicately made gold ring with a tourmaline setting.
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							 Description
							 
								  Image: Elemental Gems
								  Spell: Conjure Elemental
							 This gem contains a mote of elemental energy. When you use an action to break the gem, an elemental is summoned as if you had cast the  conjure elemental spell, and the gem's magic is lost. The type of gem determines the elemental summoned by the spell.
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									 Fire elemental
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									 Water elemental
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						 Elemental Gem (water)
						 A sparkling gem
						 A crystal clear gem which, when you look into it, seems to contain a mote of something bright deep inside its core.
						 Magic
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						 Wondrous Item
						 0.1
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							 Description
							 You regain 4d4 + 4 hit points when you drink this potion. The potion's red liquid glimmers when agitated.
							  Potion Notes
							 Drinking or administering a potion takes an action.
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						 Potion of Greater Healing
						 Potion
						 A vial of red liquid that shimmers when agitated.
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							 Description
							 
								  Image: Circlet of Blasting
								  Spell: Scorching Ray
							 While wearing this circlet, you can use an action to cast the  scorching ray spell with it. When you make the spell's attacks, you do so with an attack bonus of +5. The circlet can't be used this way again until the next dawn.
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						 Circlet of Blasting
						 Headband
						 Made of gold this circlet has a stylised sun symbol set with a large cut stone at its centre.
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							 Description
							 While holding this shield, you have advantage on initiative rolls and Wisdom (Perception) checks. The shield is emblazoned with a symbol of an eye.
							  Shield Notes
							 A shield is made from wood or metal and is carried in one hand. Wielding a shield increases your Armor Class by 2. You can benefit from only one shield at a time.
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						 Sentinel Shield
						 Shield
						 The symbol of an eye is emblazoned on this finely made shield.
						 Magic
						 Uncommon
						 
							 
								 
									 
									 
								
								 Sentinel Shield
							
							 
								 
									 
									 
								
								 Shield
							
						
						 -
						 -
						 Shield
						 Armor
						 6
					
				
				 1
				 3.07 Shield
				 
				
			
			 
				 
					 
						 0
						 PP
					
					 
						 0
						 GP
					
					 
						 0
						 EP
					
					 
						 0
						 SP
					
					 
						 0
						 CP
					
				
				 
					 
						 501 - 5,000 gp
						 1
						 
							 Description
							 You regain 8d4 + 8 hit points when you drink this potion. The potion's red liquid glimmers when agitated.
							  Potion Notes
							 Drinking or administering a potion takes an action.
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						 Potion of Superior Healing
						 Potion
						 A vial of red liquid that shimmers when agitated.
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							 Description
							 
								  Image: Dragon Scale Mail
							 Dragon scale mail is made of the scales of one kind of dragon. Sometimes dragons collect their cast-off scales and gift them to humanoids. Other times, hunters carefully skin and preserve the hide of a dead dragon. In either case, dragon scale mail is highly valued.
							 While wearing this armor, you gain a +1 bonus to AC, you have advantage on saving throws against the Frightful Presence and breath weapons of dragons, and you have resistance to one damage type that is determined by the kind of dragon that provided the scales (see the table).
							 Additionally, you can focus your senses as an action to magically discern the distance and direction to the closest dragon within 30 miles of you that is of the same type as the armor. This special action can't be used again until the next dawn.
							 
								  Table: Dragon Scale Mail
							  Scale Mail Notes
							 Medium armor offers more protection than light armor, but it also impairs movement more. If you wear medium armor, you add your Dexterity modifier, to a maximum of +2, to the base number from your armor type to determine your Armor Class.
							 This armor consists of a coat and leggings (and perhaps a separate skirt) of leather covered with overlapping pieces of metal, much like the scales of a fish. The suit includes gauntlets.
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						 Dragon Scale Mail
						 Scale Mail
						 Small scales of non metallic material sewn in an overlapping pattern onto fine leather. There is definitely something special about this armor.
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						 Very Rare (Requires Attunement)
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							 Description
							 
								  Image: Boots of the Winterlands
							 These furred boots are snug and feel quite warm. While you wear them, you gain the following benefits:
							 
								 You have resistance to cold damage.
								 You ignore difficult terrain created by ice or snow.
								 You can tolerate temperatures as low as -50 degrees Fahrenheit without any additional protection. If you wear heavy clothes, you can tolerate temperatures as low as -100 degrees Fahrenheit.
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						 Boots of the Winterlands
						 Boots
						 Made of fine leather and lined with the softest of furs these knee length boots look very comfortable and warm.
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							 Description
							 
								  Image: Boots of Speed
							 While you wear these boots, you can use a bonus action and click the boots' heels together. If you do, the boots double your walking speed, and any creature that makes an opportunity attack against you has disadvantage on the attack roll. If you click your heels together again, you end the effect.
							 When the boots' property has been used for a total of 10 minutes, the magic ceases to function until you finish a long rest.
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						 Boots of Speed
						 Boots
						 Care and attention to detail has gone into the making of these fine boots. Some stylized runes, depicting various creatures in motion, decorate the upper leathers.
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						 Rare (Requires Attunement)
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