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CHAPTER 1

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

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

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

This chapter covers the following topics.

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

+ Demonic Physiology: A study of demonic form
and function,
Demonic Ascension: The driving force behind
every demon's thirst for power and destruction.

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

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

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

Mechanics and Options: A demon-themed
campaign arc, a skill challenge for disrupt-

ing a powerful cult ritual, and demonic traps
and hazards useful for running demon-themed
adventur
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DeMoONICc PHYSIOLOGY

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

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

Boby, SouL, AND ANIMUS

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

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

ANATOMY AND HABITS

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










DEATH VORTEX
The demon's body twists and tears into a vicious
whirlwind.

Trigger: The demon drops to 0 hit points.

Attack (No Action): Close burst 3 (creatures in burst); level + 3 vs,
Fortitude

Hit: The demon pulls the target 2 squares.

Effect: The burst become a zone until the end of the demon's
next turn. Any creature that starts its turn within the zone
is pulled 2 squares toward the demon’s former space and is
slowed until the end of its next turn. Any creature that starts
or ends its turn within the zone takes 5 necrotic damage
per tier.

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

TRiIGGERED ACTIONS

‘Demon Inside =

Trigger: The demon drops to 0 hit polnts.

Effect (No Action): A lesser demon erupts from the corpse of
the fallen demon at the start of the fallen demon’s next turn,
The lesser demon has the fallen demon’s speed, defenses,
basic attacks, and ability scores, but it is otherwise treated
as a minion,

DissO1LVING VAPORS

The demon dissolves into a cloud of noxious vapor.

< Dissolving Vapors (acid)
Trigger: The demon drops to 0 hlt points.
Attack (No Action): Close burst 2 (creatures In burst); level + 2
vs. Fortitude
Hit: Ongoing 5 acid damage per tier (save ends).

FINAL SPEW

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

<~ FinalSpew (poson)
Trigger: The demon drops to 0 hlt points.
Attack (No Action): Close blast 3 (creatures in blast); level + 2
vs. Fortitude
Hit: The target is blinded until the end of its next turn and
takes ongoing 5 poison damage per tler (save ends).

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

CYncamsb Acion = Siee e o]
< Unstable Ice (cold)

Trigger: The demon drops to 0 hit points.

Effect (No Action): The demon turns into a pillar of ice that
occupies the demon’s space and is blocking terrain. If a living
creature ends its turn adjacent to the pillar, the pillar makes
the following attack.

Attack (No Action): Close burst 1 (creatures in burst); level + 5
vs. AC

Hit: 1d6 damage per tier and 5 cold damage per tier, and the
pillar pushes the target 3 squares. The pillar and the demon
are destroyed, and the area of the burst becomes difficult ter-
rain until the end of the encounter.
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CHAPTER 3

* DeEMONS

THE RAW chaos of the Abyss spawns demons
whose full number can never be known. Their
forms are as varied as their powers, but demons
share a singular thirst for destruction and mortal
blood. Some demons are representative of great
abyssal hordes, dwelling in that realm in incalcula-
ble numbers. Others are called into being to wreak
havoc in the planes or in the world, then t

never seen again.

Demons are drawn to the mortal realm like
carrion creatures to a corpse, exulting in the destruc-
tion of the living world whose spirit and beauty is
the antithesis of their own realm of evil and chaos.
Demonologists have long labored to record the full
roll of these creatures, and worldly adventurers know
the names of the most common demons long before
they have mastered the power necessary to challenge
them. The demons cataloged in the Monster Manual
represent only a fraction of the horrors the Abyss has
spawned.

This chapter presents more than seventy new
demons and demon lords, ready to challenge adven-

turers from the beginning of the heroic tier to the
height of any epic tier campaign. Any of the creatures
presented here can be modified with the suggestions
about replacing variable resistance on pages 30-31.

4+ Abyssal Demons: From the stealthy abyssal scav-
enger to the mighty zythar; from the lowly mane
to the unstoppable mahataa, these new demons
epitomize the horrors of the Abyss.

Demons of the World: All demons are capable of
carrying their madness out of the Abyss, but crea-
tures such as abyssal scavengers, demon spawn,
ixitxachitls, incubi, nabassus, and wendigos are
found more often in the mortal world than in their
native realm.

Demon Lords: This chapter presents statistics

and backgrounds for five demon lords—
Kostchtchie, Oublivae, Pazuzu, Phraxas,

and Zuggtmoy.
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Guardian Demon Soul Drinker Level 26 Soldier

Large elemental humanoid (demon] XP 9,000 J:
HP 241; Bloodied 120 Initiative +23 =
AC 42, Fortitude 39, Reflex 37, Will 37 Perception +26 =
Speed 6, teleport 4 Darkvision =
Immune sleep, stun Z
TrAITS <

£} Soul Drinker’s Presence 4 Aura 1
Any enemy that ends its turn within the aura is marked until the
end of the soul drinker's next turn.
All-Around Vision
Enemies can't gain combat advantage by flanking the soul
drinker.
STANDARD ACTIONS
() Tentacle + At-Will
Regquirement: The soul drinker must not have two creatures
grabbed.
Attack: Melee 3 (one creature); +31 vs. AC
Hit: 6d8 + 7 damage.
} Tentacle Seize 4 At-Will
Requirement: The soul drinker must not have two creatures
grabbed.
Attack: Melee 3 (one creature); +31 vs. AC
Hit: 6d8 + 7 damage, and the soul drinker pulls the target 1
square. If the target ends that movement adjacent to the soul
drinker, the soul drinker grabs the target. The target takes a -4
penalty to attempts to escape the grab.
« Fearsome Gaze (fear, psychic) 4 Recharge when first bloodied
Attack: Close blast 5 (enemies in blast); +29 vs. Will
Hit: 4d10 + 12 psychic damage, and the target s pulled 4
uares and immobilized (save ends).

yUAR

Tentacle Drain (necrotic) 4 At-Will (1/round)
Requirement: The soul drinker must be bloodied.
Effect: The soul drinker sustains a grab. The grabbed creature
takes 2d8 + B necrotic damage, and the soul drinker can make

a saving throw aiainst one effect that a save can end.

4 Soul-Drain Parry 4 At-Will

Requirement: The soul drinker must be bloodied.

Trigger: A creature marked by the soul drinker makes an attack
that does not include the soul drinker.

Attack (immediate Reaction): Melee 2 (triggering creature); +29
vs. Fortitude

Hit: The target loses a healing surge, and the soul drinker gains
1 action point. The soul drinker can have only 1 action point
at a time.

Variable Resistance 4 3/Encounter

Trigger: The soul drinker takes acid, cold, fire, lightning, or thun-
der damage,

Effect (Free Action): The soul drinker gains resist 10 to the trig-
gering damage type until the end of the encounter or until it
uses variable resistance again.

Skills Athletics +28, Intimidate +19

Str30(+23) Dex 27 (+21) Wis 26 (+21)
Con 25 (+20) Int 19 (+17) Cha 12 (+14)
Alignment chaoticevil Languages Abyssal, Common
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MALGODEMON

THESE MONSTROUS ENFORCERS are said to be forged of
abyssal stone and raw fury, serving demons and mor-
tals alike as mindless muscle.

LORE

Arcana DC 23: Malgodemons are slow-witted
and servile, but their legendary greed makes them
poor allies. A malgodemon offered a bribe is likely to
abandon its master unless another less easily swayed
ally is on hand to violently remind it of its allegiance.

MALGODEMON THUG

A malgodemon thug’s thirst for violence is equaled
only by its inability to tell friend from foe.

Level 13 B
Large elemental humanoid (demon) XpP
HP 143; Bloodied 71 Initiative +7
AC 25, Fortitude 26, Reflex 23, Will 24 Perception +8
Speed 8,fly 6 Low-light vision

Malgodemon Thug

Attack: Melee 2 (one creature); +18 vs. AC
Hit: 2d10 + 7 damage.
} Flinging Claw 4 AtWill
Attack: Melee 2 (one creature); +18 vs. AC
Hit: 2d10 + 10 damage, and the malgodemon slides the target 2
squares and knocks it prone. If the target ends this movement
adjacent to one or more of its allies, the malgodemon makes a
secondary attack.
Secondary Attack: Close burst 1 centered on the primary target
(allies of primary target in burst); +16 vs. Fortitude
Hit: 1d10 damagg, and the secondary target falls_prone.
} Shake Down # Recharge [ii] :
Requirement: The malgodemon must not have a creature
grabbed.
Attack: Melee 2 (one creature); +18 vs, AC
Hit: 3d10 + 10 damage, and the malgodemon grabs the target.
While the malgodemon has the target grabbed, the target is
restrained.
Aftereffect: When the grab ends, the target falls prone and takes

10 da maﬁ.

Stone’s Endurance 4 Encounter

Trigger: The malgodemon s first bloodied.

Effect (Free Action): The malgodemon gains 40 temporary hit
points.

Trigger: The malgodemon takes acid, cold, fire, Ilghtning. or
thunder damage.

Effect (Free Action): The malgodemon gains resist 10 to the trig-
gering damage type until the end of the encounter or until it
uses variable resistance again.

Skills Athletics +17, Intimidate +11
Str22(+12) Dex 13 (+7) Wis 15 (+8)

Con 19 (+10) Int 8 (+5) Cha 10 (+6)
Alignment chaoticevil Languages Abyssal

MO

DF

ENCOUNTERS

Raavastas (see Manual of the Planes, page 136) make
extensive use of malgodemons as muscle, but team
them with quasits or mezzodemons to keep them
in check.

MALGODEMON THUGS IN COMBAT
A thug sends foes flying with its brutal assault, then
quickly finishes off prone targets.
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NABASSU

WHERE THE ABYSS CONNECTS to the mortal world,
explorers and sages inevitably seek out the illicit
power of that plane. Nabassu demons depend on
this thirst for knowledge and power. Peering
through the gates of the Plain of a Thousand
Portals and into the natural world, nabas-
sus strike out at explorers, sages, or hapless
bystanders who venture too near those
accursed passages into the Abyss.

LoORE

Arcana DC 27: When Orcus was first cor-
rupted by the Abyss, so too were a number of
his elemental servants. A flight of nabassu
gargoyles loyal to the former primordial were
twisted into horrific forms and infused with
a fraction of their lord’s necrotic power. In
this way, the nabassus were some of the first
demons to be born.

These demons thirsted for the destruc-
tion of living things and became obsessed
with finding a means to escape the eternal
vortex, They yearned to enter the mortal
realm, whose races would feed them as
they wrought the destruction that would
glorify their master. On the Plain of a
Thousand Portals, nabassus discovered
the means to achieve their goal. Lurking
in and around the many portals of that
layer, these demons were further cor-
rupted, becoming imbued with portal
energy and attuned to the connection
between the Abyss and the mortal realm.

In the aftermath of the Blood War, the
number of nabassus lurking in Pazunia has grown.

These portal demons cross over into the mortal world ENCOUNTERS

with greater frequency than any others of their kind. Nabassus can be found haunting any of the multi-
They are feral hunters stalking the doorways between tude of passageways and portals between the Abyss
the Abyss, the world, and beyond. and the world. They ally with any other demons
See “Door Guardians and Nabassus,” page 86, for or creatures that promise not to get in the way of
more nabassu lore. the slaughter they seek. Nabassus remain strongly

devoted to Orcus, however. When they are found far
from the portals that give them power, they are typi-
cally in the company of undead and other demons
serving their dark master.
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Monster
Abyssal Scavenger

Mane
Ixitxachit] Demon Ray

Ixitxachitl Priest
Rutterkin Foot Soldier

Demon Spawn Adept

Wendigo Manhunter

Lesser Fire Demon

Guardian Demon Abomination

Incubus

Jovoc
Arachnid Horror
Scion of Zuggtmoy Overgrowth

Scion of Zuggtmoy Infector
Bulezau

Scion of Juiblex Sludge Dredge
Scion of Zuggtmay Spore Lord
Derghodemon

Spawn of Juiblex Ooze Horror
Tomb Demon Constrictor

Blood Demon
Malgodemon Thug

Spawn of Juiblex Plague Hurler
Piscodemon
Wendigo Soulcatcher

Yagnodemon

Hydrodemon
Ruin Demon

Rageborn Frosthurler
Zovvut
Rageborn Barbclaw

Mezzodemon Sycophant
Fire Demon
Rageborn Ambusher

NEW MONSTERS

Every monster in the book appears on this list, which is sorted alphabetically by level and monster role. Monster
leaders are indicated with an (L).

Level and Role
2 Skirmisher (L)

3 Minion Brute
3 Skirmisher

5 Controller (L)
6 Soldier

8 Artillery (L)
8 Lurker
8 Skirmisher
8 Soldier

9 Lurker

10 Skirmisher
10 Minion Soldier
10 Soldier

L1 Artillery

11 Brute

11 Minion Brute
12 Skirmisher
12 Elite Soldier
12 Soldier

12 Soldier

13 Brule
13 Brute

14 Artillery
14 Controller (L)
14 Controller

15 Soldier

16 Skirmisher
16 Skirmisher

17 Artillery
17 Skirmisher
17 Soldier

18 Minion Soldier (L)
18 Elite Skirmisher
18 Skirmisher

Page
102

124
119

119
141

110
152
113

114
118

121
109
142

143
107

149
143
111
148
150

105
125

149
136
153

154

117
140

138
155
139

90
113
139

Monster
Rageborn Horror
Mavawhan

Shaadee
Nabassu

Groom Guardian
Armanite Lancer
Haures

Quarrak

Archdegog Kaugothirn
Jarrlak

Zugglmoy

City Corruptor (Evanissu)

Shemeshka

Nabassu Deathwing

Seszrath
Bonegouge Assassin
Ferrolith

Wendigo Primal Spirit
Demogorgon Fury Cultist
Voracalith

Zythar

Guardian Demon Soul Drinker
Sibriex Chain Master

Sibriex Spawn

Sibriex Flesh Cralter

Mahataa

Oublivae
Ancient Abyssal Wurm

Kosichichie
Baernaloth Vizier
Phraxas

Pazuzu
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Level and Role
19 Brute
19 Skirmisher

20 Controller

20 Lurker

20 Minion Skirmisher
20 Soldier

20 Soldier

21 Skirmisher

22 Elite Controller (L)
22 Controller

22 Solo Controller

22 Skirmisher

23 Elite Controller
23 Skirmisher

24 Brute
24 Lurker
24 Soldier

25 Artillery
25 Brute
25 Brule

26 Artillery

26 Soldier

26 Elite Soldier
28 Minion Brute
28 Elite Controller
28 Lurker

30 Solo Controller
30 Elite Skirmisher

31 Solo Brute
31 Minion Lurker
31 Solo Controller (L)

33 Solo Skirmisher

Page
139
127

145
129

o4
104
116

137

91
120

156

108

92
129

144
106
112

153
151
158
115
146
147

147
124

130
103

122
135
134

132
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LET LOOSE THE

HORDES©*
TMEABYSS

Deep within the Elemental Chaos, a vast and wicked
maelstrom known as the Abyss disgorges hordes of demons
eager to ravage unsuspecting worlds. Their numbers defy
(117 imagining, and their appetite for destruction is insatiable.

.'.‘

Is there anyone or anything capable of withstanding

the onslaught?

Demonomicon™ presents the definitive treatise on demons
and their vile masters, the demon lords. Whether you're
looking to introduce demons into your Dunceons &
Dracons® campaign world or plunge your heroes into the
heart of the Abyss, this book has something for you, including
new monsters, demonic monster themes, summoning and
banishment rules for demons, demonic traps and hazards,
and encounters.
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