
Domain of the Damned

I
n the Nine Hells, most Demon Lords are simply that -

lords. They rule over their own layer of Hell with an

iron fist, but have little cosmic importance. Some,

however, are more powerful than others, and some of

those are powerful enough even to be on a level with

the gods themselves. Asmodeus, the ruler of the Nine

Hells, is one such figure. His power rivals the divine,

and his schemes stretch far wider and deeper than any

others. Tiamat, too, is divine - although sealed in Hell, she is

still the god of evil dragons, and entitled to worship as such.

But who would swear loyalty to such hideous beings? Many

warlocks, power-seekers and sycophants, would do so gladly.

However, this isn't true loyalty, just a mockery of it. True

loyalty, true devotion, true faith... such can only be found in

the eyes of the fanatic cleric, waiting for the literal end of the

world.

Damned Domain Spells
Cleric Level Spells

1st inflict wounds, hellish rebuke

3rd hellish trap, scorching ray

5th bestow curse, conjure lesser devils

7th nightmare steed, wall of fire

9th conjure devil, hallow

The spells hellish trap, conjure lesser devils, nightmare

steed, and conjure devil are found at the end of this

document.

Infernal Faith
At 1st level, you learn Infernal if you do not already know it.

You also learn the eldritch blast and thaumaturgy cantrips.

Ceremonial Blade
Also at 1st level, you create a sacrificial dagger to use in dark

rituals to your demonic master. To create this blade, you must

take a dagger and bathe it in the blood of a humanoid killed

within 24 hours. This ritual takes 1 hour to complete, and

may be performed during a short rest.

You may use the sacrificial dagger to draw out your own

blood as an offering to your master. When you do so, you may

cast one of the following spells as a ritual, so long as you have

that spell prepared: detect evil and good, protection from evil

and good, aid, enhance ability, or protection from energy.

During the casting, you roll 1d8 per level of the spell and

take that much necrotic damage, which cannot be reduced or

resisted in any way. You can use this feature three times per

long rest.



Channel Divinity: Summon Fiend
Starting at 2nd level, you can use your Channel Divinity to

conjure forth a hellish minion.

As an action, you present your holy symbol and invoke the

name of your master. At a point of your choosing within 30

feet, a creature from the Nine Hells emerges; you choose the

creature's appearance, but the creature's fiendish nature is

readily apparent. The creature uses the thug statblock, can

only speak Infernal, may not make heavy crossbow attacks,

and deals magical damage for purposes of damage

resistance. You add half your cleric level to its hit points.

This creature is under your control for 1 minute or until it

falls to 0 hit points, when it prompty disappears. Roll

initiative for the creature, which has its own turns. It obeys

any verbal commands you issue to it (no action required by

you), or defends itself from hostile creatures and takes no

other actions if left without orders.

Sacrifical Rite
Starting at 6th level, you may dedicate a sacrificial rite to your

master of an incapcitated creature that you are touching.

To do so, you must use your action each turn to slowly

carve into the victim with a ceremonial dagger worth at least

100gp. This deals damage as a normal dagger attack, but

adds no ability modifier to the damage. As you do so, the

following effects activate.

After 1 turn of the rite, you gain temporary hit points equal

to the damage inflicted plus your cleric level.

After 2 turns of the rite, the target gains disadvantage on

Strength and Dexterity checks for 1 hour, or until they

recieve magical healing.

After 3 turns of the rite, the target is blinded by you

mutilating their eyes. This lasts until cured with a lesser

restoration spell or similar magic.

After 4 turns of the rite, you gain advantage on Perception

checks, and may add your proficiency modififer to all

Strength or Dexterity checks, regardless of whether or not

you are proficient in them. This lasts for 10 minutes.

After 5 turns of the rite, you kill the victim and regain

either a single expended spell slot of your choice below

3rd level, or a single expended use of your Channel

Divinity feature.

Potent Spellcasting
Starting at 8th level, you add your Wisdom modifier to the

damage you deal with any cleric cantrip.

Armageddon's Call
Once you reach 17th level, your growing power has garnered

you a favored place at your master's feet. By spending 1

minute in deep meditation, you can summon forth several

hellish servants, which remain at your side for 1 hour.

You summon three devils from your Summon Fiend ability.

If you have killed a sentient humanoid with your Sacrifical

Rite feature within the past 24 hours, you summon an

additional demon. You may only use this ability once per long

rest, though it does not consume a use of your Channel

Divinity.
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Conjure Devil
5th-level conjuration

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (a parchment stamped with your

personal sigil in blood)

Duration: Concentration, up to 1 hour

You summon a devil of challenge rating 5 or less at a space

you can see within range. The devil disappears if it reaches 0

hit points or when the spell ends.

The summoned devil is friendly to you and your

companions. Roll initiative for the devil, which has its own

turns. It obeys any verbal commands you issue to them (no

action required by you). If you don't issue any commands to

the devil, it defends itself from hostile creatures but otherwise

takes no actions.

Conjure Lesser Devils
3rd-level conjuration

Casting Time: 1 minute

Range: 90 feet

Components: V, S, M (a pinch of sulpher or 1 vial of blood

from a humanoid killed within 24 hrs)

Duration: Concentration, up to 1 hour

You summon devils at a space you can see within range.

Choose one of the following options for what appears:

One spined devil.

Two imps.

A summoned creature disappears when it drops to 0 hit

points or when the spell ends.

The summoned devils are friendly to you and your

companions. Roll initiative for the devils as a group, which

has its own turns. They obey any verbal commands you issue

to them (no action required by you). If you don't issue any

commands to the devils, they defend themselves from hostile

creatures but take no other actions.

If you your concentration is broken, the devils are freed

from your control. They may attack you or your companions

during this time, or take other actions. If a devil is reduced to

less than half its hit points, or after 3 turns, it vanishes.

Hellish Trap
2nd-level conjuration

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (seared flesh of a humanoid)

Duration: Concentration, 1 minute

You summon a mass of lemures from the Nine Hells, which

materialize and cover a 15-foot square centered on a point

within range and turns it into difficult terrain for the duration.

When the lemures appear, each creature standing in the

covered area must make a Dexterity saving throw or be

grappled by the lemures. Any creature that enters the covered

area must also succeed on a Dexterity saving throw or be

grappled. Any creature within the covered area at the end of

its turn takes 1d4 bludgeoning damage. A grappled creature

may use its action to escape.

If your concentration is broken, the lemures break free of

your control and teleport to your position, grappling you for

three turns. You may use your action to escape, and take 1d4

damage at the end of each turn you spend grappled.

Nightmare Steed
4th-level conjuration

Casting Time: 1 minute

Range: 60 feet

Components: V, S

Duration: 1 hour

A nightmare appears on the ground in an unoccupied

space of your choice within range. The nightmare is friendly

to you but not your companions, though it will not actively

attack them. The nightmare disappears if it drops to 0 hit

points or when the spell ends.

For the duration, you can ride the nightmare as a mount.

The creature cannot use its Ethereal Stride ability, and if

forced to fight it will vanish 3 turns after being commanded to

attack. The nightmare does not have to obey any of your

commands besides allowing you to steer it.

At the end of the duration, the nightmare immediately

disappears. Anyone riding on it when it disappears fall as

normal.


