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Diabolical Cults
Cults dedicated to infernal beings are the foes of adven-
turers throughout the D&D multiverse. This section 
gives the DM ways to customize the members of cults 
dedicated to the powers of the Nine Hells.
 Every archdevil attracts a certain type of person 
based on the gifts the devil offers. In the following cult 
descriptions, stat blocks from the Monster Manual are 
suggested in a cult’s Typical Cultist entry to help you 
represent those people.
 Each description also includes a list of signature 
spells associated with the cult. If a cult member can cast 
spells, you can replace any of those spells with spells 
from that list, as long as the new spell is of the same 
level as the spell it replaces.
 The customization options here will typically have no 
appreciable effect on the challenge rating of a creature 
that gains them.

Cult of Asmodeus
Asmodeus demands the loyalty of all cultists who gain 
power and leadership in the cults of the Nine. His cult 
subsumes all the others.
 Any NPC who leads a diabolical cult must acknowl-
edge the power of Asmodeus. In return, the most worthy 
of those leaders gain the Demands of Nessus trait.
Demands of Nessus. At the start of each of this creature’s turns, 
this creature can choose one ally it can see within 30 feet of it. 
The chosen ally loses 10 hit points, and this creature regains 
the same number of hit points. If the creature is incapacitated, 
it makes no choice; instead, the closest ally within 30 feet is the 
chosen ally.

Cult of Baalzebul
Goals: Restoration of honor and respect, at the cost of 

those who stole it
Typical Cultist: Any NPC or monster that has suffered a 

fall from grace
Signature Spells: Minor illusion (cantrip), disguise self 

(1st level), phantasmal force (2nd level), major image 
(3rd level)

Baalzebul typically recruits individuals rather than 
cults. He offers hope to those whose failures drive them 
to seek redemption.
 He grants a boon, the Path of Baalzebul trait, that al-
lows a favored cultist to look good in the aftermath of an 
ally’s failure.
Path of Baalzebul. As a bonus action on its turn, this creature 
can choose one ally it can see within 30 feet of it. Until the start 
of this creature’s next turn, it gains advantage on all ability 
checks and attack rolls, while the chosen ally suffers disadvan-
tage on all ability checks, attack rolls, and saving throws.

Cult of Dispater
Goals: Power gained and used in secret, influence 

exerted via blackmail, control of people and orga-
nizations through knowledge of their weaknesses 
and shames

Typical Cultist: Acolyte, bandit, bandit captain, cult fa-
natic, cultist, mage, noble, spy

Signature Spells: Guidance (cantrip), identify (1st level), 
see invisibility (2nd level), clairvoyance (3rd level)

Dispater trades in secrets, offering them in return for a 
creature’s soul. His cults typically trade secrets to devils 
in return for other information. They often hatch con-
spiracies aimed at toppling and replacing governments 
or religious orders.

Devils look at mortals as sheep, just as demons do, except devils see themselves 
not as wolves but as shepherds. Shepherds fleece sheep by the season and 
slaughter them as needed. A shepherd likely kills the wolves that threaten its 
sheep. But then again, shepherds always expect to lose a few sheep.
If you were a sheep, would you trust your shepherd?
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 Renegade mind flayers sometimes strike pacts with 
Dispater in search of the secrets needed to forever es-
cape an elder brain’s domination.
 Cultists can gain the Infernal Insight trait. Cult lead-
ers might also have the Vexing Escape trait.
Infernal Insight (Recharges after a Short or Long Rest). As a bo-
nus action, this creature gains advantage on all ability checks 
and attack rolls it makes until the end of the current turn.

Vexing Escape (1/Day). As a reaction when this creature takes 
damage, it reduces that damage to 0 and teleports up to 60 
feet to an unoccupied space it can see.

Cult of Fierna
Goals: Control over the emotions of others, turning 

them into puppets and playthings
Typical Cultist: Acolyte, archmage, bandit captain, cult 

fanatic, cultist, knight, noble, priest, spy
Signature Spells: Friends (cantrip), charm person 

(1st level), suggestion (2nd level), hypnotic pattern 
(3rd level)

Fierna is a master manipulator. Mortals who desire 
success in love or who seek to become beloved leaders 
at the head of a band of fanatics are drawn to striking 
bargains with her.
 Her cultists can gain the Infernal Loyalty trait. Cult 
leaders can also gain the Loyalty beyond Death trait.
Infernal Loyalty. This creature has advantage on saving throws 
while it can see a creature within 30 feet of it that has the Loy-
alty beyond Death trait.

Loyalty beyond Death (Recharges after a Short or Long Rest). 
As a reaction when an ally this creature can see is reduced to 0 
hit points, that ally is instead reduced to 1 hit point and gains 
temporary hit points equal to this creature’s Charisma score + 
half its number of Hit Dice.

Cult of Geryon
Goals: Physical prowess, domination of others through 

strength, destruction of all opposition
Typical Cultist: Bandit, bandit captain, berserker, cult 

fanatic, cultist, gladiator, thug, tribal warrior, veterans
Signature Spells: Shillelagh (cantrip), wrathful smite 

(1st level), enhance ability (2nd level), aura of vitality 
(3rd level)

Despite being deposed, Geryon still has the ability to 
strike bargains. He deals especially with those who 
seek brute strength. Any warlike monster—such as orcs, 
ogres, and trolls—can be lured into Geryon’s cult.
 His cultists typically form fighting companies and ban-
dit gangs, proving their strength by defeating others in 
battle and taking what they want as loot.
 Members of the cult can gain the Crushing Blow 
trait. Cult leaders can also gain the Indomitable 
Strength trait.
Crushing Blow (Recharges after a Short or Long Rest). As a bo-
nus action, the creature gains a bonus to the damage roll of its 
next melee weapon attack that hits within the next minute. The 
bonus equals its Strength modifier (minimum of +1).

Indomitable Strength (Recharge 5–6). As a reaction when this 
creature takes damage, it can roll a d10 and subtract the num-
ber rolled from the damage.
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