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DUNGEON MASTER’S SCREEN
S AaAalLDUR’S GATE

DESCENT INTO AVERNUS

Diabolical dangers await in this adventure for the world’s greatest roleplaying game.

Welcome to Baldur’s Gate, a city of ambition and corruption. You've just started your
adventuring career, but already find yourself embroiled in a plot that sprawls from
the shadows of Baldur’s Gate to the front lines of the planes-spanning Blood War!
Do you have what it takes to turn infernal war machines and nefarious contracts
against the archdevil Zariel and her diabolical hordes? And can you ever hope to find
your way home safely when pitted against the infinite evils of the Nine Hells?

This screen provides a multitude of tables and relevant information to help you guide Prosuct GaRealCiRe
your players on their journeys into hell. From demonic names and the lords of hells

to references for war machines and vehicle mishaps, thlS screen has everything you

need as you descend to Avernus!
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MISHAPS

THENINE He L e

Layers and Lords of the Nine Hells Infernal Hierarchy

d20 Mishap Repair DC d20 Complication
. s . 1 Engine Fire. Fire erupts from the engine 15 (Dex) 1-2  You drive past a creature native to Avernus, and it
Layer Layer Name Archduke or Archduchess Previous Rulers  Primary Inhabitants Least Devils Greater Devils DEvh]‘:E‘ SUOR!bIDE “ l TORMENTOR _ Je— SCAVENGER and engulfs the vehicle. Any creature chases after you. The DM chooses the creature.
;_ »:)vemus Earnel Bel, Tiamat ;rmyjs‘,jl:psl, spined devils - L 1.Llemure 10. Orthon REReREITel(500 Ib,) . Hugekehicle (3,000 Ib) Gargantuan vehicle (12,000 Ib.) Huge vehicle (9,000 Ib.) e e e e ar e da the 3 Afire tornado, 300 feeﬁhighh am}:l.| 3|(J feet widiat its
i ispat ed devils, erinyes, imps, spi i i i : . ; 3 ; ; ) . i i
= S - - — A — b Z Nupp Lol Creature Capacity 1 Medium creature Creature Capacity 4 Medium creatures Creature Capacity 8 Medium creatures Creature Capacity 8 Medium creatures vehicle takes 10 (3d6) fire damage until bz.ase e o a_vmds s torn_ado
3 Minauros Mammon Bearded devils, chain devils, imps, spined devils = 12. Erinyes c c ity 100 Ib c C ity 500 Ib : 4 S with a successful DC 15 Dexterity saving throw, taking
: ? ; a5 : : : B Pty : SRR Eapacity 500 b. Cargo Capacity 1 ton Cargo Capacity 2 tons this mishap ends. 99 (18d10) fire damage on a failed save, or half as much
4 Phlegethos Belial and Fierna Barbed devils, bone devils, imps, spined devils Lesser Devils 13. Narzugon Armor Class 23 (19 while motionless) Armor Class 21 (19 while motionless) Armor Class 19 Armor Class 20 (19 while motionless) 2-4  Locked Steering. The vehicle can move 15 (Str) damage on a successful one : :
5 Stygia levictis Geryon Bone devils, erinyes, ice devils, imps B :imp A el Hit Points 30 (damage threshold 5, mishap threshold 10) Hit Points 60 (damage threshold 10, mishap threshold 20) Hit Points 200 (damage threshold 10, mishap threshold 20) Hit Points 150 (damage threshold 10, mishap threshold 20) in a straight line only. It automatically 4 Aswirling cloud of dust envt;lops Hiarsahicle i 4
6 Malbolge Glasya Moloch Barbed devils, bone devils, horned devils, imps 4. Spined devil 15. Amnizu - O R ft. Speed 100 ft. fails Dexterity checks and Dexterity creature on or inside the vehicle that doesn't.havi total °
ini B ils, bone devils, ils, i i i 2 F i bli : ; e <
7 Malladomml Baalz;bul - arbeddddew_;s Iom; e‘|v1 s hornefi :ew: imps 5. Bearded devil 16. Pit fiend STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA saving throws until this mishap ends. cover |s| blmldst\d bylthe dust ur1t|l the start of its next 3‘_‘_‘:
8 Cania Mephistopheles Horned devils, ice devils, imps, pit fiends 6. Merregon 14 (+2) 18 (+4) 12 (+1) 0 0 0 16 (+3) 14 (+2) 14 (+2) 0 0 0 18 (+4) 10 (+0) 18 (+4) 0 0 0 20 (+5) 12(+1) 20 (+5) 0 0 0 5-7  Furnace Rupture. The vehicles 15 (Str) turn unless it is using some kind of protective eyewear. oF
9  Nessus Asmodeus All devils 7. Barbed devil Archdevils = . . - . " speed decreases by 30 feet until ¢ Namuarpiliars ofiradocan grEnitoveE A L :uehicle !*'.;x-.
. | y— 8. Chain devil DL sloriDichess Damage Immunities fire, poison, psychic Damage Immunities fire, poison, psychic Damage Immunities fire, poison, psychic Damage Immunities fire, poison, psychic Wil ande swerves between thern, The drlvgr of the vehicle can ik
1 9. Bonebiad SR A diess e Condition Immunities blinded, charmed, deafened, frightened, Condition Immunities blinded, charmed, deafened, frightened, Condition Immunities blinded, charmed, deafened, frightened, Condition Immunities blinded, charmed, deafened, frightened, ? s make a DC 15 Dexterity check using the vehicle's )¢
- [nfernal COntraCtS : : of{Urm paralyzed, petrified, poisoned, stunned, unconscious paralyzed, petrified, poisoned, stunned, unconscious paralyzed, petrified, poisoned, stunned, unconscious paralyzed, petrified, poisoned, stunned, unconscious 2l Wea}pon Malfunction. One o t = 20/(5t) Dexterity. On a faes, the pillars provide th.ree- ;
: - _ vehicle’s weapons (DM'’s choice) can’t quarters cover against attacks from other vehicles until
RO & L 6. W i Jump. If the Devil's Ride moves at least 30 feet in a straight Crushing Wheels. The Tormentor can move through the space Crushing Wheels. The Demon Grinder can move through the Crushing Wheels. The Scavenger can move through the space be used until this mishap ends. If the the start of the driver's next turn.
ontract Form 1. Basy F’OLLS : 4 ; ‘ - WRITTEN IN NE line, it can clear a distance of up to 60 feet when jumping over of any Medium or smaller creature. When it does, the creature space of any Large or smaller creature. When it does, the crea- of any Large or smaller creature. When it does, the creature vehicle has no functioning weapons, no 6  Your vehicle drives into a herd of lemures, manes, or
1 Baby dolls The devil [:.;roduces two blalby dolls The terms of the dea‘I are carved into  The devil summons a lemure with A swell of lava oozes .from a crar?k a chasm, ravine, or other gap. Each foot it clears on the jump must succeed on a DC 13 Dexterity saving throw or take 11 ture must succeed on a DC 11 Dexterity saving throw or take 22 must succeed on a DC 12 Dexterity saving throw or take 16 mishap occurs. other fiends. The vehicle must make a DC 15 Strength
2 Damned wretch made of dirty rags or rotting wood.  the poor wretch's. skin. To enter the  the deal printed in glowing runes on  in the ground and quickly cools into costs a foot of movement. (2d10) bludgeoning damage and be knocked prone. If the crea- (4d10) bludgeoning damage and be knocked prone. If the crea- (3d10) bludgeoning damage and be knocked prone. If the crea- 11213 Blinding Smcke. The halv station fills 15 (Dex) or Dexterity check (driver’s choice) to plow through the
3 Infernal scroll The dolls recite the deal in high- contract, the devil and the character  its lumpy flesh. To enter the contract,  rock. The deal appears as glowing B prone Deficiency. If the Devil's Ride fal It can'thiie ture was already prone, it takes an extra 11 (2d10) bludgeoning ture was already prone, it takes an extra 22 (4d10) bludgeoning ture was already prone, it takes an extra 16 (3d10) bludgeoning ith y K d" DA | ot ! herclunimpeded.\On's failedichEa =R
S S pitched voices (in Infernal) and who made the deal carve the.lr the devil anFl character making the script on the hardening Ia\u‘ra. To W o incav acitaetede:rl'lt[sl Llleeda us ﬁmh':e, cantrig damage. This trait can’t be used against a particular creature damage. This trait can't be used against a particular creature ERNAEE. Bhis brsit can't be used againsts particulhr Gature Wl:t sr‘no e and is heavily o scgre unti 30 feet of difficult terrain.
5  Songaabe devil spew blood when they are hugigedci names ilnts the;:VTCh' who is then ﬁeal must :57 the lemure. When that enter the contract, the devil and the ) P P P more than once each turn. ore than once each turn. BN T aach turh. :“: mishap endbsl. A;ydclr)eat:re in t:e 7 The :ehic:'e drivis offa 'IO-fooJ-high ledge ar;1d come;
e To enter the contract, the devil an promptly banished. appens, the lemure is transformed ~ character making the deal must each Stunt. On its turn, the driver of the Devil’s Ride can expend 10 : ; i : elm station is blinded by the smoke. crashing down. Any unsecured creature on the outside
v ertter: i_.’.stone the character making the deal must  |jse the commoner stat block to into a stone statue with the deal place their left hand into the lava, S8 feet of movement to perform one free vehicle stunt, such as a :;:Trin;fﬂ::lcfya.r:ztiieiI::);mai?tt:tre:doﬂrs'lt?r;ir aneddfjllii p;?ne, ¢ e ero"s‘ WEeon{Grinder's wedp ol S Magic Weapons. The Scavenger’s weapon attacks are magical. 14-16 Shedding Armor. The vehicle’'s damage 15 (Str) of the vehicle must succeed on a DC 15 Dexterity
] each hug a doll. When the contract  epresent the wretch, who is blinded ~ Visible on the surface. The statue which doesn't harm them, and leave B Wheelie or a burnout. Before the stunt can be performed, the g P PP P gl Prone Deficiency. If the Scavenger rolls over and falls prone, it threshold is reduced by 10 until this Szvl?guth’f;"'l" o:;umble off, taking normal ccilamage from
is finalized, the devil keeps one doll  yhile its eyes are sewn shut. Once then vanishes to the depths of the a hand-shaped imprint in the stone. " Devil’s Ride must move at least 10 feet in a straight line. If the Magic Weapons. The Tormentor’s weapon attacks are magical. Prone Deficiency. If the Demon Grinder rolls over and can't right itself and is incapacitated until flipped upright. mishap ends. :h: “‘mj:d Cliellat el GGG e s el e el
and the character keeps the other. the contract is signed by both Nine Hells. The slab of cooled lava then vanishes driver succeeds on DC 10 Dexterity check using the bike’s Dex- Wiking Stythes. When the Tormentormbves within 5 (I falls prone, it can’t right itself and is incapacitated until A 1719 Damaged Axle. The vehicle grinds and 20 (Dex) R 8 3 E PR T hidle’
: : : . : 2 | f saf ing. " terity, the stunt is successful. Otherwise, the driver is unable to 1 t : fli ight. CTION STATIONS : ! O S T (o
To void such a contra‘ct,‘each (jj‘-"” parties, the wretc!’l no |f)”ge' ages The statue HE T3d|um o‘b;ect W'_th to a place of safekeeping : perfirm the stunt and can’JARED BLANDOanother stunt until a creature that isn’t prone or another vehicle for the first time jped Bpright 3 shakes uncontrollably. Unti the mishap progress. The vehicle must make a DC 10 Dexterity
must be destroyed within 1 minute  or needs food, drink, air, or sleep, AC 17, 50 hit points, and immunity If the left hands of both the devil B i tiee et turn. I the check fails by 5 or moraiiha on a turn, it can rake the creature or vehicle with its protruding ACTION STATIONS Helm (Requires 1 Crew and Grants Three-Quarters Cover). ends, the vehicle has disadvantage on all check to navigate the area. Ona failed check, the ground
of the other. Failure to destroy the and it gains immunity to all damage  to all damage except radiant damage. and the character who struck the ¥ Sevil's Ride and all crea‘tures riding it immgdiately fall }Jrone 5 blades for 13 (2d10 + 2) slashing damage. A creature moves out Drive and steer the Scavenger. Dexterity checks, and all ability checks counts as 60 feet of difficult terrain.
. . R ; ; : ; £ Helm (Requires 1 Crew and Grants Three-Quarters Cover). : s ;
second doll in the alotted time that isn’t dealt by the devil or the No spell can turn it back into a : deal are se\:rered and placed into B out and comnes to a-dead Stop. of the way and takes no damage if it succeeds on a DC 13 Dex- Im (Req * Q ) Grappling Claw (Requires 1 Crew and Grants Half Cover). Melee R ek olls manE bylcreatiii=s onlar 9  Derelict infernal war machines dot the landscape, :
P P R, Lt i D d steer the D Grind ppling q Y
causes the first doll to reform after ~ character w 2 ure. i ue voids e handprints, the hands and the erity saving throw. A vehicle moves out of the way and takes no 3 : - 2 e ; ; rusted beyond repair and half buried in the dust. If the -
‘ the firstd ll_t f Ft h ;t r hc;madethe Qea1 'Ifthe lemure. Destroying the stat d the handprints, the hand ‘ dth terit - th‘ A vehicl t f the way and tak - R TIE Termon Lrinder. Weapon Attack: +10 to hit, reach 15 ft., one target. Hit: The tar- inside the vehicle have disadvantage. ted beyond repair and half buried in the dust. If th
1 ‘n::nute. Ea;h do!l isa T|Iny Obéﬁ-d wretch dies, the contract is void. the contract. co:;ra.;t are destroyed, which also ACTION STATIONS damage if its driver succeeds on the saving throw. Chomper (Requires 1 Crew and Grants Half Cover). Melee get is grappled (escape DC 12). If the target is a creature, it is 20  Flip. The vehicle flips over, falls None vegglfou;estDa:h t:'S ;um: thu:hdrlvei:.rrilu,st;uctceg:i o
_ with AC 9, 9 hit POIH_tS, dellizios, ity 3, INFERNAL SCROLL 5. SONG OF THE DEviL voids the contract. Helm (Requires 1 Crew and Grants Half Cover). Drive and steer ACTION STATIONS Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 25 (6d6 restrained until the grapple ends. prone, and comes to a dead stop in c! hi il ‘:r T_}c d“""rB Al 715 Ly
to ﬁre damage, an_d immunity to The devil produces a vellum scroll The devil produces sheet music with the Devil's Ride. + 4) piercing damage. A target reduced to 0 hit points by this The grappling claw can grapple only one target at a time, and : i A d gr cr:js L onzezc; e derslic TR
poison and psychic damage. with the deal written on itin blood.  thedealni T Helm (Requires 1 Crew and Grants Three-Quarters Cover). damage is ground to bits and spit out through pipes on both the claw’s operator can use a bonus action to make the claw - unoccuple. Sl unse.cure PR AR )’_ .
2. DAMNED WRETCH To enter the contract, the deviland  contract, the devil and the character REACTIONS Drive and steer the Tormentor. sides of the Demon Grinder. Any nonmagical items the target release whatever it's holding. creature holding on to the outside of 10 Part of the ground gives way underneath the vehicle,
| id st : “giEl : T T 7 ] ; : was holding or carrying are destroyed as well. the vehicle must succeed on a DC 20 causing it to roll over. The vehicle must succeed on
A portal opens, anq a_human0| the character: makllng the deal sign maklrlg the deal must sing or pla_y e - - . e = p— - e . Juke. If the Devil's Ride is able to move, the driver can use its Harpoon Flinger (Requires 1 Crew and Grants Half Cover). Am- 2 Harpoon Flingers (Each Station Requires 1 Crew and Grants Sl it ar b theowd ol a DC 10 Dexterity saving throw. On a success, the
bound in chains with its eyes and the contract in their own blood, or the discordant song, which remains Adzgdirn B;zrib E:i:Inas H::fa -issc wa }:b:lat M:t:ni Nluntae = asri:u TE:?l:J;hnu reaction to grant the Devil's Ride advantage on a Dexterity munition: 10 harpoons. Ranged Weapon Attack: +7 to hit, range Wrecking Ball (Requires 1 Crew and Grants Half Cover). Melee Half Cover). Ammunition: 10 harpoons. Ranged Weapon Attack: ‘g g i vehlele rolls into an/Upright pEsilon il tan ci e
mouth sewn shut stumbles through  in the blood of a humanoid who has  stuck in their heads until the deal y T iy . S— - '8 ' saving throw. 120 ft., one target. Hit: 11 (2d8 + 2) piercing damage. Weapon Attack: +9 to hit, reach 15 ft., one target. Hit: 40 (8d8 + +6 to hit, range 120 ft., one target. Hit: 10 (2d8 + 1) pierc- landing prone in a random unoccupied moving. On a failure, the vehicle lands prone, either .
] B i ; : Adadese Chuh-Arbalma Enlilil Hisszagu Jezirpa Mitanu Pisipad Sineser Tur-uk P g g g ( )p b ] giere G
it. This individual is likely someone been dead no longer than 1 minute. s fulfilled. Akinurb Darnasze Esagala Hursag Karduki Muibzur Pismurda Szekaabsuk Ubienlaa W 4) bludgeoning damage. Double the damage if the target is an ing damage. space within 20 feet of the overturned upside down or on its side, after coming to a dead t
who breached their own infernal Immediately after it’s been signed by Soaking the sheet music in holy water Anurbat Dimgidu Esarhal Huszi Kikabi Muigude Riasir Szerinsuk Udnaa REACTIONS object or a structure. W vehicle. Creatures inside the vehicle fall stop. When the vehicle rolls, any unsecured creature
contract and is now paying the price.  both parties, the contract vanishes to destroys and voids the contract, and Anurnac Dingidnin Esarruk Ibza Kilzecru Muisze Sag Szumuzabi Urah : Cover Art by: Daarken Juke. If the Tormentor is able to move, the driver can use its ik Fii Bk, o ) d prone and must succeed on a DC 15 holding on to the outside of it must succeed on a DC
a sactre locationiln theNine HaE causes: the iR de'v'll o Anur-Shub Dnnrmab| Ggszar5|r Iduduamnaa Klo-Thort Muninaam Sagrata Sf:usu,mg Zabur(a Inside Art by: Scott Murphy — Bel, Olga Drebas — Soul Coin, reaction to grant the Tormentor advantage on a Dexterity arpoon Flingers f‘ ac Station Requires 1 erew and Grants TM & © 2019 Wizards of the Coast LLC. Siienigif Seving thitin ortake 10/ [346) 20 Strength saving throw or tumble off, landing prone
| i chivis Arbelah Dukiana Gidmudurug lgaam Kulzu Mununaa Shaddon T'aan’ukin Zaganit d Blando— Map. Even'A deen B ] Half Cover). Ammunition: 10 harpoons per station. Ranged ; in an unoccupied space within 20 feet of the overturned = |
Burning the scroll voids the contract. lose their abillity to speak. A greater Babzidu Dur Gissz 1galil Kuninin Nab-kin Shalbal Tho'Daah-Nugh Zalidamsir Bk g AT Ce=T aruman, saving throw. Weapon Attack: +5 to hit, range 120 ft., one target. Hit: 9 (2d8) bludgeoning damage. vehicle.
It's immune to all other damage restoration spell or similar magic ends Bal-Balah Ehur-Shu-Dur Giszagnabi Ilile Maam Naszsir Shalih Tigla Zamanni Shawn Wood — Infernal War Machines I ———— piercing damage. 1120 N T
B the effect on IS IR Barbagg Ehurtar Haburta Imhiakaam Maradaraam Nimrisr Sharrar Tubidu Zananaa For information on how to repair a mishap, see page 220. ; bl i
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