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Legal & other stuff:

Created by: Kai Piitz; (c) 2018
My blog: www.gregorius21778.wordpress.com

Artwork: Cover and background artwork copyright Lord Zse Zse Works;
used with permission.

Further artwork by "Publisher’s Choice Quality Stock Art (c) Rick
Hershey / Fat Goblin Games; used with permission.

Some artwork taken from Occult Diagrams Stock Art #1,
copyright © 2009, James Thomson. Used with permission

This product is an independent production by Gregorius21778 and is not affiliated with Lamentations of
the Flame Princess. Lamentations of the Flame Princess is a registered trademark owned by James
Edward Raggi IV.

Actually, this Pay-what-you-want-title is Mr. Kowolski his fault (although he had no hand in it, I am not
affiliated with him and I -bet- he does not even know of my existence): in his Going Through Forbidden
Worlds, Zzarchov Kowolski leaves it to the Referee to create several demonic encounters for the
adventure itself. For doing so he points to the Summon spell (LotFP Player Core Rules p. 134) and/or the
Random_Esoteric Creature Generator while also giving the advice that many of the creatures
encountered may be influenced by a catholic’s vision of hell and the demonic.

I am not a Catholic and I did not own a copy of the Random Esoteric Creature Generator back in 2018,
but I was and am gifted with a queer creativity and a knack for handling an RPG’s rules and tables. So I
did some brain storming, crossed-bred the results with the tables of LotFP Summon spell for reference,
further inspiration and right-sizing of a total of 10 demonic beings. Eight of them are HD:3, the last two
are HD:6. You do not need Going Through Forbidden Worlds to make use of them, they will work in any
other LotFP game as well.

Have fun with them. Oh! PCR stands for “LotFP Player Core Book”.

Sincerely

Gregorius21778, aka Kai Piitz
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Appearance: a tall nun in full habit, a whip in her left
hand. Her eyes are that of a corpse, and as soon as she
looks at somebody she begins to shriek accusations at her,
naming every sin committed by the character and abusing
any feeling of guilt she might have. Filthy-brown liquid
wells up from her lips and sprays out of her mouth with

every shriek and scream. With her whip, she lashes out
against anybody that dares to approach her.

The Accusing Nun

Move: 120°(40")

-

@ The Hoofed Devil

Appearance: a naked, crooked but muscular figure with
the legs of a black ram, scarlet red skin and the horns of
a goat. Its yellow eyes are slit like that of a snake and its
black teeth are as pointy as the tips of the trident in its
left hand.

Move: 1207(40")

Hit Dice / Points: 3/19

AC: 13

Attacks: 1 (Trident; 1d6+1)

3/7
12

Hit Dice / Points:
AC:

Special: STR & DEX: 14; Spells

Attacks: 2; (whip for 1d6 & accusations)

Save: as 3" Level Fighter

Special: Immune to Magic

Save: as 3™ Level Cleric

The “Nun” will only use the whip when approached or
attacked, but shouts and screams her accusations at one
character per round. Those accused must Save vs Magic (+3
bonus for characters with a Lawful alignment) or will lose
1d6+3 hit points as wounds of a cruel whipping manifest all
over the body.

@( The Lure of Lust (

Appearance: a beautiful naked woman whose skin and
overall appearance flakes away like brittle paint in the
wind, only to reveal a different beautiful, naked woman
beneath which will flake to reveal another... on and on. She
moans in lust and walks to the nearest character, with a
hand reaching out both wanting and longing. When
attacked, she will not defend herself. After a wound, her
groans become a mix of pain and ecstasy while thick red
blood wells up from her lips.

1207(40")

3/21

Attacks hit automatically
1 (see below)

Move:

Hit Dice / Points:
AC:

Attacks:

Special: Confusion (see below)

Save: as 3" Level Specialist

A character that touches her, is touched by her or
successfully attacks her in melee (!) must Save vs. Magic or
will suffer from the effects of a Confusion spell (PCR p.96)
for three rounds. The Lure of Lust will try to kiss a victim,
and grapple with those that try to resist her (PCR p.62;
the Lure always wins ties). After the Lure has pinned her
victim, she may kiss it on the following round. Her kiss is
lethal. If a Save vs. Poison is not passed, the character dies.
On a success, the victim loses 2d6 hit points.

The Hoofed Devil is under the effect of a permanent
Army of One spell (and may thereby make one attack
against every opponent already engaging it in melee at
the start of its round). Furthermore, it may cast Stinking
Cloud and Ray of Enfeeblement once.

@( The Furies of Hell @

Appearance: old, long haired and crook-nosed hags in
long black rags who float through the air. Three of them
show up at once. Their faces constantly throb, and in
their cackling they display rotting teeth. Their fingers
end in talons with which they lash out ceaselessly.

Move: 1507(50")

Hit Dice / Points: 3/12

AC: 12

Attacks: 2 (Talons; 1d6 each)

Special: Flight; Chaos (see below)

Save: as 3" Level Magic-User

All of the three may cast Chaos. The “first” Fury may
only do so only once, at the beginning of the encounter.
The “second” may do so every other round of an
ongoing combat and the “third” may do so (you
probably guessed it) every third round.




The Fat Fly
- —
Appearance: a fat fly the size of a man’s thumb, black
and hairy. The carapace shimmers in a deep green while
the compound eyes are of a sickening yellow.

Move: 1507(50")

Hit Dice / Points: 3/1

AC: 19

Attacks: 1 (Cause Disease)

Special: Flight; Animate Dead

Save: as 3" Level Magic-User

The fly will only attack if it is attacked, and only on a
“tit-for-tat” basis. Upon appearing, it will take a round
to determine the nearest dead body which it will then
seek out to turn it into a zombie: it may cast Animate
Dead with its mere touch to create a HD:2 zombie
creature out of any human corpse. If there are no
corpses, it will attempt to stay near the characters and
wait for somebody to wind up dead.

@( The Black Goﬁt @

Appearance: a large black goat with an additional
spike-like horn at the center of its head. All of them are
made of shining black crystal, and its ice-gray eyes glow
as it glares willfully at the party and bleats.

Move: 1207(40")

Hit Dice / Points: 3/22

AC: 12

Attacks: 1 (Ram; 1d6)

Reverse Gravity, Spell Turning;

Special: LIRS

Save: as 3" Level Magic-User

The Demonic Hog

Q) G ©)

Appearance: a grotesquely fat swine, the size of a large
pony. Its slavering maw sports more teeth than any
creature should have, and numerous further all to
human mouths open up all over its flanks. As it charges,
the necrotic underside of its flabby belly rocks and
wobbles from side to side.

Move: 120°(40")

Hit Dice / Points: 3/25

AC: 12

Attacks: 1 (bite; 1d6)

Special: Swallow; Regeneration; Charge

Save: as 3™ Level Fighter

The Demonic Hog may use a special charge during its
first attack, even if it was not able to use its full move: it
gains another +3 bonus for its attack but suffers a (-2)
penalty to its AC. The creature regenerates 1d3 hit
points every round.

On an attack roll of 20+ its maw will open impossibly
wide and swallow a victim whole. Inside of the thing’s
stomach, the victim is totally helpless while it is
digested at a rate of 1 hit point per round. If the
creature is killed and cut open, a victim might be saved.

N

The Flood of Rats

Appearance: a swarm of rats: brown, gray, black and
every color in-between. Their eyes are red, their fangs
are made of gold and their hissing is a symphony from
hell.

Move: 120°(40")

Hit Dice / Points: 3/15

The Black Goat is always under the effect of Spell
Turning (and thereby reflects all spells directly aimed at
it back to the caster). It can Summon any of the other
HD:3 demons on this list with a round of bleating, and
may do so up to thrice. When it does so the third time,
the summoned demon will rupture out of its own flesh,
destroying it. In addition, it may cast Reverse Gravity
(PCR p.127) at will (but not end it at will).

AC: 12

Attacks: 2* (dozens of bites; 1d4)

Special: Limited vulnerability; see below

Save: as 3" Level Specialist

The Flood of Rats may attack any target that was
already engaged with it at the start of the round two
times. It is immune against all missile attacks and melee
attacks with minor weapons. All other attacks only deal
half of the regular damage to it.

The Flood of Rats loses a HD for every full 5 hit points it
lost.
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@ The Roaring Infernal Lion
° (

Appearance: a lion the size of a bull, with a coat of ash
and a mane and tail tip of flames. From its eyes rises
sulfur smoke, its tongue and maw look like smoldering
coal while its teeth are of the brightest white ever seen.

¢

b Move: 1207(40")

i Hit Dice / Points: 6/ 40

fC AC: 14

i Attacks: 3 (claw/claw/bite; 1d8)

8

i\, Special: Immune to Magic & Fire, Fear

i

Save: as 6" Level Fighter

d

§C
( At the beginning of an encounter the Infernal Lion may
; roar as a free action. All characters within earshot must
ki Save vs. Magic or will suffer the effect of a 6™ level Cause
2 Fear spell (PCR p.126).

|8
18
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B > ( <
A ; @‘ The Scorpion of the Apocalyp@
. Appearance: a giant scorpion with a carmine red
i carapace and ghostly, golden-glowing angel wings on
B its back.

i
. Move: 120°(40")
L Hit Dice / Points:  6/30

£ Ac 16

t( Attacks: 2 (claw/claw; 1d6)

A - Peculiar Wounds; Pain Stinger;
k. Special: B

L Immune to Poison;

1 Save: as 6™ Level Fighter

When both of the claw attacks of the Scorpion hit the
same target, it gains a bonus attack with its tail against
the victim. A character that is stung by the tail must
Save vs. Devices or will be so wrecked with FIRY PAIN
that she counts as helpless for 1d4 rounds.

Ve

Wounds dealt by the Scorpion of the Apocalypse cannot
be healed by magical means.

3 ". . . their torment was the torment of a scorpion,
" when it striketh a man" [Apocalypse 9:5].




DESIGNATION OF PRODUCT IDENTITY: The product identity of
Gregorius21778 includes (but is not limited to) : The artist name
“Gregoriu21778”, the product layout, graphics, its presentation and
wording; with the exceptions of game mechanics, methods, procedures,
processes and routines designated as Open Game Content by (or Product
Identity of) Wizards of the Coast(tm), Goblinoid Games(tm) and
Lamentations of the Flame Princess(tm) and texts/graphics from the
public domain.. All product names and line names, logos, identifying
marks and trade dress, are Product Identity.

NO CHALLENGE TO COPYRIGHT: Gregorius21778 makes no claim of
ownership to Mutant Future(tm); Labyrinth Lord(tm); Lamentations of
the Flame Princess(tm) or other Product Identity of Goblinoid
Games(tm), Wizards of the Coast(tm), Lamentations of the Flame
Princess(tm), other third parties or OPEN GAME CONTENT. No challenge
of copyright is intended.

DESIGNATION OF OPEN GAME CONTENT: to the extent, and only to the
extent, required by Open Game License Version 1.0a (Copyright 2000
Wizards of the Coast, Inc.) and the Labyrinth Lord(tm) Trademark
License 1.1 and the Mutant Future(tm) Trademark License 1.1, content
not designated as Product Identity above is considered Open Game
Content.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) "Distribute" means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)"Open Game Content" means the game mechanic
and includes the methods, procedures, processes and routines to the
extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity. (e)
"Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical
or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) "Trademark" means the
logos, names, mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products contributed to
the Open Game License by the Contributor (g) "Use", "Used" or "Using"
means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself. No
other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE
of any Open Game Content You are copying, modifying or distributing, and
You must add the title, the copyright date, and the copyright holder's
name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed in
another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.



