
Archfiend (Also known as the HELL KNIGHT or the LOST SOUL) 

Invented by Shamblaros 

 

The “hell knight” or “lost soul” is a fiend.  One cannot be summoned like a demon or devil.  It takes on the form of a 

normal creature, usually from the material plane, but is not a half-fiend; nor is it a fiendish creature.  This archfiend is a 

normal creature that has somehow attained the characteristics of some of the most powerful fiends themselves.  They 

are malevolent like a fiend, but are attached to their home plane like any other native.  No one knows why these 

abominations exist.  Some say they are experiments of evil entities, while others believe they are normal beings that are 

so black-hearted and vile that they become fiends before they even pass on.  Whatever the case, they are freaks of 

nature.  Even their offspring are disgraceful. 

 

CREATING AN ARCHFIEND 

Archfiend is a template that can be added to any creature (referred to hereafter as the “base creature”).  It uses all the 

base creature's statistics except noted here. 

 

Hit Die: Increase to d8 per HD.  If the creature has a class, its hit points increase for class levels normally. 

Speed: Archfiends have a fly speed equal to double the base creature’s normal speed with good maneuverability.  

They have leathery black wings for this purpose. 

AC: The creature has natural armor equal to its constitution bonus.  This natural armor improves by +1 per 

every two HD. 

Attacks: An archfiend’s base attack bonus increases as a fighter per HD.  If the creature has a class, it gains base 

attack bonus for class levels normally.  It also gains bite and claw attacks if it did not have them already. 

Damage: If the base creature does not have bite and claw attacks, use the damage values in the table below.  

Otherwise, use the values below or the base creature’s damage, whichever is greater. 

 

Size   Bite Damage  Claw Damage 
Fine   --   1 

Diminutive  1   1d2 

Tiny   1d2   1d3 

Small   1d3   1d4 (19-20/x2) 

Medium   1d4   1d6 (18-20/x2) 

Large   1d6   1d8 (19-20/x3) 

Huge   1d8   2d6 (x3) 

Gargantuan  2d6   2d8 (x4) 

Colossal   2d8   2d6 (x4) 

 

Special Attacks: 

An archfiend retains all the special attacks of the base creature and also gains those listed below.  Saves have a DC of 

10 + ½ the creature’s HD + charisma modifier. 

 

- Smite Good (Su): This functions just like the blackguard’s ability, except blackguard’s level is replaced with 

creature’s HD. 

- Command Undead (Su): An archfiend may command undead as a cleric whose level is equal to the creature’s 

HD. 

- Spell-like Abilities (Sp): All of the following spell-like abilities have a caster level equal to the creature’s HD.  

At will— alter self, animate dead, burning hands, charm person, clairaudience/clairvoyance, confusion, death 

knell, deeper darkness, desecrate, doom, major image, produce flame, pyrotechnics, suggestion, telekinesis, 

teleport without error, and unhallow. 

 Upon reaching 14
th

 level, the archfiend gains the following spell-like abilities 3/day—fireball, improved 

invisibility, plane shift, unholy blight, wall of fire, and wall of ice. 

Upon reaching 16
th

 level, the archfiend gains the following spell-like abilities 1/day—blasphemy, create 

greater undead, fire storm, gate, greater planar ally, implosion, mass charm, meteor swarm (any), and summon 

monster IX (fiends only). 

The following spell-like abilities are always active on the archfiend’s person: comprehend languages, detect 

magic, detect thoughts, discern lies, magic circle against good, tongues, and true seeing. 

- Poison (Ex): This poison affects a creature hit with an archfiend’s bite or claw attack.  The Fortitude save DC 

equals 15 plus the creature’s constitution modifier.  The poison deals initial damage of 3d6 temporary strength, 

and secondary damage of 3d6 temporary constitution.  This poison is highly perishable and loses its potency 

almost as soon as it comes into contact with air. 

- Sneak Attack (Ex): This functions exactly like the rogue’s class ability.  It deals +1d6 damage.  This stacks 

with any other sneak attack damage the base creature may have. 



 

Special Qualities: 

An archfiend retains all the special qualities of the base creature and also gains those listed below. 

 

- Fear Aura (Su): All creatures within a 20-foot radius of an archfiend must succeed at a will save or suffer a –2 

morale penalty on attack rolls, weapon damage rolls, and saving throws made against the archfiend for one 

day.  A creature that negates the effect cannot be affected by that archfiend’s fear aura for one day. 

- Immunities (Ex): All archfiends are immune to poison, electricity, and fire. 

- Resistances (Ex): Archfiends have acid and cold resistance equal to their HD. 

- Spell Resistance (Ex): An archfiend has SR equal to double the creature’s HD. 

- Telepathy (Su): Archfiends can communicate telepathically with any creature within 100 feet that has a 

language. 

- See in Darkness (Su): All archfiends can see perfectly in darkness, even that created by spells.  If this fails to 

function, they still have 60-ft. darkvision. 

- Know Alignment (Su): Archfiends always know the alignment of any creature they look upon. 

- Aura of Despair (Su): This functions exactly like the blackguard’s ability. 

- Regeneration (Ex): Archfiends take normal damage from blessed or holy weapons.  They regenerate 1 point of 

damage per round.  A lost appendage regrows in 2d6x10 minutes.  Holding a severed member against the 

stump enables it to reattach instantly. 

- Damage Reduction (Su): An archangel has damage reduction equal to the creatures HD over its HD divide by 

four, plus 1. 

 

Saves: An archfiend’s saves increase as a monk per HD.  If the creature has a class, it’s saves increase for class 

levels normally.  An archfiend adds its charisma bonus as a bonus to saves. 

Abilities: Str +14, Dex +6, Con +10, Int +8, Wis +8, and Cha +6.  Archfiends always have at least a 3 intelligence 

and human sentience. 

Skills: An archfiend has 8 skill points plus intelligence modifier per HD.  Treat skills form the base creature’s list 

as class skills, and other skills as cross-class.  If the creature has a class, it gains skills for class levels 

normally.  Archfiends receive a +8 racial bonus to bluff, diplomacy, disguise, hide, intimidate, listen, sense 

motive, and spot. 

Feats: Archfiends gain 1 feat per every four HD, plus one.  If the creature has a class, it gains feats for class levels 

normally. 

 

Climate/Terrain: Same as base creature, abyss, nine hells, or hades. 

Organization: Solitaire 

Challenge Rating: Same as base creature +9 (ECL +13) 

Alignment: Always evil (regardless of base creature, magic, or background) 

Treasure: Double standard from base creature 

Advancement: Same as base creature 

 

ARCHFIEND CHARACTERS 

The archfiend’s vile nature and devious make its favored class rogue.  Many archfiends are at least somewhat involved 

in the Blood War.  Lawful archfiends favor devils, while chaotic one favor demons.  Neutral ones will serve either side, 

often as spies or generals. 

An archfiend’s magical nature and hellish background prevents it from aging.  An archfiend suffers no penalties for 

aging, and has no maximum life span. 

An archfiend’s individual offspring has a 50% chance of being a fiendish creature and a 5% chance of being a half-

fiend, or a 1% chance of being archfiend (roll each separately). 


