


Now that I am done with this story, I realize there is a lot of
information in this document. I recommend reading the

 page first and then go back to the other pages for
more information if needed. I tried to be as concise as
possible, but there is a lot more to DnD than I initially
thought. Thank you for reading and hopefully you enjoy it as
much as I enjoyed creating this!
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378 (28d12 + 196)

50 ft.
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 +9,  +14,  +13,  +16
cold
fire, poison; bludgeoning, piercing, and

slashing from weapons that aren’t silvered
charmed, exhaustion, frightenend,

poisoned
truesight 120 ft. , passive Perception 23

all, telepathy 120ft.
25 (75,000 XP)

 The archdevil’s innate spellcasting ability is
Charisma (spell save DC 24, +16 to hit with spell attacks). He
can innately cast the following spells, requiring no material
components:

 charm person, detect magic, dispel magic, heat metal,
magic aura

 animate objects, counterspell, creation, instant
summons, legend lore, teleport

 imprisonment (minimus containment only,
inside gems), sunburst

 If the archdevil fails a saving
throw, he can choose to succeed instead.

 The archdevil has advantage on saving
throws against spells and other magical effects.

 The archdevil’s weapon attacks are magical.

 The archdevil of greed makes three attacks.
 Melee Weapon Attack: +14 to hit, reach 10 ft., one

target.
 19 (3d8 + 6) bludgeoning damage plus 18 (4d8) radiant

damage.

 Ranged Weapon Attack: +14 to hit, range
40/120 ft., one target. Hit: 16 (3d6 + 6) bludgeoning damage
plus 18 (4d8) fire damage.

. The archdevil can use this
ability as a bonus action immediately after hitting a creature
with his purse attack. The creature must make a DC 24
Constitution saving throw. If the saving throw fails by 5 or
more, the creature is instantly petrified by being turned to
solid gold. Otherwise, a creature that fails the saving throw is
restrained. A restrained creature repeats the saving throw at
the end of its next turn, becoming petrified on a failure or
ending the effect on a success. The petrification lasts until
the creature receives a greater restoration spell or
comparable magic.

The archdevil can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at
a time and only at the end of another creature’s turn. The
archdevil of greed regains spent legendary actions at the start
of his turn.

 The archdevil makes one purse or molten coins
attack.

 The archdevil of greed casts gold and jewels
into a 5-foot radius within 60 feet. One creature within 60
feet of the treasure that can see it must make a DC 24
Wisdom saving throw. On a failure, the creature must use its
reaction to move its speed toward the trinkets, which vanish
at the end of the turn.

. The archdevil recharges his Your
Weight In Gold ability.

On initiative count 20 (losing initiative ties), the archdevil takes
a lair action to cause one of the following effects; the archdevil
of greed can’t use the same effect two rounds in a row:

The archdevil infuses a pile of treasure in his lair with life.
It becomes an earth elemental made of precious metals and
gems. The elemental acts immediately and lasts until
destroyed or until the archdevil uses this action again.
Stacked piles of treasure shift and slide, collapsing onto a
creature the archdevil can see. The creature is restrained
until initiative count 20 on the following round, or until it or
an adjacent ally uses an action to make a successful DC 18
Strength check to free it.
The archdevil magically teleports from one area of treasure to
another within 150 feet.

Tome of the Beasts



As seen, a lot of choices and connections need to be made
when creating a Dungeons and Dragons character and (the
humble beginning of) a champaign. I tried to keep the levels
of Alienation and the horrors of Exploitation in mind. This is
seen in the way that Alius is so alienated from his work, the
product, his fellow humans and himself, that he does not see
he is being exploited by Titus. Alius does not even know
where his magic comes from. It also works the other way
around: Titus can keep exploiting him and the other workers,
because they are so alienated from everything.

The conditions of the Factory influence the way I build Alius.
He has a lower  because of the horrid working
conditions, but a high  because he needed to be
quick when handling the machines. It is usually
recommended for a warlock to maximize , but it
makes more sense for Alius to have higher . He does
not need to be charming or intimidating, he needs to keep
his wits about him to survive. He only does low level combat
anyway, so he does not need a high  right
now. These are just a few examples of course; I really tried to
incorporate a lot of Marx’ theory into this story in the details.

What I lastly want to mention is the company behind the
official DnD: Wizards of the Coast (WoTC). They are a
division of the company Hasbro, and they essentially
capitalized and, in some ways, ruined the game. One of the
main issues is that they changed the Open Gaming License.
With this new license they can (retroactively) capitalize on
third party content, which is a huge part of the DnD
community and what makes the game so much fun. Then
there are also the issues of the 2024 Player’s Handbook
(rubbish), the obvious AI generated content that they sell for
a top price, Baldur’s Gate 4, and so on. If you want to start
playing DnD: please try to find books second hand (I have
most of them as PDFs).

I included some sources of this at the end of the
document.
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Spells
Mage Hand 

Source: Player's Handbook 
 
Conjuration cantrip 
 
Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 
 
A spectral, floating hand appears at a point you 
choose within range. The hand lasts for the duration 
or until you dismiss it as an action. The hand 
vanishes if it is ever more than 30 feet away from 
you or if you cast this spell again. 
 
You can use your action to control the hand. You 
can use the hand to manipulate an object, open an 
unlocked door or container, stow or retrieve an item 
from an open container, or pour the contents out of 
a vial. You can move the hand up to 30 feet each 
time you use it. 
 
The hand can’t attack, activate magical items, or 
carry more than 10 pounds. 
 
Spell Lists. Artificer, Bard, Sorcerer, Warlock, Wizard


























































































































Eldritch Blast 
Source: Player's Handbook 
 
Evocation cantrip 
 
Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 
 
A beam of crackling energy streaks toward a creature within 
range. Make a ranged spell attack against the target. On a hit, 
the target takes 1d10 force damage. 
 
At Higher Levels. The spell creates more than one beam when 
you reach higher levels: two beams at 5th level, three beams at 
11th level, and four beams at 17th level. You can direct the 
beams at the same target or at different ones. Make a separate 
attack roll for each beam. 
 
Spell Lists. Warlock



Command 

Source: Player's Handbook 
 
1st-level enchantment 
 
Casting Time: 1 action 
Range: 60 feet 
Components: V 
Duration: 1 round 
 
You speak a one-word command to a creature you can see within 
range. The target must succeed on a Wisdom saving throw or follow 
the command on its next turn. The spell has no effect if the target is 
undead, if it doesn’t understand your language, or if your command is 
directly harmful to it. Some typical commands and their effects follow. 
You might issue a command other than one described here. If you do 
so, the DM determines how the target behaves. If the target can’t 
follow your command, the spell ends. 
 
Approach. The target moves toward you by the shortest and most 
direct route, ending its turn if it moves within 5 feet of you. 
 
Drop. The target drops whatever it is holding and then ends its turn. 
 
Flee. The target spends its turn moving away from you by the fastest 
available means. 
 
Grovel. The target falls prone and then ends its turn. 
 
Halt. The target doesn’t move and takes no actions. A flying creature 
stays aloft, provided that it is able to do so. If it must move to stay aloft, 
it flies the minimum distance needed to remain in the air. 
 
At Higher Levels. When you cast this spell using a spell slot of 2nd 
level or higher, you can affect one additional creature for each slot level 
above 1st. The creatures must be within 30 feet of each other when 
you target them. 



























Hellish Rebuke 

Source: Player's Handbook 
 
1st-level evocation 
 
Casting Time: 1 reaction, which you take when you are damaged by a 
creature within 60 feet of you that you can see 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 
 
You point your finger, and the creature that damaged you is momentarily 
surrounded by hellish flames. The creature must make a Dexterity saving 
throw. It takes 2d10 fire damage on a failed save, or half as much damage 
on a successful one. 
 
At Higher Levels. When you cast this spell using a spell slot of 2nd level 
or higher, the damage increases by 1d10 for each slot level above 1st. 
 
Spell Lists. Warlock 
 


