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Large Outsider (Chaotic, Evil)
Hit Dice: 16d8+80 (152 hp)
Initiative: +7 (+3 Dex, +4 Improved Initiative)
Speed: 40 ft.
AC: 38 (–1 size, +3 Dex, +20 natural, +6 bracers)
Attacks: +2 huge unholy vorpal greatsword +25/+20/+15 or 

2 slams +23 melee
Damage: +2 huge unholy vorpal greatsword 2d8+14 (+2d6 to 

good creatures) or slam 1d6+8 and touch of fear
Face/Reach: 5 ft. by 5 ft./10 ft.
Special Attacks: Spell-like abilities, touch of fear, death 

visage, body flames, summon tanar’ri
Special Qualities: Damage reduction 40/+4, SR 30, immunities

and resistances, ring of evasion, death throes
Saves: Fort +14, Ref +12, Will +16
Abilities: Str 26, Dex 17, Con 20, Int 22, Wis 24, Cha 22
Skills: Bluff +20, Concentration +19, Diplomacy +20, Hide 

+20, Intimidate +20, Knowledge (arcana) +20, Knowledge 
(the planes) +20, Knowledge (religion) +22, Listen +30,
Move Silently +20, Scry +21, Search +21, Sense Motive 
+22, Spellcraft +21, Spot +30

Feats: Cleave, Great Cleave, Improved Initiative, Power 
Attack

Climate/Terrain: Any land and underground
Organization: Solitary or accompanied by followers 

(Ochremeshk, 1–2 balors, and 1–4 mariliths)
Challenge Rating: 20
Treasure: See below
Alignment: Always chaotic evil
Advancement: N/A

Ochremeshk was a balor who literally clawed his way to the
top—or at least very, very near it. Although he does not
command the might of beings like Orcus or even Yeenoghu, he is
a powerful and terrible demon prince nonetheless. His mortal
cult aside, he commands an elite cadre of balors and mariliths, as
well as a small army of lesser demons, half-demons, and bodaks.

Ochremeshk is a repulsive, towering humanoid (about 16
feet tall) with dark red skin and massive, clawed hands. He
greatly resembles a wingless balor, wielding a massive sword and
sheathed in flames.

COMBAT
Not surprisingly, Ochremeshk relies on his sword in combat, par-
ticularly if fighting good-aligned foes. Adopting his death visage,
he goes in swinging his massive weapon with unstoppable muscle
and skill. He is also very fond of his implosion ability.

Spell-Like Abilities: At will—blasphemy, deeper darkness,
desecrate, detect good, detect law, fear, greater dispelling, pyrotechnics,
read magic, suggestion, symbol (any), telekinesis, teleport without
error (self plus 50 lbs. of objects only), tongues (self only), unhal-
low, unholy aura, unholy blight, and wall of fire; 1/day—fire storm
and implosion. These abilities are as the spells cast by a 20th-
level sorcerer (save DC 16 + spell level).

Touch of Fear (Su): A creature hit by Ochremeshk’s slam
attack must succeed at a Will save (DC 24) or flee in terror for
1d6 rounds.
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Death Visage (Su): Once per day, Ochremeshk can
change his face into that of a horrific demonskull that gives
him a gaze attack with a range of 50 feet. This gaze attack
slays anyone failing a Fortitude saving throw (DC 24). He
can maintain this visage for no more than 6 rounds, and
cannot use his body flames or any other spell-like abilities
while he does.

Body Flames (Su): Ochremeshk can engulf his own body
in roaring flames as a free action. Ochremeshk suffers no
harm, but anyone within 5 feet sustains 2d6 points of fire
damage each round. Anyone grappling with him or touching
him (as with an unarmed attack) suffers 4d6 points of fire
damage each round.

Detect Magic (Su): Ochremeshk continuously can detect
magic as the spell cast by a 20th-level sorcerer.

See Invisibility (Su): Ochremeshk continuously can see
invisibility as the spell cast by a 20th-level sorcerer.

Immunities (Ex): Ochremeshk is immune to poison and
electricity.

Resistances (Ex): Ochremeshk has cold, fire, and acid
resistance 20.

Telepathy (Su): Ochremeshk can communicate telepathi-
cally (within 100 feet) with any creature that has a language.

Summon Tanar’ri (Sp): Once per day Ochremeshk can
automatically summon 10d10 dretches, 2d4 vrocks, or 1d2
mariliths or balors.

Death Throes (Ex): If killed, Ochremeshk explodes in a
blinding flash of light that deals 60 points of damage to
everything within 100 feet (Reflex save for half damage, DC
22).

Skills: Like balors, Ochremeshk receives a +8 racial bonus
to Listen and Spot checks.

Treasure (Su): Ochremeshk carries a +2 huge unholy vorpal
greatsword The sword also has the spell-like ability to detect
good as cast by a 12th-level sorcerer, except that its range is 30
feet.

Ochremeshk also wears bracers of armor +6 and a ring of
evasion.

OCHREMESHK AS A GOD
While he is worshipped as a god, Ochremeshk may not actu-
ally be a true deity. It is known that some demon princes are
actually fronts for other evil gods. In exchange for the prince’s
loyalties, the evil deity grants the demon’s priests the spells
and power they desire in his name. In comparison to their
patrons, these demonic vassals have small cults and few wor-
shippers, so this is a small price for the god to pay.

In any event, Ochremeshk’s cult is very real, although it
once was much greater than it is now. To its members he is
definitely a god—lord of chaos and evil, of fire and death. To
his worshippers, he is the Demon God and the Defiler. He is
a god of destruction: equal parts chaos and evil. He demands
living sacrifices in huge numbers, killed with horrific and
bloody methods. His symbol is the horrific demonskull visage
that he himself can display (see illustration below), and as a
direct reward for serving him he grants special unholy sym-
bols to his followers that contain minor blessings from him
(see the Demon God’s Fane for more information on the
demonskull talismans). His main temple is a monolithic statue
resembling his form (see illustratin at left).

Ochremeshk is associated with the domains of Chaos,
Evil, and Destruction.
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The Demon God’s Fane was built to resemble Ochremeshk himself.



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 trans-
lations (including into other computer lan-
guages), potation, modification, correction,
addition, extension, upgrade, improvement,
compilation, abridgment or other form in
which an existing work may be recast, trans-
formed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means
the game mechanic and includes the meth-
ods, 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 clear-
ly identified as Open Game Content by the
Contributor, and means any work covered by
this License, including translations and deriv-
ative works under copyright law, but specifi-
cally 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, sym-
bols, designs, depictions, likenesses, for-
mats, poses, concepts, themes, and graphic,
photographic and other visual or audio repre-
sentations; names and descriptions of char-
acters, spells, enchantments, personalities,
teams, personas, likenesses and special abil-
ities; places, locations, environments, crea-
tures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic
designs; and any other trademark or regis-
tered 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 prod-
ucts 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 cre-
ate 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 distrib-
uted using this License.

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

4. Grant and Consideration: In considera-
tion for agreeing to use this License, the
Contributors grant You a perpetual, world-
wide, 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 repre-
sent 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 distrib-
uting, and You must add the title, the copy-
right 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 Product Identity. You agree not to indicate
compatibility or co-adaptability with any
Trademark or Registered Trademark in con-
junction 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 dis-
tributing 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 ver-
sion 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 ter-
mination 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 1.0a Copyright 2000,
Wizards of the Coast, Inc.

d20 System rules and Content Copyright
2000, Wizards of the Coast, Inc.; authors
Jonathan Tweet, Monte Cook, and Skip
Williams, based on original material by E.
Gary Gygax and Dave Arneson.

THE FOLLOWING IS HEREBY DESIG-
NATED AS OPEN GAME CONTENT, IN
ACCORDANCE WITH THIS LICENSE:
a) All spell names, domains, descriptors,
spell effects, and related mechanics (dura-
tion, range, caster level, etc.) are Open Game
Content except for those designated below as
Product Identity as part of The Book of
Eldritch Might or Demon God’s Fane.
b) All magic items including their names,
effects, and related mechanics (challenge
rating, caster level, etc.) are Open Game
Content except for those designated below
as Product Identity as part of The Book of
Eldritch Might or Demon God’s Fane.
c) All skills, abilities, and feats, their
names, and related mechanics (Difficulty
Class, etc.) are Open Game Content.
d) Ochremeshk’s name, background,
description, and statistics are Open Game
Content.
e) Other game mechanics wholly derived
from the d20 System Reference Document,
including alignment, abilities, saving throws,
Armor Class, hit points, points of damage,
miss chance, enhancement bonus, deflection
bonus, hardness rating, undead turning,
damage reduction, spell resistance, ability
score damage, negative levels, alchemist’s
fire, mundane poison mechanics, reach, and
experience points.

THE FOLLOWING ELEMENTS IN THIS
BOOK ARE HEREBY IDENTIFIED AS
"PRODUCT IDENTITY":
a) All character,* item, and place names,
histories, and named events.
b) Malhavoc Press identifying marks and
product titles, including The Book of Eldritch
Might and Demon God's Fane.
c) All artwork and graphic design.
d) This magic item, introduced in Demon
God’s Fane: demonskull talisman.

THE ABOVE PRODUCT IDENTITY IS
NOT OPEN GAME CONTENT, AND
REPRODUCTION OR RETRANSMISSION
WITHOUT WRITTEN PERMISSION OF THE
COPYRIGHT HOLDER IS EXPRESSLY
FORBIDDEN, EXCEPT FOR THE PUR-
POSE OF REVIEWS.

* Except the Wizards of the Coast character 
names Orcus and Yeenoghu and the Open
Content character Ochremeshk.


