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Preface
What would Italy be without Dante?
What would Italian culture, our language, our literature be today if seven hundred years ago Durante (Dante to his friends) Alighieri hadn’t existed,
with his love of the vulgar tongue, his poetic sensibilities, his prophetic and prodigious vision?
The Divine Comedy today is universally acknowledged as one of the most important works of literature of all time, a cornerstone of the Western
canon, and one of the most important accounts of
medieval civilization, and it is studied and known
in every corner of the world.
The power which the Commedia, and ‘Inferno’ specifically, holds over the imagination does not require any introduction from us: there is no description of the Western afterworld that does not owe
something to what Dante created or reworked. Even
contemporary movies, comics, novels, videogames,
and interactive entertainment confirm how that
blazing portent has yet to cease inspiring creators.
After all, Dante had not chosen to write inaccessible, high-register stanzas for learned members of the
Church, but rather stories in the vulgar tongue, in order to reach the common people, who would attend
his readings much like we might do with a concert.
Combining this pillar of world culture with the
greatest role-playing game of all time is, truly, an
honor and a privilege.

I

Our approach has been methodical, philological,
detailed, and aided by experts, researchers, and
professionals of both literature and game design, and we have begun a journey through Hell,
following the tracks of Dante and Virgilio, which
adds (nor subtracts) nothing to the genius of the
original poem, but does transform the unparalleled tercets of the Commedia into an entirely new
journey.
What we here at Two Little Mice, Acheron Games,
and Epic Party Games have tried to create is an
entirely new experience, a blend never seen before,
a gaming experience which brings the players –
and not only Italian ones – back to the visionary
realms that Dante had committed to paper seven
centuries ago.
We are the Lost Ones in the Dark Forest, this time.
It is up to our travelers, this time, to cross the
Acheronte, look upon the air without a star, and
board the ferry of Caron Dimonio with his ember
eyes.
In Dante’s year, the seven-hundredth anniversary
of the death of the Poet, here is our tribute in celebration of two pillars of our contemporary culture.
Consider ye the seed from which ye sprang; Ye were
not made to live like unto brutes, But for pursuit of
virtue and of knowledge.

nfernal Annotations
In this Quickstart and in the upcoming manuals, you will find several annotations such as
this one, which serve as an exploration for certain themes and concepts presented in the game.

Preface
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The Divine Comedy
Midway upon the journey of our life
I found myself within a forest dark,
For the straightforward pathway had been lost.
Ah me! how hard a thing it is to say
What was this forest savage, rough, and stern,
Which in the very thought renews the fear.
So bitter is it, death is little more;
But of the good to treat, which there I found,
Speak will I of the other things I saw there.

Dante Alighieri
Inferno, Canto I

D

ante Alighieri was not only a poet, inspiring generations of writers to come.
His Divina Commedia hides much more
than what is obvious on the surface.
Do not be deceived, these lines and rhymes are
not the fruit of the art and labor of a single man.
Dante was not a lost traveler, at all… He was an
exile of two worlds, one a mirror of the other.
Just like you and I.
I have spent my youth seeking for answers residing between his lines, and now everything is
finally clear. What Dante left us is not a simple
allegory, nor a comedy, nor an epic.
It is a Guide.
A Guide for those who want to reach the Dark Forest and venture where not even the dead can rest.
A Guide to Hell.
I warn you, the journey upon which you are about
to embark is long and perilous. Once you have
crossed the threshold of the Eternal Gate, you may
no longer come back. You must abandon all hope,
and hope itself will leave you, falling through your
fingers, step by step, no matter what you do.
Heed my advice, traveler: close this book and
feed it to the flames where it belongs. There in
the heart of the Earth, where the Lord cast Lucifero, you will find nothing but despair and the
desire to die once more. There is nothing for the
living among the eternal flames.
I know that my words will not stop you. Even I
try stopping this hand of mine tracing ink on
paper and I cannot. You and I are the same,
traveler, our desire for knowledge is itself a sin.
Very well.
We shall share these pages and the dim, flickering light of a single candle. Together, we shall
descend where the sky bears no stars and fire
burns cold.

The Divine Comedy

T

hemes and atmospheres of Inferno
Inferno isn’t just a setting, but rather
the attempt to create a unique and deeply affecting experience. We ask that players abandon not only hope, but also all preconceived
notions; try approaching this manual with
an open heart and mind, and a willingness
to be surprised. Cast aside the quest for the
strongest combinations, the rarest artifacts,
and the glory of defeating the strongest enemies. The experience we are offering you,
should you choose to play, is more elegant
and requires some finesse and commitment.
The greatest enemy, after all, will be yourself.

It is often said that the hardest step to take is
the first: this is not true.
Where we are going, each step will be harder than the last, each Circle will be tighter and
increasingly hostile. The only thing decreasing
will be hope, hope to return the light. Your only
comfort will be this book.
Dante Alighieri’s lines hold the knowledge of the
only one who has traveled to Hell and returned
to tell the tale. If there is hope to follow his path,
be certain that it is hiding among these pages.
Each step will be harder than the last. The first is
undoubtedly the easiest. All it takes to find the
Eternal Gate is to lose your way.
But fear not, traveler: if you are reading these
words, it is very likely you are already, in your
own way, lost…

The Divine Comedy
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B

etween 1304 and 1321, the poet Dante Alighieri
was in exile, away from his beloved Florence.
In those years, he wrote an epic, an unrivaled
masterpiece which we call La Divina Commedia,
or simply the Commedia.
The Commedia is composed of three Canticles,
each containing thirty-three Cantos, except the
first, which counts thirty-four – though this
additional one is considered the opening to the
entire epic. Each Canto, in turn, is divided into
more than a hundred hendecasyllabic lines arranged in rhyming tercets.
Three Canticles of thirty-three tercet Cantos.
These are not casual numbers, traveler. The symbols and allegories which Dante has hidden in
his masterpiece are innumerable, and they are
the key to his mysterious journey. A dangerous
and solitary journey which, in 1300, brought
him to lose his way in the Dark Forest and ascend to the summit of Paradise.
The first of the Commedia’s three Canticles is
Inferno; this is where your journey begins and
where I will guide you, with this book.
The Hell which Dante describes in Inferno is a
vast, endless, eternal place which groups the
lost souls – those who have strayed far from God
and did not repent before death – and their jailers into nine Circles. A place with one way in,
and one way out…

T

ravelers and Guide
In Inferno
Inferno,, players will be taking on the
role of travelers, whether Lost Ones or otherwise, as they find themselves traversing
Hell, from the Eternal Gate to the bottom of
the abyss, and we will be referring to them
as travelers. Similarly, the GM will take on
the role of the Guide sent to the travelers
by the Lord (or other powers), and is also
very present in the game with this role and
this title. When we talk about the Guide,
then, we will be referring both to the narrator, arbiter, and facilitator – the player at
the same table as the others – and to the
Guide who appears in the game and leads
the travelers to their destination.
Finally, the route taken by the travelers is
the journey: the long series of events which
begins with this Quickstart and will continue in the following, finalized manuals.
Our journey will cross Dante’s Hell, but it
will not necessarily end there, and there
may very well be other worlds for our travelers to explore.

Providence.
We will have no such advantage.

A warning, traveler: Dante was able to cross
these Otherworldly places as a silent witness,
protected by the unstoppable force of Divine

The Divine Comedy

Chapter I

Lost Ones
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On the Nature of the
Lost Ones

P

T

he Eternal Gate which leads to Hell is
located within a Dark Forest. This sad
and terrifying place can usually only be
found by souls burdened with sin, on their way
to atone for their lives.
There are others, however, who are able to access it, usually through having a mission to
complete, and who end up lost in the Forest.
Even Dante Alighieri, who had the strength to
cross the infernal chasm from end to end, was
unable to remember how he reached the Dark
Forest. He called himself a Lost One, and nothing could be closer to the truth. If every living
person’s life is like a path unavoidably leading
to death, those who reach the afterlife without
dying must inevitably be lost.
Whoever you may be in your world, whatever
you might do to reach Hell, as you step into the
Dark Forest, you become a Lost One: a mortal
being who can only rely on their Hope and a
spark of divine inspiration.
A Lost One is any living creature who reaches
Hell before their death, and who can only hope
to make it back out of it.
Hope, not expect.
And if I were you, I would not hope too much…

laying a Lost One
In Inferno – Dante’s Guide to Hell,
Hell,
players will create their first level travelers,
choosing their origin (or, more appropriately, their nature) and their archetype;
they will advance in level every time that
the journey calls for it.
This Quickstart, on the other hand, only
allows one nature for the travelers: The
Lost One.
You may directly use four pre-generated
fifth-level characters, who have already become Lost in the Dark Forest, and their character sheets will be usable for every Canto
released until the final game manuals.
You will find them in the following shared
folder: AcheronInferno
AcheronInferno..

Semblance

A

s a Lost One, you are effectively a human,
and your appearance varies depending,
usually, on your earthly origin: features, skin
color, hair color, eye color, flaws and qualities,
sex, gender, age, and complexion.
Should you look into the Dark Forest pond,
or the black waters of Acheronte, and fail to
recognize yourself, do not be afraid. Your features can be exactly the same as they were in
the material world, before finding yourself in
Hell, or they could have altered due to your
vices, virtues, and sins; your semblance, after
all, is but an allegory of what your earthly nature was, finally taken on once you reach the
Dark Forest.
Fear not, I am not here to judge you.
Not I.

Chapter I - Lost Ones
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As long as they still have hope, a Lost One
is still technically alive, they have a physical
body, a weight, a tangible physicality. Remember this: unlike the Dolorous People you
will meet, you still cast a shadow; if you step
on the ground, you leave a print behind.
And the infernal beasts can sniff you out.
What you were before you were Lost is not particularly of import, at least not as you begin
your journey. I imagine you must have been
a human male or female or what have you,
of our world, from an age later than that of
Dante, such as I.
The Lost Ones usually remember their name
and family, their origin and their tasks, their
dilemmas, and fragments of their life before
becoming Lost.

Do not be afraid if many details are missing:
most of your past and your earthly knowledge
will feel confused and muddled, once you step
into the Dark Forest. Special encounters and
characters you might recognize during your
journey will bring back memories and further
details. After all, the route you will take is
both physical and spiritual.
Before you became a Lost One, however, you
may have been of any race, time, or known
world, as far as I am concerned. After all, it
matters not: once you reach Hell, none of it
matters. A traveler who becomes lost in the
Dark Forest immediately loses any status, level, position, or career held up until then; they
take on the semblance of a human and the
features of their archetype, and their nature
becomes that of a Lost One.
What this means and what effects it has will
be explained further, as we proceed…

16

Archetypes 

P

n Inferno, the powers and weaknesses of a
traveler depend for the most part on their
archetype and their sins, and not on the abilities they possessed while in the material world.
A renowned warrior who fought for and served
heretics may find themselves taking on the Heresiarch archetype, and forced to exchange their
sword for the powers of the flame. Similarly, a
small, weak man who lorded over his subjects
might find himself incarnating the Tyrant archetype, and tower over the damned in his
bloodstained armor.

laying the Archetypes
As they begin their Infernal journey,
each traveler chooses an archetype from the
twelve available in the guide. Archetypes
are chosen at first level, and each partially
modifies the appearance of the traveler who
chooses it, be they a Lost One or any other
nature.
Inferno’s
Inferno
’s archetypes are equivalent to classes available to the players, and there are
no sub-classes or alternatives beyond the
twelve main ones.
Mechanically, choosing an archetype confers the following characteristics:

Each archetype represents the sin which the Lost
One must atone for forever in Hell, once they
pass away.

Equipment. No matter their semblance,
the traveler does not have any starting
equipment.

It carries different traits and special abilities
which the traveler cannot remove or ignore,
much as they cannot ignore their nature as a
Lost One or their semblance.

Infernal Emblem. Each traveler possesses
three Infernal Emblems connected to their
archetype. These can be magical items or
special abilities.
Infernal Emblems cannot be discarded,
and they turn to ash as soon as they leave
the character’s person, reappearing on
them immediately as if emanating from
their corporeal presence.
These Emblems can increase in power and
corruption much like the traveler. At fifth
level, one of the Emblems becomes Tormented (see
(see premade character sheets).
sheets).

I

The Emblems for each archetype, for example,
will appear upon the travelers as though inescapable aspects of their semblance. Attempting
to remove or change them will mean denying
their own nature, and therefore inflicting damage and wounds to themselves – which only
leads to pain, death, and loss of Hope.

Multiclass. A character cannot choose a
different class from their archetype, even
when they level up.

Chapter I - Lost Ones
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Sin and Redemption

B

efore you lament the archetype you find
yourself taking on, traveler, remember that
it has been assigned to you by the Primal Love
for your sin, a manifest miracle of that which is
your secret nature and inclination, rather than
your outward appearance.
On sin and archetype depend the Infernal Emblems you find yourself carrying. These allegorical
items are part of your semblance, and will grow in
power with you as you continue your journey.
Your own powers, your special abilities and skills
you seem to master depend upon your sin. Do
not fall for the Devil’s tricks: Hell wants you to
use these supernatural abilities, to speak anathemas and arcane formulae, to rage against and
annihilate your opponents.
Lucifero does not want you to die, but for you to
sin, to fail at finding the right pathway and lose
all Hope.
May your allegorical aspect also be a warning,
for the entirety of your journey: that sin which
assigns you such dark semblance and those burdensome Emblems, is also the sin for which you
will receive eternal punishment in Inferno itself,
should you not atone in time.
Consider all this as a merciful concession of the
Love which moves the sun and the other stars:
few are truly shown their nature in such a manner, thus being offered the hope of redemption.
Facing your journey through Inferno is difficult
and perilous beyond all manner, but the alternative is to remain here as captive after death, with
no hope of redemption – is that not a worse fate?

V

irtues and Vices
Every story, even that of a lost soul,
has a beginning and, above all, a background. Your character’s virtues and vices reveal those aspects that most characterized your soul before you reached the
Infernal Circles. Choosing virtues and
vices provides you with important story
cues about your character’s past identity
and what led you to your current condition. The most important questions to ask
about your background, virtues, and vices
are what led your soul to Inferno? What
led you to indulge in the sin that defines
you in Inferno? What role did your virtuous traits play in your sinful existence?
Will you be able to cling to them so as not
to succumb to despair? What distinguishes you from those damned who share
your capital vice among their sins with
no sign of Infernal Emblems whatsoever?
And above all, who or what caused you to
end up in Hell while still alive, thus offering
you the opportunity to redeem yourself?
The sample virtues and vices presented in
the pre-generated character sheets provide
generic examples that serve as inspiration
and roleplaying suggestions for players.
Each traveler has specific gifts related
to their background: you can find some
examples in the pre-generated character
sheets..
sheets

Instead of lingering upon your allegorical semblance then, use this journey to save your soul: each
of the dolorous people you will meet would have
given all for the same opportunity given to you!

Chapter I - Lost Ones
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The Tyrant 

T

Lost Fighter Archetype
We with our faithful escort onward moved,
Along the brink of the vermilion boiling,
Wherein the boiled were uttering loud laments.
People I saw within up to the eyebrows,
And the great Centaur said: “Tyrants are these,
Who dealt in bloodshed and in pillaging.
Here they lament their pitiless mischiefs; here
Is Alexander, and fierce Dionysius
Who upon Sicily brought dolorous years.”

Dante Alighieri
Inferno, Canto XII

hose who have lorded over others in the
material world, will end up in the Seventh Circle, among the violent.

Maybe they reigned over an entire population
through abuse and injustice. Maybe they led an
army which spread carnage and ruin upon an
entire region. Maybe they were simply a badmouthed shopkeeper who abused their apprentices, or a violent patriarch, taking out his frustrations upon his family.
Whatever the sins in the material world, their
sentence after death will be to spend eternity
in a river of boiling blood, surrounded by fellow sinners who fight with each other in order
to never sink, overseen by feral centaurs, casting
spears and bolts upon all those who dare to escape, or even barely raise their head from their
torment.
This is your sentence, this your fate. Now that
you are in Hell, your sin looms upon you, its
weight an omen of what will befall you after
death and until the end of time, unless you find
atonement and redemption.
To symbolize such a fatal flaw, your semblance
takes on traits of ferocity and cruelty, your
eyes are shot with blood just as your hands are
stained by it.
You fear the Seventh Circle, as it houses your
hardest trial!

Chapter I - Lost Ones

Tyrant Emblems 
◊

◊

◊

Crowned Skull. All Tyrants wear a helm,
a tiara, or a headpiece sporting a crowned
skull, symbol of the transience of mortal
power, of violence and desolation before the
inevitability of death and eternal justice.

Blood Mantle. Tyrants wear a long red cape
upon their shoulders, drenched in blood,
heavy as it falls onto their heels, constantly dripping carmine drops, leaving a trail
behind them. The mantle symbolizes the
blood in which they will spend the rest of
eternity after death, in the Flegetonte.

Burden. Tyrants carry with them an enormous sword, symbol of the weight of their
own violent actions, and an instrument of
bloodshed – the same shed blood in which
they will boil for all eternity.

“How many are esteemed great kings up there,
Who here shall be like unto swine in mire,
Leaving behind them horrible dispraises!”
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The Saint 

T

Lost Paladin Archetype
From off his face he fanned that unctuous air,
Waving his left hand oft in front of him,
And only with that anguish seemed he weary.
Well I perceived one sent from Heaven was he,
And to the Master turned; and he made sign
That I should quiet stand, and bow before him.
Ah! how disdainful he appeared to me!
He reached the gate, and with a little rod
He opened it, for there was no resistance.

Dante Alighieri
Inferno, Canto IX

hose who have served in the name of the
Lord with weapons, purporting to be of
good faith and to act for the Lord’s Greater
Glory, and in such a way caused evil and suffering, after death will end up in the Seventh Circle,
among the violent and the blasphemers who held
the name of the Almighty upon their lips as they
shed the blood of others and their own.
Maybe they were a crusader showing their arrogance in heinous acts, releasing it upon the ‘infidels’. Maybe they were a zealot who persecuted
secessionists and heretics well beyond the compassion which a person of faith should show. Maybe they were a preacher who abused their charm
to bring chaos to communities instead of comfort.
They have all followed the Virtues (Faith, Hope,
Charity) and in the eyes of believers, they have not
sinned, they have not earned the distrust of their
communities, but rather they have served the Lord
in His works.
Despite such an aura of holiness, they have not remained pure of heart, and have acted against the
Law of God while preaching its defense.
Whatever their faults in the material world, their
sentence after death will be to spend eternity in the
Infernal Desert, rained upon by fire.
This is your sentence, your fate.Now that you are in
Hell, your sin flies before you, and you are forced to
own it and show it proudly to travelers and damned
alike, as a symbol of the false banners you carried in
the material world and which will lead you to damnation, unless you find atonement and redemption.
To symbolize such a fatal flaw, your semblance
takes on traits of zeal and absolute dedication,
your gaze is veiled and elusive, your expression
constantly taken with supernatural calls.
You fear the Seventh Circle, as it houses your
hardest trial!

Chapter I - Lost Ones

Emblems of the Saint
◊

◊

◊

Banner and Shield. Saints constantly bear
religious signs: a banner and a shield, and
these are their weapons.

Silver Halo. Saints do not wear a helm but
a silver halo attached to a pole, in turn attached to the back of their armor. The halo
protects them as a helm would, and it is the
symbol of their proximity to the Lord, but
also of the false holiness they professed,
made of material and vain possessions rather than spiritual principles.

Veiled Gaze. Saints’ eyes are covered by a
light veil, as their gaze, filled with the Lord’s
Hope, would cause relief among the Damned, and that is forbidden. This veil is not a
hurdle to their sight, but is enough to cover
their eyes.

“Vengeance of God, O how much oughtest thou
By each one to be dreaded, who doth read
That which was manifest unto mine eyes!”
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The Illuminatus 

T

hose who have pursued greed, hungered
for wealth and treasure, including secrets, contacts, and favors, feuds and
gifts, artifacts and relics, after death will end in
the Fourth Circle, among the avaricious.

Lost Wizard Archetype
And he to me: “Vain thought thou entertainest;
The undiscerning life which made them sordid
Now makes them unto all discernment dim.
Forever shall they come to these two buttings;
These from the sepulchre shall rise again
With the fist closed, and these with tresses shorn.
Ill giving and ill keeping the fair world
Have ta’en from them, and placed them in this scuffle;
Whate’er it be, no words adorn I for it.

Dante Alighieri
Inferno, Canto VII

Maybe they were a bishop or an abbess who
accumulated titles, relics, and occult secrets.
Maybe they were an alchemist, a researcher, or
an academic who so pursued the secrets of the
world and of the Lord that they ceased to pay attention to anything else. Maybe they were a heretic, a charlatan, a necromancer, whose hunger
for possessions and luxuries led them to powers
and secret forces which they should have never
delved into.
Whatever their faults in the material world,
their sentence after death will be to spend eternity pushing rocks and boulders of ever-increasing weight, surrounded by fellow sinners, busy
wasting eternity behind worthless burdens.
This is your sentence, your fate. Now that you are
in Hell, your sin weighs upon you in the shape of
precious gems, stones, and jewels falling cascading upon you and from you, increasing in number and size as you follow your journey, an omen
of what will befall you after death and until the
end of time, unless you find atonement and redemption.
To symbolize such a fatal flaw, your semblance
takes on traits of avarice and greed, your gaze
is hungry and petty, your clothing is woven with
gems and cumbersome trinkets.
You fear the Fourth Circle, as it houses your
hardest trial!

Chapter I - Lost Ones

Emblems of the Illuminatus
◊

◊

◊

Unrecognizable. The Illuminatus are unrecognizable, disfigured or aged, due to their
sin, which transfigures the material holy vessel of the divine spark into a deformed, corrupt body, whose only hunger is for wealth.

Gems of Knowledge. The Illuminatus are
covered in gems, upon which their power relies. The more power is held by an Illuminatus, the more gems, the heavier, the larger.
These same objects which seem so important now will become dark, crude matter
after death, devoid of any value, and will
become a single rock that the Illuminatus
must roll for all eternity.

Closed Fist. The Illuminatus always carries
their book and their staff, and can never
set them down, as a symbol of their avarice
preventing them from leaving behind power, knowledge, and material possessions.

“Clerks those were who no hairy covering
Have on the head, and Popes and Cardinals,
In whom doth avarice practise its excess.”
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The Exile 

T

Lost Ranger Archetype
And as to croak the frog doth place himself
With muzzle out of water,—when is dreaming
Of gleaning oftentimes the peasant-girl,—
Livid, as far down as where shame appears,
Were the disconsolate shades within the ice,
Setting their teeth unto the note of storks.
Each one his countenance held downward bent;
From mouth the cold, from eyes the doleful heart
Among them witness of itself procures.

Dante Alighieri
Inferno, Canto XXXII

hose who have avoided fighting for their
ideals in the material world, who betrayed their country and people, who
reneged, deserted, and rejected oaths and duties, after death will end up in the Ninth Circle,
among the traitors.
Maybe they were intentionally deserting, leaving
the battlefield as their comrades in arms died
behind them. Maybe they made deals and broke
promises, taking everything of use and disappearing when something was asked of them.
Maybe they preferred hiding from the responsibilities and needs of their family, the hunger for
food and love of their children.
Whatever their faults in the material world,
their sentence after death will be to spend eternity in a frozen river, surrounded by their fellow
traitors and renegades, watched over by primordial giants and the shadow of Lucifero himself.
This is your sentence, your fate. Now that you
are in Hell, your sin freezes your heart and stops
your breath, an omen of what will befall you after death and until the end of time, unless you
find atonement and redemption.
To symbolize such a fatal flaw, your semblance
will take on a pale and ghastly color, as a frozen
corpse. No flame will thaw you, as the ‘heat’ of
your ideals is lacking by your own choices.
Exiles also carry a lantern which sheds no light
(a symbol of their lost way) and use weapons
made of animal bones, symbolizing their proximity to the more bestial aspects of life (as their
lack of ideals makes them akin to beasts).
You fear the Ninth Circle, as it houses your hardest trial!

Chapter I - Lost Ones

Emblems of the Exile 
◊

◊

◊

Glacial. Exiles are always cold and their
blue skin reveals their glacial condition.
Whenever they speak, their mouth emits
clouds of vapor.

Empty Lantern. Exiles carry a lantern
which provides no light, symbolizing how
they lost their way in favor of dark, desolate
roads instead.

Bone Armory. Exiles cover themselves with
animal pelts and furs, and carry weapons
made out of gold and bones, as their lack of
ideals is such that they do not belong in civilization, and must seek refuge in the primitive nature of the lowest beasts.

“Whereat I turned me round, and saw before me
And underfoot a lake, that from the frost
The semblance had of glass, and not of water.”
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Other Archetypes
The Vicar 

The False Prophet

Lost Cleric Archetype

Lost Warlock Archetype

T

T

hose who on Earth appointed themselves voices of the Lord, and took upon themselves divine authority without deserving such honor, after death will be forced into an eternal procession
across the Malebolge, burdened by a leaden cape.
The Vicar is clothed in a Mantle of Hypocrisy, a
luminous golden cape which weighs more than
the vilest metals, and carries a torch bearing the
Flame of Heaven. It is in that divine fire that their
hope lies, and with it their chance at redemption.

The Jester 

he Laws of God pursue unity and love among
people; those who sought, in life, to create
discord and led their followers to conflict and division, therefore, are among the vilest of sinners.
These False Prophets, who wear the Emblems of
false and earthly idols, have a long road ahead
to find redemption. The alternative is an eternity
in Malebolge, skewered, torn, and hacked by the
sword of a terrible devil.

The Slave

Lost Bard Archetype

Lost Monk Archetype

T

he sinner is not only those who act in sin,
but also those who bear witness in silence,
who allow for injustice to befall the weak, and
who never choose a side out of fear or apathy.

here is a thick and wailing forest in the Seventh Circle, in which each tree is the trapped
soul of those who committed suicide. Those who
wasted the gift of life are made to flee through
these trees, chased and savaged by cruel, hungry dogs.
Just as Jesters, in life, have mocked the Lord,
wasting their time with futile pastimes, so do
they appear in Hell as buffoons, a vacant smile
plastered on their faces. Their body is a collection of ever-ringing bells, aiding the dogs which
lie in wait in the eternal darkness.

T

Just as they have been, in life, Slaves to the powerful and the unjust and never dared raise their
head, so in Hell they find themselves chained
to their sin. This journey is their last chance to
choose a side and fight for the Lord, lest they
find a place among the ranks of the Indifferent,
those wailing mortals and angels eternally tormented by pestilent swarms.
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The Heresiarch 

The Beast 

Lost Sorcerer Archetype

Lost Barbarian Archetype

T

T

he fires of passion burn equally in every
being with grand ideals. Some are warmed
and guided by the ardor of the just, which comes
from the Primal Love. Some are ablaze with the
dark and fierce fire of heresy, which soon leads
their morals unto ash.

o sin of incontinence means yielding to one’s
basest human instincts, indulging in perversions such as lust, gluttony, and most of all, wrath.

These are the Heresiarchs, messengers of false
truths against the Lord, and unless they find
atonement, they will find a place in the open
graves of the city of Dis, where Hell holds eternal
flames for them aplenty.

Those who have not been able to exert control
over themselves arrive in Hell as Beasts, no
longer worthy of walking with their head held
high. Their body is covered in mud and filth,
and their shameful face is masked by the golden skull of a beast, a constant reminder of their
unworthy condition. Only redemption can save
them from the putrid swamp of the Fifth Circle.

The Pagan 

The Serpent 

Lost Druid Archetype

Lost Rogue Archetype

H

ell houses not only sinners and the Lord’s
enemies, it also welcomes all those who have
served False and Lying Gods, believing their untruths and believing that they acted in good faith.

T

hose who have, in life, deprived others of
their needs, those who stole others’ ideas,
and those who sought to reap but never sow, are
awaited in Malebolge as the slimiest of sinners.

These Pagans will find their place among the
seven walls of Limbo, where no devils nor punishments dwell, but neither do love or joy – only
an eternity of dissatisfaction. They carry in Hell
the Emblems of ancient and false myths, and
it is only through letting them go that they will
find redemption in the Glory of Divine Love.

These cursed Serpents face their journey covered
in bandages, much like the plague-ridden whom
the good folk should avoid, and carry upon their
wrists and hands two ever-warring snakes, symbol of that damnation from which they freely
took, and omen of their horrible punishment in
the pit of thieves.
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Hope
He seemed as if against me he were coming
With head uplifted, and with ravenous hunger,
So that it seemed the air was afraid of him;
And a she-wolf, that with all hungerings
Seemed to be laden in her meagreness,
And many folk has caused to live forlorn!
She brought upon me so much heaviness,
With the affright that from her aspect came,
That I the hope relinquished of the height.

Dante Alighieri
Inferno, Canto I

T

he hope of the height, or “of Heaven”, is
a Lost One’s most precious belonging, as
they make their journey across Hell, and
even for the damned, the indifferent, and the
devils held within.
Despite their sins and their allegorical semblance, the Lost Ones are still alive, tangible and
corporeal, and cannot really die or fall captive in
Inferno, at least as long as the flames of hope of
redemption burn within them.
The Lord awaits them, in the Empyrean, and
even as they travel across the blackest abyss
formed by the Fall of Lucifero, the hope of making it back out, of returning to the material
world and being cleansed of their sins, to then
gain access to Paradise – that is the flame which
feeds them and lights the way.

Even should they be, while in Inferno, torn to pieces by monsters or dismembered by dangers and
horrors, their immortal soul and hope will regenerate them. As their material body turns to ash,
destroyed by Infernal evils, another is formed from
the bitter soil of the Underworld, and they shall
return once more to set foot upon it.
This, however, only takes place as long as hope
lives within them
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Hell is not made to nurture and keep hope, and all
those who enter must, sooner or later, abandon it
all, according to the harsh truth carved into the
Eternal Gate which leads into the dark realm.
When travelers use some of their powers or Emblems, each time they die and come back, each
time that the charms and traps of Hell take hold
of, weaken, or damage them, they lose some of
their hope, and part of that divine flame within
them dies.
Remember this, Lost One: Inferno does not wish
to stop you, it does not wish to kill you, it does
not wish to destroy you. Inferno wants you to lose
hope, to let yourself into its arms willingly, to
surrender all desire to leave. Each Circle, Round,
or Bolgia features traps specifically designed to
cause the loss of hope in damned and travelers
alike, and prevent them from gaining more.

For the only way to flee those ancient places is to
preserve high levels of hope for Heaven until the
end of the journey, and those who lose their own
will never leave.
It is true, then, that there are many ways of losing hope in Hell… after all, that is what Hell is
for, is it not? It is also true, however, that there
are ways in which to recover hope too, though
they are much more rare.
Advancing in your journey as a group, step
by step, round by round, is already enough to
maintain the divine flame.

Using Hope
In Inferno
Inferno,, hope is a very specific score, the most
precious in the whole game.
Each player character has a hope score, and a
Lost One who is suddenly deprived of it entirely
loses any desire and surrenders to Hell, immediately becoming a desperate soul, a non-player
character. Now indistinguishable from a common damned, a despairing soul cannot help but
adapt to the horrific lands of Hell and submit
to eternal damnation for the sins that they have
not been able to atone for.
Hope is linked to the cycle of incineration and
physical return of the Lost Ones, which can also
be eternal as long as this divine fire persists in
them. Some of the archetypes’ powers and abilities depend on this score too.
Each archetype has different ways of using this
celestial resource, which a traveler can expend
to generate extraordinary effects, though always
being careful not to waste it.
At the beginning of the journey, each Lost
One has 33 hope points,
points, which are essential
for traversing the circles of Hell, and will be
the only beacon capable of keeping them away
from perdition.
You are ashes, and to ashes you will return.
When a traveler dies or is otherwise destroyed,
their body and Emblems turn to ashes in a matter of seconds. In this case, after 3d6 rounds,
a traveler returns to reincarnate in a renewed
body, in the proximity of a divine flame. Each
time a traveler returns from the ashes in this
way, they lose 3 hope points. If the character
does not have sufficient hope points, they become desperate souls, and their ephemeral essence starts wandering through the infernal
lands only to reform as a damned in the circle to
which they belong.

Divine Flame
The Lost Ones and the hope that keeps them
alive are directly linked to the flame of Heaven, which is represented, in Hell, by the Guide’s
torch and a very few other similar bonfires scattered throughout the gloomy kingdom, such
as the one that burns in the city of Limbo. As
moths are attracted to a flame, Lost Ones regenerate expressly in the proximity of the closest
divine flame. These spots of light and regeneration are incredibly rare in Hell, and are explicitly
indicated in the text.
Embrace Sin. You have features related to your archetype, which you can use to gain temporary effects. When you use one of these abilities, you lose
hope based on the description of the ability itself.
Divine Inspiration. You can spend divine inspiration (see below, page 39) to reduce the loss of
hope. By spending divine inspiration in this way,
you can lose 1d4 less hope.
Despair. If you lose all your hope points, you risk
dissolving, dying permanently, and becoming
damned. Whenever you lose your last hope point,
you must make a special saving throw, called a
despair saving throw to determine if your essence
manages not to get lost for good. Unlike other saving throws, this one isn’t tied to any ability score,
and cannot be made more than 3 times. Roll a
d20. If the roll is equal to half your level or higher,
you succeed. Otherwise, you fail. If you fail the roll,
you lose your character. If you succeed, you gain 1
hope point.
Granting Hope. You can give your hope to other
travelers or other characters. As an action you can
spend 2 hope points to give 1 hope point to another character.
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Divine Ispiration
“With the profound condition and divine
Which now I touch upon, doth stamp my mind
Ofttimes the doctrine evangelical.
This the beginning is, this is the spark
Which afterwards dilates to vivid flame,
And, like a star in Heaven, is sparkling in me.”

Dante Alighieri
Paradiso, Canto XXIV

W

hen crossing the empty infernal darkness, the travelers have little comfort
and even less practical support for their
needs and virtues. As mentioned, the Lost Ones’
travel companions help them in moving forward and resisting the horrendous visions and
the sense of loss. The Guide provides knowledge
and information on the many terrible things
unfolding before their eyes, and both the divine
flame and the hope of Heaven offer a moral and
spiritual beacon among the shadows of sin, vice,
and eternal torment.
There is another positive element that travelers can make use of in this terrifying itinerary,
the divine inspiration, another manifestation
of the divine spark flickering in the hearts of
men, that sense of righteousness and innate
wisdom which guarantees every man or woman the knowledge of what is right and virtuous in any given situation, like a sailor who
looks at the compass to find true north. Using
divine inspiration, a character can draw on
some Heavenly support that allows them to
resist the despair that clutches at those losing
themselves in the wastes of Hell.
Whether one then decides to follow this inspiration or not, is up to the travelers’ free will.

P

laying Divine Inspiration
Divine Inspiration is a rule that replaces standard inspiration, and the
Guide can use it to reward you for playing your character in a way that is true to
their virtues or in contrast to their vices.
Gaining Divine Inspiration
Your Guide can choose to give you divine inspiration for a variety of reasons. Typically, in
Inferno - Dante’s Guide to Hell,
Hell, Guides award it
when you play out your virtues-related traits,
or you act in stark contrast to one of your vices and otherwise portray your character in a
compelling way. Your Guide will tell you how
you can earn divine inspiration in the game.
You either have divine inspiration or you don’t:
you can’t stockpile multiple “divine inspirations” for later use.
Using Divine Inspiration
If you have divine inspiration, you can expend
it when you make an attack roll, saving throw,
or ability check. Spending your divine inspiration gives you advantage on that roll. Additionally, if you have divine inspiration, you can
reward another player for good roleplaying,
clever thinking, or simply doing something exciting in the game. When another traveler does
something that really contributes to the journey in a fun and interesting way, you can give
up your divine inspiration to give that character
divine inspiration instead. Also, a traveler who
has divine inspiration can spend it whenever
they lose hope as described in the hope section.
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The Dolorous Kingdom
Through me the way is to the city dolent;
Through me the way is to eternal dole;
Through me the way among the people lost.
Justice incited my sublime Creator;
Created me divine Omnipotence,
The highest Wisdom and the primal Love.
Before me there were no created things,
Only eterne, and I eternal last.
All hope abandon, ye who enter in!

Dante Alighieri
Inferno, Canto III

H

ell is a dark and terrible chasm at the
center of the Earth. You may picture it as
a funnel-shaped ravine, which burrows
into the world’s pit, or as the decaying and annihilating void at the heart of all matter, of our
soul, of all things.
It was created when Lucifero was cast out of the
eternal Heavens by the Lord’s hand, because of
his arrogance and the rebellion of the angels
that he instigated.
Disgusted by the Fall of he who had been the
most radiant of archangels, now the most horrible and unjust, the matter of creation retracted to let him fall farther, resulting in the creation of the chasm which lies beneath the world
and points to the center of all things.
Lucifero is still here, at the heart of the world,
and the abyss caused by his Fall has become the
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eternal one which houses his followers, the fallen angels, and all the damned souls that have
since been sentenced to that horrifying place.
The titanic overhauls that followed reshaped
land and sea, bringing about a global flood
and causing the rise of Mount Purgatory on the
other side of the world.
The war between angels and devils swiftly ended, with the latter side vanquished, and all
of the evil one’s followers were cast into the
chasm, sealed forever by the Eternal Gate.
The latter can be found somewhere at the
center of the known world, the city of Jerusalem, hidden just out of normal sight. The infernal influence that runs through it has borne,
over the centuries, the first vanguard to Hell
itself: the Dark Forest, a threshold between
worlds, the final border between the material
and the infernal world, in which dark, twisted plants have grown like thorns, and through
which terrifying beasts prowl, allegories of the
evils contained within the abyss itself.
Not everyone can find their way to the Dark Forest,
but it is even harder to leave – which becomes impossible without a Guide or divine intervention.
Once the Eternal Gate, seal to the dark world, is
crossed, you will find yourselves upon a vast ring of
gray and barren ground, devoid of any beauty. This
is the Antiferno, the vestibule of Hell, a decaying
twilight dimension which hosts and keeps captive
the Indifferent spirits and angels, those who never
chose a side in the war between good and evil.
Beyond the Antinferno is another border to
cross: the Acheronte’s black waters, the first
of the infernal rivers, which separates the Antiferno from Limbo, the widest of the Circles of
Hell, leading directly into the ravine below.
The abyssal chasm runs from Limbo all the way
down to the tall walls of the City of Dis, and
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further, among Rounds and Bolgias, farther
from the Lord of Heaven, the Nine Spheres, and
Paradise itself.

Playing Inferno 

W

hat brings travelers to Hell? What are they
doing here, why have they come this far,
and what are their chances beyond those of
ending their days among eternal dole?
As Dante, or Saint Paul, Orpheus, and Aeneas
before them, even those who are still alive can
enter Hell, and somehow expect to return. Reasons can vary: a soul to question, a message to
convey, a prophecy to ask of a seer, an unearthly
task to fulfill.
There are also more trivial reasons: travelers
might be damned souls, great spirits, or even
fallen angels, who – for some reason – have seen
the hope of Heaven alight within them and a
chance at redemption, no matter how remote.
After all, Hell on Earth is a transient state, and
there is always a chance of the Lord’s Grace at
the end of time.
Then, of course, there are the Lost Ones. Whoever has lost their right way, and finds themselves a saint in Heaven, can still end up alive
in the Dark Forest, and from there attempt the
journey back out.
It is the worst possible journey of course. There
are endless perils and distances, dangers and
evils that await along the path.
But what is your alternative?
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Life and Death in Hell
Day was departing, and the embrowned air
Released the animals that are on earth
From their fatigues; and I the only one

Battles, encounters, assaults, and infernal tortures can mutilate, strike down, and pulverize
anyone, from the basest Indifferent to one of the
Infernal Judges, but they will all reform, ready
to revert back to their task, losing interest and
hostility toward the travelers.

Made myself ready to sustain the war,
Both of the way and likewise of the woe,
Which memory that errs not shall retrace.

For this reason, fighting in Hell is a distraction
or a way to buy time: do not rely on violence to
proceed!

O Muses, O high genius, now assist me!
O memory, that didst write down what I saw,
Here thy nobility shall be manifest!

As for the Lost Ones, being skewered by blades,
talons, and claws, or rendered by the Circles’
dangers, even losing one’s Emblems, causes only
a fleeting pain.

Dante Alighieri
Inferno, Canto II

A

s mentioned previously, dying in Hell is not
allowed. The damned and the indifferent
who find themselves here as spirits are already
dead, the devils and monsters which torment
them were never really alive, and those who enter alive cannot really be killed.

Their bodies may crumble, turn to ash, blown
apart by the empty winds of the airless abyss,
only to then reform from the ground upon which
they fell.
You’re made from ashes and you’ll return to
ashes.
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The Dolorous People

T

he damned, the sinners, the dead souls
serving their eternal sentence in the dark
Circles of Hell are known by many names, but
the most common and correct is dolorous people.

There are infinite punishments that Hell and its
jailers mete out upon the Dolorous People, each
in its relevant Circle, Round, or Bolgia, within or
outside the city of Dis, between the Eternal Gate
and Cocito.
There is, however, a simple fact which is clear to
all: the lower you find yourself in Hell, the worse
your punishment.
During your journey, most of the dolorous people
you will encounter will be hostile toward you, as they
envy, in their eternal despair, the hope you carry.
They cannot lethally harm you, or at least not for
too long, as they are also afflicted by torture, pain,
torment and constraints.
Still, better to avoid getting too close…

Admittedly, some may even want to converse
with you, answer questions, or assign you brief
tasks or make demands. You are the only one,
after all, who can freely move between Circles,
and who can use your hope, divine inspiration,
and free will to become a messenger for them,
for the devils, the Indifferent, and other infernal
creatures.
Others may only wish for you to listen to their
tale, or ask you for yours. They may even appear
to recognize you… In truth? They do! Hell is infinite and everlasting, yet travelers instinctively
call to themselves those with whom they share a
connection, whom they may have known in life,
or of whom they may have heard.
We do not know the reason for this, but you may use
it to your advantage, if you are clever enough to do so.

Y

ou will find a complete description
description of
dolorous people and their characteristics in Virgilio’s Untold Tales,
Tales, including the
differences between the different Circles.
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Canto II

Through the Air Without a Star
The Second Canto, although the first of this
breviary, in which we offer preface and example for the work, and we speak of how the Lost
Ones reach the Acheronte’s shores, those who
lived with no deed of worth, and the ruin of
false and lying gods.

Back ground for the Guide 

M

idway upon the journey of their life, the travelers found themselves within a forest dark, for
the straightforward pathway had been lost.
They remember very little of their past and of how
they have arrived in these gloomy and dangerous
woods. After being shocked by their mysterious
semblance and having decided to face together
the dangers of this curious place, the Lost Ones
have been approached by an enigmatic character.
This individual will claim to be their Guide and
to have been sent in such a place to help them to
safety and direct their steps upon a terrible but redeeming journey.
The Guide’s words are true. The journey will take
place in the most horrifying and terrible of otherworldly realms: Hell, of which the Dark Forest is
but an unexplainable extension.
Once they have crossed the Eternal Gate – the titanic portal which seals the realm of eternal dole
– the immense clamor and terror of Hell reveals itself to the Lost Ones, who must cross the Vestibule
of Hell toward the Acheron’s shore. Once they have
reached the dark waters, they will realize that the
only way to cross is upon Charon’s ferry – and he
will refuse to let them on board.

I

n a Forest Dark
This Canto is the second episode in the
Lost Ones’ journey through Hell, as detailed
in Inferno – Virgilio’s Untold Tales.
Tales. The first
Canto of such travels tells the tale of how the
Lost Ones find themselves in the Dark Forest
and how they meet the Three Beasts and the
Guide, and will be found in the final version
of the full game.
This Canto has been adapted for four premade travelers, all fifth level, which you can
find with the Quickstart materials. The final
version will see this same adventure adapted
for lower level travelers.

After a brief negotiation, the infernal ferryman
will make a request of the travelers, after which
he will allow these living creatures to cross on his
boat: one of the indifferent angels is gathering
crowds of damned souls in the ruins of a temple,
preventing them from reaching the Circle to which
they have been destined. The Lost Ones must solve
the issue, and set things back on track.

Introduction for the Lost Ones 

T

he Lost Ones have found their Guide, who
has shined an admittedly dim light upon
their condition, wandered around the Dark Forest, and have finally crossed the Eternal Gate,
witnessing in shock the immense clamor and
horror of Hell, revealing itself in full before their
eyes. Their minds and thoughts are still a little
muddled by the loss which had taken over them
as they awoke in the Dark Forest, and the colossal portal to Hell closes behind them with thunderous inevitability.
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Stanza I – Among the Dolorous
People 
There sighs, complaints, and ululations loud
Resounded through the air without a star,
Whence I, at the beginning, wept thereat.
Languages diverse, horrible dialects,
Accents of anger, words of agony,
And voices high and hoarse, with sound of hands,
Made up a tumult that goes whirling on
For ever in that air for ever black,
Even as the sand doth, when the whirlwind breathes.

Dante Alighieri
Inferno, Canto III
The Guide leaves the Eternal Gate behind them
and steps forward, torch in hand, into a barren
and dark landscape. The Lost Ones are welcomed
by a cacophony of despairing wails and moans,
and they can only keep up with the Guide’s
weightless steps upon that swampish land
with some effort. Droves of indifferent wander
around them in a slow procession which follows
gray banners, devoid of symbols, among sinking
remains and ruins which recall those of ancient
civilizations. The indifferent are under constant
attack by swarms of gadflies and hornets, and
their feet move across a worm, caterpillar, and
centipede infested soil, swirling and twisting as
they bite and sting anything that passes by.
As the Lost Ones cross this deep, dark place, the
Guide will explain any detail of the journey and
Hell which may still not be entirely clear to them:

◊

The origin and nature of the Dolorous Kingdom (see page 44).

◊

◊

How precious the hope of Heaven is. The
Eternal Gate had the following words carved
above it: ‘All hope abandon, ye who enter in’.
Unlike in the Dark Forest, all hope which is
lost, spent, or donated while in Hell is gone forever, and consuming it in its entirety will spell
the inevitable end of the journey, despair and
final loss – eternal damnation.
The souls which reside within are damned by
divine will, and only divine will can save them.
The Lost Ones themselves risk a similar fate if
they do not atone during their journey. Their
current appearance – or semblance – reflects
the punishment they must face to determine
whether they will emerge saved or damned.

Horror finally takes over when they reach the
shore of a seemingly endless river, where an infinite line of damned souls is waiting to board the
boat of Caronte, the ferryman of souls.

A giant wave washes over the damned, sweeping them away from the dismal shore where they
awaited with the impatience of the miserable.
Caronte is gargantuan, his ferry colossal, nothing
like this has been seen before. And yet the vessel
does not seem big enough to contain all those
expectant dead. The demon’s eyes burn like embers, as pyres blazing against the inextinguishable darkness of the air without a star. His voice
is thunder, and it shakes the shadow and waters
alike. His enormous oar, crimson with blood and
fire, sweeps the souls to move them upon the deck,
while others, by the dozens, crawl upon the hull
and jutting niches which have now appeared. Gray
droves of indifferent also attempt the approach,
some even try leaping upon the vessel, but all of
them are met with pain, despair, and death, under the blows of the demon helmsmen and Caronte himself, who, merciless but fair, throws them
back to their sentence in the Antiferno.

Chapter III - Through the Air Without a Star

55
As soon as they see that immense being, each
Lost One must succeed on a DC 15 Wisdom saving throw or be frightened by Caronte.
If a Lost One’s saving throw is successful or if
they spend 1 Hope point, letting terror cling
even more tightly to their soul, the Lost One is
immune to Caronte’s Fearful Semblance.
The Guide reminds the travelers that the only
way to reach Limbo is to convince Caronte to
grant them passage. The ferryman with ember
eyes, however, refuses, as the travelers do not
belong to the Rounds beyond the Acheronte:
they are still alive and possess physical bodies. Any request or attempt to intervene from
the Guide yields a similar result, leading the
Guide to fall silent and pensive, considering
their options.
The Lost Ones may attempt to convince the ferryman to carry them across, but Caronte is resistant to even engage in conversation, busy in
his task of arranging the dolorous people on his
boat, or keeping them away from the travelers:
the souls of the damned, just like the souls of
the indifferent wailing upon the foaming shore,
can feel with greedy hunger and curiosity the
newcomers’ tangible hope.
Initially, it will seem impossible to convince Caronte, but after some time – or if the characters
offer to do so in some similar manner – the titan will mention a favor he could use some help
with, in exchange for which he would consider
ferrying them across the Acheronte. If they listen, Caronte will explain that an Indifferent angel is causing discord in the Antiferno.

Caron Dimonio

If a character somehow incurs Caronte’s wrath
(at the Guide’s discretion), the demon will destroy them with a single blow of his oar.

Actions

Caronte’s Oar. Melée Weapon Attack: +15 to
hit, reach 20 ft., one target. Hit: 26 (4d8 + 8)
bludgeoning damage. In addition, a target hit
by the attack must succeed on a DC 23 Dexterity
saving throw or be pushed 60 feet away into the
middle of the Acheronte’s waters. Any creature
that starts its turn in the waves of the Acheronte gains 2 levels of exhaustion.

The angel has taken over a ruined temple and
is gathering a personal army of the damned,
stealing a large number of poor souls from their
fate. Should the Lost Ones find the angel and
stop him, they may be able to earn safe passage
toward the hostile shore they wish to reach.
The Guide has no intention of crossing the putrid-smelling mud of the Antiferno, and will not
accompany the Lost One in this endeavor. They
will, however, place their torch by the Acheronte’s shore, so that the Lost Ones may regain
their form by such a divine flame, should they
be felled while on their mission.
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Stanza II – Behind an Infamous and
Useless Banner
And I, who looked again, beheld a banner,
Which, whirling round, ran on so rapidly,
That of all pause it seemed to me indignant;
And after it there came so long a train
Of people, that I ne’er would have believed
That ever Death so many had undone.

Dante Alighieri
Inferno, Canto III

T

he Lost Ones set off to search for the Ruin and
must once again cross the Vestibule of Hell,
alone and lacking the Guide to refresh their spirits.
The march in search of the indifferent angel is toilsome, and with every step they sink into the mud,
crawling with worms and insects of all kinds.

If they can find the correct direction in that
muddy, bare plain, with a success on a DC 12
Wisdom (Perception) check, travelers can spot
a crowd of Indifferent advancing in their direction, like other crowds they have seen, these
are following a banner, but this time, it appears
covered in blood and flaunts both a symbol and
a name: “Sariel”.
If the characters decide to remain hidden behind some broken rock or column and watch
the events unfold, they have to succeed on a
DC 9 Dexterity (Stealth) check. On a failure, the
Lost Ones are spotted, and the drove of indifferent attacks them on sight, fighting to their
own destruction.
After their semblances have recovered from
the damage, the Indifferent revert, moaning,
to the Ruin from whence they came. In case of
success, the Lost Ones can follow them unseen
to the Ruin itself.

Each Lost One must succeed on a DC 15 Constitution saving throw or gain 1 level of exhaustion.
In addition, to find their way around this gray,
featureless plain, travelers must succeed a DC
16 Wisdom (Perception) check. On each failure,
make a roll on the Antinferno Events and Encounters table.

Table 1: Antinferno Events and Encounters
d100

Events and encounters

01–35

swarm of insects (swarm of wasps)

36–51

flash of vermilion light (see spell call lightning, DC 13)

52–68

1d4 swarms of insects (swarm of wasps)

69–84

earthquake (see spell earthquake, DC 15)

85–100

drove of indifferent (as the following encounter, but the Lost Ones don’t get the chance to hide)
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Stanza III – The Ruin of the False
and Lying Gods 
Forthwith I comprehended, and was certain,
That this the sect was of the caitiff wretches
Hateful to God and to his enemies.
These miscreants, who never were alive,
Were naked, and were stung exceedingly
By gadflies and by hornets that were there.
These did their faces irrigate with blood,
Which, with their tears commingled, at their feet
By the disgusting worms was gathered up.

Dante Alighieri
Inferno, Canto III

T

he ground upon which the Lost Ones are
marching is considered difficult terrain due
to the mud, blood, tears, excrement, insects,
and who knows what else crawling all over.
If a character succeeds on a DC 10 Intelligence
(Investigation) or Wisdom (Survival) check,
they discover that it is impossible to find Indifferent tracks in this area, as probably anywhere else, as the souls of the Damned do not
seem to have a physical body to cast a shadow
or leave footprints.

Ruin Locations
The area around the Ruin and its interior locations
are identified on the map below (see page 58).

I.

Exterior
When the Lost Ones finally come within sight of
the Ruin, read the following:

At the center of a depression are the remains
of what appears to be an ancient temple, erected for pagan gods. Despite its state of disrepair, much as everything else in this area, its
structure is still mostly standing, and its walls
and columns rise from the muddy ground, offering an anchor and relief for the Lost Ones,
perhaps for the first time since setting eyes
upon the first emanations of this dark realm.
Hovering behind the first row of columns is a
veil of darkness and decay, and a crimson curtain, soiled and tattered, covers its entrance.
A few hunched and moaning individuals roam
around it, rubbing up against the columns in
hope of relieving the gadfly bites and removing
the worms.

All along the columns are several despairing,
wailing souls (indifferent), drawn to this place
by the ‘gray oriflame’ banner which hangs from
the Ruin, bearing the name of SARIEL. These
banners, though vile and meaningless, have become an attraction for the damned souls who
wander the Antinferno, and they are thus distracted from reaching the Acheronte’s shores.
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The damned and the indifferent around the
columns do not seem to be reacting to the Lost
Ones’ presence.
If the characters want to get close to or take a
look around the Ruin to explore or enter it, they
can try to do so unnoticed with a successful DC
9 Dexterity (Stealth) check. If the Lost Ones attempt to reach the main entrance without precautions, they reveal themselves, or they are
detected, 2d4 indifferent approach them aggressively. The Lost Ones can try to get them to
calm down with a success on a DC 15 Charisma
(Deception, Intimidation, or Persuasion) check,
otherwise they will have to fight them.

III. Vestibule

The Ruin has a main entrance, lacking a door, over
which hangs a soiled curtain of faded crimson. All
around this area is a buzzing cloud of hornets and
gadflies, audible from several feet away.
With a successful DC 14 Intelligence (Investigation) or Wisdom (Perception) check, a second
entrance on the north side of the temple can be
detected, partially hidden by a collapsed section of wall. By removing some debris, a medium-sized creature can easily sneak into the temple’s backroom on all fours. With a successful DC
13 Wisdom (Perception) check, a character may
notice that there seems to be a soul inside, perhaps a female, sobbing.

IV. Sanctuary

II.

Entrance
The Indifferent Gate is guarded by a cloud of insects of all kinds and shape which bite and sting
all those who attempt to pass through in order
to reach the red curtain. In front of the tattered
curtain there are two swarms of wasps that attack any creature that enters their space, but do
not leave their position. If they are destroyed, they
reform after 2d4 rounds.

The souls of the damned can cross the cracked
and precarious floor of this room with no consequence, but the Lost Ones’ weight may cause
it to collapse.
Each Lost One crossing this section of the floor
has a 50 percent chance of triggering a collapse,
dropping them into a 10-foot-deep pit and covering them with debris, dealing 1d6 bludgeoning damage in addition to the damage from the
fall as normal. Characters can detect a safe path
with a successful DC 16 Intelligence (Investigation) check.

The roof in this area has fallen in, and now
opens upon an air without a star, and several
damned surround a tall and dark figure, which
looms over them all: Sariel. The damned are
drawn to the angel’s natural charm, although
he cannot, however, help them in the way he
has promised, given that he does not possess
any intent, power, or knowledge to do so. The
delusion takes the form of empty rituals, half
pagan, half sacred, pointless ornaments, and
endless mass prayers in nonsense languages.
If Sariel notices the presence of the Lost Ones, he
will quiet his followers, and a heavy silence will
fall over the congregation. Black wings will spread
from his back as the statuesque angel slowly
descends from the golden pedestal and places
himself before the characters. His voice sounds
both sinister and reassuring. He senses the Lost
Ones’ hope, and will try convincing them to join
him and his cause: preventing the Damned from
reaching Caronte until the ferryman surrenders,
allowing Sariel to cross the river.
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C

ountless souls on the head of a pin
Hell is a place where physical concepts
such as space and time make little sense.
Although Sariel has gathered thousands
of souls, they coexist within the sanctuary
and do not fill it, but seem to remain permanently in the background. Only those
who decide to interact with the Lost Ones,
attacking them, manifest in a solid form
and occupy space.

If the characters refuse or try convincing
Sariel to abandon his plans, he will direct his
followers (drove of indifferent) against the
Lost Ones and will soon join the fight himself.
Once Sariel is finally defeated, all the damned
and indifferent who are still intact will scatter
in panic and chaos, slowly moving toward the
Acheronte. The ruined temple will take more
damage and sink further into the mud broiling with insects, as Ipazia is finally able to free
herself from the Hidden Cell.

I

pazia
Ipazia is still an indifferent, and has
only a spark of divine hope in her. This
is enough, however, for her to be curious
about who the Lost Ones are and what they
are doing here, to reveal to them her story
and what she remembers of her life, and to
ask travelers to let her join their journey.
In some way, this bizarre soul also seems
familiar or connected to the Lost Ones,
even if in a different way for each of them.
Who Ipazia really is will be explained in the
game’s final version, but the Guide should
play this character in a way that arouses
compassion and empathy from the travelers, trying to get them decide to help her.

As the Lost Ones leave the Ruin, they will notice Sariel reforming at the feet of the columns.
The vile and infamous being will despair, falling to the ground as if having abandoned all
desires and whims.

V.

Hidden Cell
The cell at the back of the temple is almost
empty, holding only a single soul, alone and in
tears. She is one of the Indifferent, who claims
her name to be Ipazia and remembers little or
nothing of her past life. She finds herself there
because Sariel had developed a certain interest
in her, calling her ‘intriguing’.
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For reasons unknown to her, Ipazia has also developed the hope of Heaven, and Sariel is trying
to pry it away from her – in fact, it is their meeting that led to him gathering souls in the Ruin.
The large door that leads to the heart of the
sanctuary is of solid gold, and it is sealed; it
depicts in fine detail a duel between an angel
loyal to the Lord and a rebel angel from Lucifero’s ranks. There is no other way to open it other
than attacking one of the two angels, therefore
allegorically choosing a side. If a character attacks the depiction of the rebel angel, they gain
resistance to necrotic damage for 1 hour, while if
they attack the depiction of the angel of the celestial forces, for an hour, each time they make a
damage roll, they add 1d8 necrotic damage.
If the Lost Ones solve the door puzzle, it will silently open directly behind Sariel’s back.

Conclusion
Back on the Acheronte’s shore, with or without
Ipazia, the Lost Ones will be reunited with their
Guide and the souls waiting to cross the river.
The Guide explains that the angel they have defeated will remain forevermore in Hell, or until
divine will decrees otherwise. However, thanks
to their intervention, it will take time before
Sariel can act again toward freeing himself from
his condition. All that is left now is to head for
Caronte’s ferry, and demand their side of the
deal: the right to cross the river.
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Drove of Indifferent

Armor Class 8

Armor Class 8

Hit Points 22 (3d8+18)

Hit Points 76 (8d12+30)

Speed 0 ft.

Speed 0 ft.

Medium humanoid, neutral

STR
13 (+1
(+1))

DEX
6(-2
6(-2))

CON
INT
WIS
16 (+3
(+3)) 10 (+0
(+0)) 8 ((–1
–1))

Huge swarm of Medium humanoids, neutral

CHA
7 (-2
(-2)

STR
18 (+4
(+4))

DEX
6(-2
6(-2))

CON
INT
WIS
16 (+3
(+3)) 10 (+0
(+0)) 8 (–1
(–1))

CHA
7 ((-2
-2)

Condition Immunities charmed, frightened,
grappled, paralyzed, petrified, prone, restrained,
stunned

Condition Immunities charmed, frightened,
grappled, paralyzed, petrified, prone, restrained,
stunned

Saving Throws Wis +1

Saving Throws Wis +1

Senses Darkvision 60 ft., Passive Perception 9

Senses Darkvision 60 ft., Passive Perception 9

Languages Common

Languages Common

Challenge 1/2

Challenge 6

Damned. The indifferent is considered undead for
the purposes of spells and other effects that affect
undead creatures.

Damned. The swarm is considered undead for
the purposes of spells and other effects that affect
undead creatures.

Indifferent. The indifferent’s speed is 0 ft.

Swarm. The swarm can occupy another creature’s
space and vice versa, and the swarm can move
through any opening large enough for a Medium
humanoid. The swarm can’t regain hit points or
gain temporary hit points.

Actions
Actions

Movement. The indifferent moves up to 30 ft.
Strength Drain. Melée Weapon Attack: +3 to
hit, reach 5 ft., one creature. Hit: 8 (2d6 + 1) necrotic damage, and the target’s Strength score
is reduced by 1d4. The target dies if this reduces
its Strength to 0. Otherwise, the reduction lasts
until the target finishes a short or long rest.

Indifferent. The indifferent’s speed is 0 ft.

Actions
Actions

Movement. The indifferent moves up to 30 ft.
Strength Drain. Melée Weapon Attack: +7 to
hit, reach 5 ft., one creature. Hit
Hit:: 14 (4d6) necrotic damage, and the target’s Strength score
is reduced by 2d4, or 7 (2d6) necrotic damage,
and the target’s Strength score is reduced
by 1d4 if the swarm has half of its hit points
or fewer. The target dies if this reduces its
Strength to 0. Otherwise, the reduction lasts
until the target finishes a short or long rest.

“No fame of them the world permits to be;
Misericord and Justice both disdain them.
Let us not speak of them, but look, and pass.”
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Sariel

Large celestial, neutral
Armor Class 17 (natural armor)
Hit Points 152 (16d10 + 64)
Speed 30 ft., fly 90 ft.
STR
DEX
CON
INT
WIS
CHA
18 (+4
(+4)) 16 (+3
(+3)) 18 (+4
(+4)) 16 (+3
(+3)) 17 ((+3
+3)) 20 (+5
(+5)
Saving Throws Wis +7, Cha +9
Skills Insight +7, Perception +7, Persuasion +9
Damage Resistances Bludgeoning, Piercing,
and Slashing from Nonmagical Attacks
Senses Darkvision 120 ft., Passive Perception 17
Languages Common, Infernal, Celestial
Challenge 10
Aura of the Fallen. When any other creature
that isn’t a construct starts its turn within 30 feet
of Sariel,, that creature must succeed on a DC 17
Wisdom saving throw or take 11 (2d10) psychic
damage.
Fallen Weapons. Sariel’s
’s weapon attacks are magical. When the fallen angel hits with any weapon,
the weapon deals an extra 4d8 necrotic damage
(included in the attack).
Fallen Angel. Sariel is considered a fiend for the
purposes of spells and other effects that affect
fiend creatures.
Flyby. Sariel doesn’t provoke an opportunity attack when it flies out of an enemy’s reach.
Innate Spellcasting. Sariel’s spellcasting ability
is Charisma (spell save DC 17). The fallen angel can
innately cast the following spells, requiring only
verbal components:
At will: detect evil and good, invisibility (self only)
1/day each: confusion, hold person, insect plague

Magic Resistance. Sariel has advantage on
saving throws against spells and other magical
effects.

Actions
Actions

Multiattack. The fallen angel makes two melee
attacks.
Mace. Melée Weapon Attack: +8 to hit, reach
5 ft., one target. Hit
Hit:: 7 (1d6 + 4) bludgeoning
damage plus 18 (4d8) necrotic damage.
Inhibiting Presence (recharge 5-6). One
creature within 60 feet of Sariel must succeed
on a DC 17 Wisdom saving throw or be charmed
by the fallen angel for 1 minute. While charmed
in this way, a creature’s speed is 0. A creature
charmed in this way can repeat the saving
throw at the end of each of its turns, ending
the effect on itself on a success. A target that
succeeds on the saving throw is immune to the
Inhibiting Presence of all fallen angels for the
next 24 hours.

Legendary Actions
Actions 

Sariel 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.Sariel
turn.
regains
spent legendary actions at the start of its turn.
Move. Sariel moves up to its speed.
Mace. Sariel makes one melee attack with its mace.
Heal Self (Costs 2 Actions). The creature magically regains 27 (6d8) hit points and is freed from any
curse, disease, poison, blindness, or deafness.
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Lair Actions
Actions 

On initiative count 20 (losing initiative ties), the
fallen angel can take a lair action to cause one of
the following magical effects.
◊

◊

The temple trembles violently for a moment. Each creature on the floor of the temple must succeed on a DC 17 Dexterity saving
throw or be knocked prone.
A cloud of swarming insects fills a 20-foot-radius sphere centered on a point the fallen
angel chooses within 120 feet of it. The cloud
spreads around corners and remains until the
creature dismisses it as an action, uses this
lair action again, or dies.

◊

The cloud is lightly obscured. Any target in
the cloud when it appears must make a DC
13 Constitution saving throw, taking 10 (3d6)
piercing damage on a failed save, or half as
much damage on a successful one. A target
that ends its turn in the cloud takes 10 (3d6)
piercing damage.
The fallen angel causes 1d4 Indifferent to
act as its allies and obey its spoken commands. The Indifferent summoned this way
remain for 1 hour, until the fallen angel dies,
or until the fallen angel dismisses them as a
bonus action.
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“Here all suspicion needs must be abandoned,
All cowardice must needs be here extinct.

We to the place have come, where I have told thee
Thou shalt behold the people dolorous
Who have foregone the good of intellect.”

Dante Alighieri
Inferno, Canto III
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