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Introduction

Book of Vile Darkness is a sourcebook of evil. It contains a
large amount of new game material—all of it vile, loath-
some, dark, and despicable. Although evil monsters, spells,
and magic items have appeared in previous products, this
compendium is a collection of the most vile, hideous, and
disgusting aspects of evil that might appear in a game. Its
pages contain references to acts of horrible depravity and
malevolent behavior unlike anything you have probably
encountered before in the DUNGEONS & DRAGONS game.
Let this be a warning: Book of Vile Darkness is intended for
mature audiences. The topics covered herein are not for the
immature, squeamish, or faint of heart. This book deals
with fictional gore, extreme violence, human sacrifice,
addiction, corrupt magic, and deviant behavior. Its content
is not a lighthearted take on “badness"—it is about evil,
pure and simple.

Before you put this book down in disgust, however, con-
sider this: The darker the shadow of evil, the brighter the
light of good. The more horrible the villain, the greater the
hero. If you are interested in adding the truly horrific to
your game as something for the player characters (PCs) to
vanquish, then this book is for you.

HIDE THIS BOOK!

Book of Vile Darkness is for Dungeon Masters (DMs) only. Just
as you would keep the contents of a published adventure to
yourself, restrict your players' access to this book as well.
Don't let them know what'’s in store for their characters.

EVIL IN THE GAME SESSION

Every powerful force in the universe has an opposite and
equally powerful force. Evil and darkness pervade the
world of the D&D game, combating the forces of good (as
epitomized by the PCs). Each time a great malevolence is
vanquished, another springs up to take its place, like a
hydra with an unlimited number of heads. Heroes confront
evil head-on. Other, less fanatic characters deal with it only
when they need to. But smart characters never dwell over-
long on corruption and darkness, lest it overtake them.
When a paladin returns home from a quest to enjoy time
with loved ones and friends, she should put away thoughts
of the horrors she has seen.

Try not to let the forces of evil portrayed in Book of Vile
Darkness overwhelm your game. The power of the arch-
fiends, the insidiousness of evil magic, and the corruption
of some of the feats and magic items in this book are
extreme. You may be tempted to unleash elements of this
book on your characters time and time again. But unless
you want to run the bleakest of campaigns—and your play-
ers do, too—resist that temptation and use this information
sparingly. This book is not an excuse to turn your game into
a dreary slog through the bowels of utter depravity. For the
deepest evil to have a proper impact, PCs must encounter it

only occasionally. If you can make your players gasp in
horror at the foes they face, their victories over those oppo-
nents will be all the sweeter.

WHAT’S INSIDE

The eight chapters of this book break down the material
into easily digestible sections.

The Nature of Evil (Chapter 1): This chapter deals with
the basics of evil and evil acts. It provides advice on creating
villains and examples of how to incorporate the ideas in this
book into your campaign. Rules are given for various evil
predilections that villains might have, such as cannibalism
and addiction. Here you'll find many examples of evil cul-
tures, characters, places, and gods that you can put to use in
your D&D games.

Variant Rules (Chapter 2): In this chapter, you'll find a
miscellany of new rules regarding vile topics. Vile damage,
curses, sacrifices, possession, and diseases are among the
topics detailed here.

Equipment (Chapter 3): Torture implements, traps, poi-
sons, and drugs are important parts of every evildoer’s arse-
nal. This chapter explains how to use them in your game. It
also presents a wide variety of magic items—including arti-
facts—that are touched by evil.

Feats (Chapter 4): This chapter offers new feats, includ-
ing some that fall into a new category called vile feats. To
acquire a vile feat, a character must be evil.

Prestige Classes (Chapter 5): Some of the prestige
classes in this chapter are specifically for monsters or
fiends. Others are designed for characters who dedicate
themselves to the worship of demons and devils.

Magic (Chapter 6): For characters wishing to delve into
dark magic, this chapter introduces corrupt spells. These
spells are usable by any spellcaster willing to pay the toll
that such magic exacts.

Lords of Evil (Chapter 7): This chapter describes the
worst of the worst—the archdevils who rule the Nine Hells
and the demon lords who call the Abyss home. Veteran
D&D players are probably already familiar with some of
these names: Demogorgon, Asmodeus, Orcus, and
Baalzebul.

Evil Monsters (Chapter 8): Demons and devils are
here, and new undead and other creatures are also detailed.
Also in this chapter are templates to make evil creatures
even viler than their ordinary counterparts.

All of these chapters are tools meant to aid the DM in
constructing malevolent foes. At the end of the book is an
appendix that deals specifically with evil PCs, providing
some guidance for dealing with situations that can occur if
you allow evil characters into your campaign.

AUTHOR’S NOTE

I do not condone, endorse, or seek to glorify anything in
this book as it might relate to the real world. This is bad
stuff, and I'm not a bad person. Really.



ood and evil are not philosophical concepts in the D&D
game. They are the forces that define the cosmos.
—D&D Player’s Handbook

“Evil” is a word that is probably overused. In the con-
text of the game, and certainly of this book, the word should
be reserved for the dark force of destruction and death that
tempts souls to wrongdoing and perverts wholesomeness and
purity at every turn. Evil is vile, corrupt, and irredeemably
dark. It is not naughty or ill-tempered or misunderstood. It is
black-hearted, selfish, cruel, bloodthirsty, and malevolent.

— EVIILIN YOUR GAME

There are two recommended ways to deal with the concept
of evil in your campaign: the objective approach and the
relative approach. This second option is a variant approach
and should be used with some caution.

THE OBJECTIVE APPROACH

This is the straightforward approach taken in the D&D
game, and it is the one stressed in this book as well. From
this frame of reference, evil can be judged objectively. The
evil nature of a creature, act, or item isn't relative to the
person observing it; it just is evil or it isn't. This clear-cut
definition allows spells such as holy smite to work. Con-

versely, an objective definition of evil exists because
the detect evil spell works. Want to know what's evil?
Don't study a philosophy book, just watch who gets
hurt when the cleric casts holy smite. Those creatures
are evil. The things they do, generally speaking, are
evil acts. If your character still isn't certain, he can
summon a celestial creature or cast a commune spell
and simply ask, “Is this evil?” The higher powers are
right there, ready to communicate.

The Player’s Handbook says, “ ‘Evil' implies hurt-
ing, oppressing, and killing others. Some evil crea-
tures simply have no compassion for others and
kill without qualm if doing so is convenient.
Others actively pursue evil, killing for sport or
out of duty to some evil deity or master.”

This objective approach to evil works well for
fantasy roleplaying games. Evil is a thing that a
hero can point at and know he must fight. An
objective concept of evil allows players (and
their characters) to avoid most ethical or moral
quandaries, particularly the kinds that can
derail a game session. If you run an adventure
about fighting gnolls, you don't normally want
the entire session consumed by a philosophical
debate about whether killing gnolls is a good
thing or a bad thing.



THE RELATIVE APPROACH (VARIANT)

A second approach considers evil to be a relative concept
that is wholly dependent on the attitude of the observer.
This is not the approach of most D&D games; rather, it
resembles how many people see the real world. Using this
variant outlook changes a game dramatically—at least as far
as “evil” is concerned. In the relative approach, evil is not
something that your character can point a finger at; it's rela-
tive to each individual. While it's possible for a number of
creatures (an entire culture, for example) to have a similar
view on what is good and what is evil, another group might
have a different or even opposite view. Of course, conflict-
ing views can also occur if your D&D game uses the objec-
tive approach, but in that case, one group can simply prove
that its views are right.

In a world where evil is relative, a deity might put forth
tenets describing what is right and wrong, or good and evil.
But another god might have different, even contradictory
dogma. A paladin of one deity might talk about the evil, god-
less heathens across the mountains and eventually go to war
with them. If she does, she may find herself battling pal-
adins of a different god and a different culture who look
upon the crusading paladin as an evil infidel.

If you decide that this is the approach you want, you have
some game-related decisions to make. For instance, in a
world where evil is relative, how does a detect evil spell work?
When two paladins of opposing views meet on the field of
battle, can they use their smite abilities against each other?
The easiest and best option in this case is to do away with
spells such as detect evil because they have no real meaning.
Take away the good and evil descriptors from spells (so that
any character can cast any of those spells), and disregard any
holy or unholy damage a weapon deals. Having to know or
determine the outlook of a character casting detect evil is
cumbersome and unwieldy, and it leads to confusion and
arguments over who should be affected by the paladin’s holy
sword or the cleric’s holy smite.

DEFINING EVIL

Of course, even if you take an objective approach in your
game, evil people might not always call themselves evil.
They would be wrong or simply lying to do so, but they
might still deny their evil nature. Even the most deranged
mass murderer might be able to justify his actions to himself
in the name of his beliefs, his deity, or some skewed vision
of what is best for the world.

Akiller might slay any children he deems weak or unfit to
reach adulthood. Another might kill children he believes
will grow up and become evil themselves. Perhaps such a
killer once had a prophetic dream telling him that evil was
growing among the children of the town.

On a larger scale, an evil priest might believe that to
better serve his dark god, he needs to destroy an entire vil-
lage and sacrifice all the residents. Is that evil? Yes. Does the
priest see it as evil? No, he sees it as a demonstration of his
unending devotion and an aspect of his faith. Or perhaps he
does see it as evil and doesn't care.

A dictator might order the elimination of an entire race
of good creatures because she believes them to be evil. She
might seek to dominate the world and bring its people
under her unyielding fist. But such a despot could also
believe that she is a good person and that the world will be
better off with her guidance. This attitude makes her no less
avillain.

INTENT AND CONTEXT
So, does the objective definition of evil imply that intent
plays no part in determining what is good and what isn't?
Only to a degree.

Consider the paladin Zophas. When climbing to the top
of a hill of loose rocks to get away from some owlbears, he
triggers a rockslide that buries the owlbears and continues
down the hill, crushing a hut full of commoners. Is Zophas
an evil murderer who must suddenly lose his lawful good
alignment? No, although Zophas might still feel guilt and
responsibility. He might attempt to right the inadvertent
wrong as best he can.

But what if Zophas's friend Shurrin said, “Don't climb up
there, Zophas! You might start a rockslide that will crush the
hut!” Zophas goes anyway. Now is it evil? Probably. Zophas
was either carelessly endangering the commoners or so
overconfident of his climbing prowess that he acted out of
hubris. At this point, Zophas isn't exactly a murderer, but he
should probably lose his paladin abilities until he receives
an atonement spell or otherwise makes amends.

If Zophas can clearly see the danger of the rockslide but
climbs up anyway because he wants to get away from the
owlbears, that's clearly evil. In a world of black-and-white
distinctions between good and evil, killing innocents to
save yourself is an evil act. Sacrificing yourself for the
good of others is a good act. It's a high standard, but that's
the way it is.

The foregoing text defines three levels of intent: acciden-
tal acts, reckless or negligent acts, and intentionally evil
misdeeds. Sometimes, however, those categories are insuffi-
cient to determine evil intent. You are free to judge an act in
the context of other actions.

A maniac puts poison in a town’s water supply, believing
(wrongly) that all of the people in the town are demons. Is
that evil? Yes. A glabrezu convinces a good character that the
townsfolk are all fiends that must be destroyed, so the char-
acter pours poison into the town's water supply. Is that evil?
Probably not—at least, not in the context of the rest of the
character’s actions and the circumstances involved. Still,
good characters shouldnt commit even remotely question-
able acts on a large scale unless they're absolutely sure
there’s no other way to succeed. It's rarely a good idea to
destroy a town of evil people, because there might be at least
a few good people in the town as well.

But let's make it even more complicated. Another charac-
ter witnesses the good character about to put poison in the
town's drinking water. Is it evil for the witness to kill the poi-
soning character in order to stop him? No. Again, the intent
isn't evil, and the context makes such an act preferable to the
alternative. Standing by while a mass murder occurs—the



other choice the witness has—is far more evil than prevent-
ing the poisoning.

GRAY AREAS

Even with the most black-and-white, objective approach
to good and evil, gray areas will always exist. Consider this
example: A terrible disease has come to the village of
Varro, and the cure lies in the heartwood of the sacred
trees of the Varrowood. The villagers go into the wood to
get the cure. The druids of the Varrowood believe that the
trees are holy and should not be violated. They try to stop
the villagers. Is either side truly evil in this scenario?
Probably not.

Not all conflicts are based on good versus evil. It is possible
for two good nations to go to war. It is likely that two evil
nations will go to war. Is it evil for your character to kill a good
character if your character’s kingdom is at war with his? That's
certainly a gray area. Characters who are extremely strict in
their moral outlook should examine the reasons behind the
war very closely. In general, quarter should be given and
accepted. Such a character should cause no more damage and
inflict no more harm than is necessary. If possible, he or she
should find a different way to resolve the conflict.

EVIL ACTS

Examining the actions of the malevolent not only helps
define what evil is, but it also gives an insight into the
schemes of a villain. What follows is more than a list that
defines evil as opposed to good. Read over the following sec-
tions to get ideas for villainous plots, schemes, motivations,
and personalities.

LYING

Misdirection, tricks, and manipulation are tools of the trade
for most villains. With such tools, they can lead enemies
into traps, both physical and otherwise. A well-told, well-
placed lie can redirect a whole army, change the opinion of
an entire city’s populace, or simply make an adventurer
open the wrong door in a dungeon.

Some liars are compulsive; that is, they have a psychologi-
cal need to lie. Others delight in fooling people. If a villain
can get a foe to believe a lie, he has shown himself (at least in
his own mind) to be superior to that foe.

Intelligent villains often concentrate on gaining ranks in
Bluff to facilitate their lies. Of course, being liars themselves
alerts them to the fact that others probably lie just as much
as they do. Thus, they often have a high Sense Motive modi-
fier as well.

Lying is not necessarily an evil act, though it is a tool that
can easily be used for evil ends. Lying is so easy to use for
evil purposes that most knightly codes and the creeds of
many good religions forbid it altogether.

CHEATING

Cheating is breaking the rules for personal gain. When evil
villains cheat, it's not just at games. They create contracts with
clauses that they can manipulate to trick others. Villains

manipulate officials so that evildoers are set free instead of
going to prison. They rig their enemies’ equipment so that it
breaks or does not function properly. Cheaters may threaten
the lives of a councilman’s family to make him vote for their
plan. They may use spells and poison to ensure that a particu-
lar gladiator dies in the arena so that they can earn a profit by
wagering on the survivor.

Cheating can take many forms. For example, a cheater
might trick two enemies into fighting each other, or fool
an enemy'’s lover into betraying his or her loved one. A
cheater might challenge an opponent to a rigged contest or
a fight that is rigged, or simply make an agreement that he
or she has no intention of upholding.

THEFT

Any child can tell you that stealing is wrong. Villains, how-
ever, often see theft as the best way to acquire what they
want. Evil people pay only for things they cannot take.

An evil character needs a reason not to steal. Fear of being
caught is the most common deterrent, but sometimes a vil-
lain elects not to steal an item because he or she doesn't want
to incur the wrath of its owner. For example, a drow cleric
might pay a rogue for a magic item. The cleric isn't averse to
stealing from the rogue, but she pays for the item so that the
rogue will continue working for her.

BETRAYAL

A betrayal is often nothing more than an elaborate lie, but
its implications are greater. Such an act involves earning
someone’s trust and then using that trust against him or her.
Common acts of betrayal include learning and then reveal-
ing secrets, or using trust to get close to one's enemies for an
attack or theft.

Betrayal does not have to be intentional—or at least it
does not have to start intentionally. Sometimes a character
can be tempted into betraying someone whose trust he or
she earned legitimately. Children can betray their parents, a
lover can betray a lover, and a friend can betray a friend.
However, it can also be more complex than that: A king can
betray his people, a husband can betray his wife’s family, and
ahuman can betray his entire race. Virtually any sort of link
between two creatures can eventually become the founda-
tion for betrayal.

MURDER

Killing is one of the most horrible acts that a creature can
commit. Murder is the killing of an intelligent creature for a
nefarious purpose: theft, personal gain, perverse pleasure, or
the like.

The heroes who go into the green dragon’s woodland lair
to slay it are not murderers. In a fantasy world based on an
objective definition of evil, killing an evil creature to stop it
from doing further harm is not an evil act. Even killing an
evil creature for personal gain is not exactly evil (although
it's not a good act), because it still stops the creature’s preda-
tions on the innocent. Such a justification, however, works
only for the slaying of creatures of consummate, irre-
deemable evil, such as chromatic dragons.



Evil beings delight in murder. It is the ultimate expres-
sion of their power and their willingness to commit any sort
of heinous act. It shows that they are either powerful
enough or detached enough to do anything they wish.

To particularly evil creatures, especially those with very
alien outlooks, murder is itself a desirable goal. Some such
creatures hate life and despise all that lives. They relish
either death or undeath and thus seek to quench life wher-
ever possible. Such creatures are usually (but not always)
undead themselves.

VENGEANCE

Revenge is a powerful force. An act of vengeance does not
have to be evil, but the evil mindset usually redefines the
concept as “revenge at any price.” Vengeance without limits
can quickly lead to all sorts of evil acts.

For example, suppose someone steals a magic ring from a
kuo-toa wizard. The wizard breaks into a duergar fortress to
use a crystal ball to locate the thief. The kuo-toa teleports to
the thief's location—a busy tavern—and begins hurling
lightning bolts into the crowd. The thief gets away and uses a
nondetection spell to keep such a close call from happening
again. Undaunted, the wizard magically adopts an inconspic-
uous form and begins to track down the thief's family mem-
bers, torturing them for information regarding his where-
abouts. Such a scenario depicts the evil side of revenge.

Forgiveness and mercy are not traits that most evil crea-
tures possess. Vengeance for wrongs committed against
them—or even for perceived wrongs—is the only appropri-
ate response.

WORSHIPING EVIL GODS AND DEMONS
Priests who revere dark powers are as evil as the beings they
serve. In the name of Vecna, Erythnul, or Lolth, these foul
emissaries make living sacrifices, conduct malevolent rites,
and put schemes in motion to aid their patrons. Sometimes,
the activities of evil cultists are straightforward: kidnapping
victims for sacrifice, stealing money to fund their temples,
or simply following a dogma that requires murder, rape, or
activities even more foul. Other times, their machinations
are far subtler than such overt crimes.

For example, an archdevil such as Belial might begin a
scheme by instructing his followers in a town (through
dreams, visions, and commune spells) to drive off families
with healthy children of a particular age. In twenty years,
when such children would have been adults in their prime,
Belial intends to unleash a powerful cornugon to steal a
valuable artifact from the local church. With few able-
bodied adults available to stop the theft, the cornugon is
more likely to succeed.

Evil temples are sometimes secret places hidden within
unsuspecting communities. Beneath an old barn, in a ware-
house, or simply in a back room of someone’s home—an
evil temple can be anywhere. Larger, more permanent
shrines to malevolence are usually situated farther away
from civilization—at least, far away from good-aligned com-
munities. Such an evil church may be a towering structure
of stone covered with macabre reliefs and filled with terrible

statuary, standing alone in the wilderness. Other evil tem-
ples may be surrounded by towns or cities populated by foul
creatures.

ANIMATING THE DEAD OR
CREATING UNDEAD

Unliving corpses—corrupt mockeries of life and purity—
are inherently evil. Creating them is one of the most
heinous crimes against the world that a character can
commit. Even if they are commanded to do something
good, undead invariably bring negative energy into the
world, which makes it a darker and more evil place.

Many communities keep their graveyards behind high
walls or even post guards to keep grave robbers out. Grave-
robbing is often a lucrative practice, since necromancers pay
good coin for raw materials. Of course, battlefields are also
popular places for grave-robbers—or for necromancers
themselves—to seek corpses.

CASTING EVIL SPELLS

Evil spells may create undead, inflict undue suffering, harm
another’s soul, or produce any of a slew of similar effects.

Sometimes, a nonevil spellcaster can get away with cast-
ing a few evil spells, as long as he or she does not do so for an
evil purpose. But the path of evil magic leads quickly to cor-
ruption and destruction. Spells with corruption costs (see
Corrupt Magic in Chapter 6) are so evil that they take a
physical and spiritual toll on the caster.

DAMNING OR HARMING SOULS

While harming one’s enemies physically is not inherently
villainous, harming their souls is always evil. Only the
foulest of villains could actually want to cause pain to
another creature’s eternal aspect. Creatures without corrupt
hearts simply dispatch their foes quickly, believing that send-
ing a villain off to the justice of the afterlife is punishment
enough. But evil beings like to capture foes and torture them
to death, and some even prefer to torture the souls of their
foes, never granting them the release of death. Worse still,
some evil beings use their foul magic to destroy an oppo-
nent’s soul, ending his or her existence altogether.

CONSORTING WITH FIENDS

If characters can be judged by the company they keep, then
those who deal with fiends—demons and devils—are
surely evil beings themselves. Fiends are the ultimate ex-
pression of evil given animate form—Iliterally evil incar-
nate. Destroying a fiend is always a good act. Allowing a
fiend to exist, let alone summoning one or helping one, is
clearly evil.

Occasionally, a spellcaster may summon a fiendish crea-
ture to accomplish some task. Such an act is evil, but not ter-
ribly so. However, some characters, particularly those who
worship demons or devils or see them as valuable allies, may
work with (or for) fiends to further their own ends. Worse
still, some mortals sell their souls to fiends in order to gain
more power or support. Although dealing with fiends or
selling souls is risky at best, the lust for power is a tempta-



tion too strong for some to resist. But fiends have great
power, infinite life spans, and a delight for double-crossing
others, so it's not surprising that most characters who ask for
afiend'said end up on the wrong end of the deals they make.

CREATING EVIL CREATURES

Some villains are not content with simply consorting with,
summoning, or controlling evil creatures. They feel the
need to go one step further and actually create such crea-
tures with foul experiments or evil magic.

Evil warlords sometimes create legions of horrible mon-
sters (or have their underlings do so) and lead them into
battle against the forces of good. Demons, devils, and other
foul creatures guard their fortresses. The desire to create is
strong, and so is the desire to have a large number of easily
controllable minions. Both creation and control demon-
strate power, and power-mad villains are all too common.

Another way to create evil creatures is to allow the mon-
sters themselves to remake fallen foes in their own images.
For example, a bodak’s victims rise the next day as new
bodaks, and a werewolf can spread its evil by infecting
others with lycanthropy. Characters who foster such
processes are often interested in spreading evil for evil's
sake. Such evildoers love the chaos, death, and suffering that
such monsters bring.

USING OTHERS FOR PERSONAL GAIN
Whether it’s sacrificing a victim on an evil god' altar to gain
a boon, or simply stealing from a friend, using others for
one's own purposes is a hallmark of villainy. A villain rou-
tinely puts others in harm’'s way to save his or her own
neck—~better that others die, surely.

The utter selfishness of an evil character rarely leaves
room for empathy. He is so consumed with his own goals
and desires that he can think of no reason not to succeed at
the expense of others. At best, other creatures are cattle to be
used, preyed upon, or led. At worst, they are gnats to be
ignored or obstacles to be bypassed.

GREED

Greed is so simple a motivation that it hardly seems worth
mentioning. Yet it drives villains perhaps more than any
other factor. Greed is tied into most of the types of evil
behavior mentioned here. Ambition taken too far—particu-
larly advancement at the expense of others—can manifest
itself as greed. Lust for wealth, power, or prestige can lead to
jealousy, theft, murder, betrayal, and a host of other evils.

BULLYING AND COWING INNOCENTS
Bullying is simply a symptom of an obsession with power. A
villain who has power over another likes to brandish that
power to prove her own might, both to herself and to others.
Such brutes feel that power has no worth if others do not
know about it.

Although the archetypal bully is a strong and powerful
thug, other kinds of bullies exist as well. Sometimes a bully
uses magical might rather than physical prowess to cow
those around her. Sometimes the power is political in

nature. The ten-year-old princess who forces bards to sing
songs of her beauty or else face the wrath of her tyrannical
mother (the queen) is indeed a bully.

BRINGING DESPAIR
Evil creatures often enjoy spreading pain and misery to
others. Some do this because breaking the spirits of others
makes them feel superior; others sow despair for the sheer
joy it provides them.

Sometimes encouraging misery runs counter to other evil
goals. For example, a blackguard interested in bringing
despair might leave his enemies alive but wounded,
defeated, and broken (and maybe even cursed or magically
corrupted). However, refusing to finish off one’s foes isn't
always the wisest course of action, because the blackguard's
enemies might heal themselves and oppose him again, with
avengeance.

Similarly, a misery-loving fiend might tell a captured foe
his plans before he kills her, just to revel in his victim’s
despair. Such a creature wants its enemies to realize how
utterly defeated they are.

A villain with a love of misery may attempt to break his
foes, either instead of or before killing them. Straightfor-
ward techniques such as torture can break an enemy, and so
can more elaborate schemes, such as destroying the good
aspects of an enemy’s life, one by one. If the villain's foe
delights in the beauty of an ancient forest, the evildoer
might command fire elementals to burn it down. If the foe
has a lover, the villain could capture and torture the loved
one—or turn him or her against the foe. The villain might
also frame the foe for others' crimes, spread lies about him,
destroy his home, or infect him with a disease. A crafty,
despair-loving villain makes it unusual for the foe's loved
ones to speak his name except as a curse.

Despair-loving creatures delight in spells such as bestow
curse, contagion, and sorrow. Such villains love using any mag-
ical effect that does more than simply kill their foes because
they consider death too pleasant an end.

TEMPTING OTHERS

Temping good individuals to do wrong is an evil act. Plots
with this goal are largely the purview of demons and devils
that seek to corrupt mortals in order to taint their souls. The
products of a tempter’s work are larvae, the physical mani-
festations of evil souls on the Lower Planes (see Chapter 7).
Larvae are valuable to fiends; in fact, they are a form of cur-
rency in their own right. Some demons and devils, particu-
larly erinyes, succubi, and glabrezu, spend almost all their
time corrupting mortals with offers of sex, power, magic, or
other pleasures.

When evil mortals tempt other mortals, often the tempta-
tion comes in the form of a bribe to get others to do what the
villain wants. For example, a wealthy man might convince a
woman to Kill her father in return for a vast sum of money.
Unlike a demon, the wealthy man doesnt care about corrupt-
ing the woman’s soul; he just wants the father dead. Still other
mortal evildoers might tempt someone to commit an evil act
for the sheer pleasure of spreading temptation.



TETISHES AND ADDICTIONS

Many slaves to darkness are consumed by addictions and
perverted tastes. Unsavory sexual behavior, drug addiction,
sadism, and masochism are just some of the horrible traits
common to the evil and perverse.

Cannibalism: Cannibals are creatures that eat others of
their own kind. In the broader sense, cannibals may be
defined as creatures that eat other intelligent creatures for
whatever perverted pleasure they gain from it. Many crea-
tures do this—dragons eat humans and other intelligent
creatures all the time—»but usually they gain no more pleas-
ure (and definitely less sustenance) from a human than they
do from a cow.

Cannibals gain pleasure, and in some cases power (see
the absorb mind and absorb strength spells in Chapter 6),
from eating others. Often cannibals consume foes that
they have defeated in battle, but sometimes they simply
murder their meals.

Diseases, many of which involve mental disorders, may
be transmitted through cannibalism. Eating particularly
foul creatures, such as trolls or fiends, can be very danger-
ous (see the blue guts disease in Chapter 2).

Masochism: Masochists are rarely at full hit points
because they continually inflict wounds upon themselves.
A masochist gets pleasure from feeling pain and sometimes
cant tell the two sensations apart. Masochists wear jewelry
and devices that dig into their flesh with hooks and clamps,
they flagellate themselves with whips and barbed wires,
and they cut at their own bodies with knives and razors.
When encountered, a masochist has typically lost 1d3x10%
of his total hit points to self-inflicted wounds.

A masochist gains a +4 circumstance bonus on saving
throws against pain effects (such as a symbol of pain). Fur-
thermore, if he takes damage equal to his character level in
around, he gains a +1 circumstance bonus on attack and
damage rolls, skill checks, and saving throws for the next
round. Masochists often grin with a sickening glee when
struck in combat, and they make noises of ecstasy even as
they suffer terrible wounds.

Self-Mutilation: Like masochists, self-mutilators are fas-
cinated by harming themselves. But the pain isn't impor-
tant to a self-mutilator; it's the alteration and destruction of
his own flesh that fascinates him. Such characters turn the
destruction of their own bodies into a twisted sort of art, so
they are often covered in patterned scars. Sometimes this
ritual scarification is part of a religious ritual, but it's just as
often self-inflicted for no other reason than a character’s
own sick and twisted desires.

Not all self-mutilators are motivated by masochism or art.
Some insert useful mundane or magic items into their
flesh. Tiny objects such as keys can be hidden not only in
body cavities, but also under the skin, thrust into self-
inflicted wounds. In some cases, a subdermal pouch forms
when such a wound heals around an object. Tattooing can
further disguise the scars of such insertions.

A self-mutilator always has 1d3-1x10% fewer hit points
than his or her normal maximum when encountered. Like

a masochist, a self-mutilator gains a +4 circumstance bonus
on any saving throw against pain effects.

Finally, a self-mutilator can choose to reduce his or her
hit point total by 10 points permanently to cover his or her
body in scabs and scars. This process toughens the flesh,
granting the character a +1 natural armor bonus.

Sadism: Sadists love to inflict pain. Generally, they hate
suffering pain themselves, but a few are sadomasochists,
who enjoy both giving and receiving pain. Foes gain a +1
circumstance bonus on Intimidate checks when they
threaten a sadist with physical harm, unless the sadist is
also a masochist.

If a sadist inflicts damage equal to her character level in a
round, she gains a +1 circumstance bonus on attack and
damage rolls, skill checks, and saving throws for the next
round. A sadist laughs and licks the spray of blood across
her face whenever she inflicts a grievous wound.

Psychopathy: Technically, a psychopath is anyone with a
severe mental disorder resulting in any egocentric and anti-
social behavior. For the purpose of the D&D game, how-
ever, a psychopath is someone who derives pleasure
from—and in fact can become addicted to—Killing. Such
psychopaths slay for the sheer joy of it and to experience
the power-mad rush that accompanies the taking of
another’s life. Psychopaths who enjoy watching their vic-
tims beg for mercy are often sadists, and this type enjoys
inflicting pain before killing a victim. The type of psy-
chopath who simply enjoys the feeling of ending a life is
interested only in death, and cries of mercy or pain only
annoy him.,

Yet another type of psychopath is worth mentioning:
the rapist. This deplorable villain uses forced intercourse
as a means to attain power over others. Rapists can be
either gender, but almost all are male. A rapist is likely to
take his foes captive, particularly those of the gender he
is attracted to (although this is not necessarily the case,
because rape is about dominance and power, not true
sexual attraction).

Necrophilia: Among the foulest of fetishes, necrophilia
is the enjoyment of sex with the dead (or in some cases the
undead). Necrophiliacs are often members of a death cult,
servants of an undead deity such as Vecna, or followers of a
demon lord such as Orcus. Necrophiliacs may have sex
with corpses as part of a religious rite, as a sign of fealty to
a higher power, or simply for their own pleasure. Particu-
larly vile individuals violate the bodies of their defeated
and slain enemies to give themselves a feeling of power
and superiority.

Bestiality: An individual who has the terrible fetish of
bestiality desires sex with creatures of a type, shape, or
intellect vastly different from his or her own. Sometimes
bestiality stems from a desire to have power over a creature
of limited intelligence, but more often this perversion is
caused by a deviance in attraction. Shapechangers are the
most common culprits, although for some reason evil
dragons occasionally find themselves attracted to various
creatures other than their own kind. Thus, dragons often
learn spells or acquire magic items that allow them to take



different shapes. Fiends are willing to seduce or rape virtu-
ally any creature—practices that result in all manner of
horrid half-fiends.

Alcoholism/Drug Addiction: An individual addicted
to the use of a particular substance is prone to erratic, vio-
lent, and sometimes self-destructive behavior. Some
addicted people reach a point at which they need the sub-
stance to function normally, so they sell off their material
possessions (and in some cases their family members) to
get the drugs they crave.

Drug addictions function much like diseases, as
described in the DUNGEON MASTERS Guide. See Chapter 3 of
this book for specific drug and addiction rules.

VILE GODS

In comparison with gods such as Erythnul and Vecna, the
deities described in this section are fairly minor, with only
small congregations and cults in their name. Most people
speak these deities’ names in fear, or not at all lest they
attract a dread god's attention. Any or all of these deities can
be incorporated into an ongoing campaign.

KARAAN

Known primarily as the Beast God, Karaan is a monstrous
entity of savage lust and wanton destruction. Karaan is nor-
mally depicted as a hulking humanoid covered in fur, with
terrible claws and teeth. He resembles no specific animal
but has a predatory appearance.

Karaan represents the dark side of nature, and thus he is
the enemy of Obad-Hai and Ehlonna. He is often revered in
association with Erythnul, although his cults are much
more obscure. A few believe him to be related in some way
to Yeenoghu, though that demon prince is not an actual god.
Karaan is the patron of lycanthropes and bestial creatures
such as bugbears, gnolls, worgs, manticores, and some
sphinxes. His symbols are gnawed, broken bones and
bloody teeth. His favored weapon is the greatclub (though
the bared claw and sharp tooth are just as favored). The
domains he is associated with are Chaos, Destruction, and
Bestial. He is chaotic evil.

Clerics of Karaan are as bestial as the god they serve.
They despise civilization and love to destroy things—par-
ticularly objects fashioned through craftsmanship, for such
skills are alien to them. They wear furs, hides, or armor in
battle, or they wear nothing at all. Their hair is usually wild
and flowing, and they are given to incoherent screams and
grunts. They often undergo scarification as a part of their
rituals and file their teeth into points if they are not natu-
rally sharp.

Karaan's temples are places of natural power: secluded
glens, rocky outcroppings, and deep pits in the wilderness.
They are always full of the bones of their prey, sacrificial vic-
tims, and fallen enemies.

RALLASTER
Rallaster, the Razor God, is a deity of murder, torture, and
psychotic behavior. Religious scholars refer to him as the

Insane God and the God of Madmen, but Rallaster’s follow-
ers find him completely sane and comprehensible.

Rallaster is normally pictured as a tall, glistening, ebony-
skinned humanoid without hair or wrinkles. Closer inspec-
tion reveals that his entire body is made of razors dripping
with blood and oil to keep the blades sharp and rust-free.
Rallaster’s symbol is a toothy mouth clamped down on a
bloody, razor-thin blade, and his favored weapon is the short
sword. The domains that Rallaster is associated with are Evil,
Destruction, and Pain. He is chaotic evil.

Rallaster’s clerics are psychopaths and mass murderers who
lurk in the shadows or discreetly in plain sight. Many act per-
fectly normal, maintaining a second identity as shop clerks or
artisans. Whether they camouflage themselves within society
or remain apart from it, Rallaster's minions delight in tortur-
ing and killing their victims, usually in seclusion.

Rallaster has very few temples. His followers are usually
loners, and as such they keep secret shrines just for them-
selves. Each shrine has a small altar made entirely of razors.

THE PATIENT ONE

Waiting in the darkness, the Patient One—also known as
the Dark Watcher—is a strange and alien creature. Always
whispering secrets to itself, the Patient One waits until its
time comes, and then it strikes, destroying or consuming
everything in its path.

Although never actually pictured in its entirety, this god
is known to have many eyes, many mouths, and many
clawed arms around its bulbous body. The Patient One’s
symbol is a mouth surrounded by eyes, always done in dark
colors. The domains it is associated with are Evil, Darkness,
and Corruption, and its favored weapon is the flail. The
Patient One is neutral evil.

Though some humanoids worship this strange being,
many more aberrations revere it. The Patient One's tem-
ples are towers, often built on high hills in isolated areas.
With beholders and mind flayers as clerics and wor-
shipers, the Patient One’s towers are also found under-
ground. At the apex of each tower is a stone altar, carved to
appear as a mouth surrounded by eyes, stained dark red
with blood.

SCAHROSSAR

Known by all as the Mistress of Exquisite Pain, Scahrossar is
usually portrayed as a woman covered entirely in tight, stud-
ded black leather so that even her face is concealed. She usu-
ally holds a whip and a hook. She is selfish, cruel, and domi-
neering, and so are most of her followers. Scahrossar is
Olidammaras sister, but the two deities have nothing to do
with each other—only the most obscure religious texts
even mention their relationship. Scahrossar is lawful evil
and is associated with the domains of Evil, Pain, and Death.
Her favored weapon is the whip.

Scahrossar’s clerics dress as their mistress does, preferring
to hide their identities with leather or iron masks. They are
all sadists (and most are also masochists) who prefer to give
pain rather than actually kill. Sacrificial victims dedicated to
Scahrossar often take days to die, for they are tortured to



death—the more slowly the better. Scahrossar’s followers
delight in the sounds of screams and tearing flesh, and
because they try to prolong a victim's agony, many are skilled
in the healing arts. In their spare time, the clerics devise new
tortures and new torture devices.

Temples to the Mistress of Exquisite Pain are hidden
behind false facades. The clerics often maintain front busi-
nesses, such as bakeries, dairies, and curiosity shops, with
the temples accessible through hidden doors. The temple's
rooms are soundproofed to muffle the cries of pain.
Although most of Scahrossar’s clerics are compulsive about
keeping their temples clean, it is usually impossible to keep
adribble of blood or a loose tooth from dropping to the floor
at any given time. Altars are usually baroque monstrosities
of spikes, spines, clamps, and chains.

THE XAMMUX

Not a single god, but an entity composed of at least six sepa-
rate beings, the Xammux represents cold, analytical think-
ing taken to its extreme. The Xammux serves as the patron
of utter indifference and of delving into forbidden knowl-
edge through exploration and experimentation.

The symbol of the Xammux is a pair of glistening, razor-
sharp steel calipers. The Xammux is neutral evil. It is associ-
ated with the Evil, Knowledge, and Darkness domains. Its
favored weapon is the short sword (which Xammux’s clerics
call a long knife).

Clerics of the Xammux are cold, uncaring beings who
are fascinated by knowledge. They think nothing of dis-
secting living creatures simply to learn more about their
biology. They place creatures in torture chambers to see
how long they can withstand terrible pain before their psy-
ches crumble.

The temples of the Xammux are stark stone edifices filled
with traps and ingenious locks. White plaster often covers
the interior walls. Altars dedicated to the Xammux are
always made of polished steel.

YEATHAN

God of the evil depths, master of the last gasping breath, and
lord of the deep darkness, Yeathan is a god of the sea. Once a
simple water deity, Yeathan gradually brooded on darker,
more mysterious matters until he became a neutral evil god
of all things foul and malevolent about the sea. Some sahua-
gin, a few kuo-toas, and a fair number of aboleths and their
skum servants revere Yeathan, who is largely unknown
among land-dwellers.

OTHER EVIL GODS

Creating new evil gods is not difficult. One way to create one is
simply to take any existing deity’s portfolio and combine it with
evil. You could create an evil earth deity, an evil fire god, an evil
war god, an evil (bad) luck deity, an evil travel deity, and so on.
In a desert, it is easy to imagine an evil sun deity. You could
even develop an evil god of healing that gives succor—but at a
terrible price.

Yeathan's temples are always submerged and unlighted,
filled with sharks, octopi, and strange denizens usually
found in only the deepest undersea trenches. His symbol is a
dark bluish-green spiral with a black center. Yeathan is asso-
ciated with the Evil, Destruction, and Water domains, and
his favored weapon is the trident. Yeathan is neutral evil.

Clerics of Yeathan are quiet, brooding individuals with
quick tempers. They wear dark green and black. If they are
not native water-breathers, they are nevertheless accom-
plished swimmers.

VILE RACES AND CULTURES

Sometimes, an entire culture or race is evil. Examples of evil
races can be found by examining the Monster Manual entries
for drow, duergar, orcs, and mind flayers. Following are
some examples of cultures (subdivisions of existing races)
that are thoroughly evil.

VASHAR

There is a legend that few tell of a race known as the Vashar.
Intelligent beings do not speak of the legend not only
because of the darkness involved but also because of the
shame.

When the gods set out to create humanity, they formed
the first man and gave him life. According to the legend of
the Vashar, the first man immediately began hunting in the
wilderness while the gods watched their new creation with
curiosity. The man found an animal and Killed it with his
bare hands. The gods were surprised by the brutality, but
they continued to watch. The man ate the animal’s flesh and
tore away at its guts until he found some large bones. It
lashed these bones together with tendons and sinew, demon-
strating a cleverness that further surprised the deities.

Then the man broke one of the bones so that it had a
sharp point, creating a weapon. He immediately turned
upon his creators and attempted to kill them, snarling his
first words—curses and death-oaths. The deities were in no
danger, of course, but they were disgusted by what they had
wrought. They destroyed the man and left. They would
return in later eons to create humanity, learning from the
mistakes made in their first attempt.

After they left, a demon gathered the remains of the first
man and spirited them away to a hidden location—an
impossibly high plateau accessible only through a series of
underground catacombs filled with foul corruptions of
nature. There, the demon resurrected the man and created a
woman. The demon bestowed upon them the ability to pro-
create, then disappeared back to the Abyss with an evil grin.
Many versions of the legend name the demon Graz'zt,
before he became a demon lord, as the one whose dark hand
fashioned these two. A few others call the fiend an ultroloth.
One version describes the demon as a succubus who actu-
ally gives birth to the man's children, imbuing the race with
demonic blood.

This, it is said, is the origin of the Vasharan people.

Vasharans are humans, but they are to other humans as
drow are to elves. In a normal human society, evil individu-



als are mixed amid the neutral and good people, but Vasha-
rans are evil as a race. Vasharans rarely call themselves evil,
but they do not object to others putting that label on them.
They claim to be beyond such terms.

All Vasharans are born out of rape, anger, and pain. They
understand only hate, selfishness, and greed. Yet as much as
they love to kill and maim, one goal fuels their souls even
more strongly: deicide. The Vasharans want to kill the
deities that created them. This burning hunger for god-
death keeps them bound together as a reluctant society.
While Vasharans sometimes Kill other Vasharans, it is a rare
act despite their bloodthirsty, destructive, and utterly
immoral nature.

Personality: Vasharans do not understand concepts such
as mercy, kindness, or love—not even toward each other.
These concepts are so alien to them that they rarely think to
use the emotions of others as leverage. For example, only a
Vasharan with years of experience among other humanoids
would kidnap someone; most would not even consider that
the victim's friends might actually value her life. Vasharans
also show no revulsion for creatures or acts that other
humans find repellent. They have no aversion to gore or
filth, they have no taboos against rape and incest, and they
have no distaste for creatures such as insects, serpents, and
worms. If a Vasharan believes that eating maggots will
somehow help her, she wont hesitate to do so.

Physical Description: A typical Vasharan stands a little
more than 6 feet tall and weighs from 175 to 210 pounds.
The males are noticeably taller and heavier than the
females. Vasharan skin shades range from fair to very pale,
their hair is straight and black, and the men generally have
facial hair. Like humans, Vasharans have short life spans,
achieving adulthood at about age 15 and rarely living
beyond a century.

Relations: Other races generally treat Vasharans as they
do other humans, because few know the difference. While
abroad, Vasharans treat other races as humans do.

Alignment: Any evil.

Vasharan Lands: The plateau of Vashar is extremely well
defended, with traps and enslaved guardian monsters filling
the cavern entrances. The Vasharans leave to capture slaves
or to steal items they need (though they rarely need any-
thing from the outside world). Captured Vasharans may
speak of a terrible plan, in the works for centuries, that is
finally nearing fruition, but they know no details. Given
Vasharan history, the plan likely involves deicide.

The people of Vashar have evolved into a fairly sophisti-
cated and organized culture, despite their collective destruc-
tive demeanor. A council of elders elected through demo-
cratic means rules Vashar—the Vasharans would never abide
a despot and would all die before submitting to tyranny. The
council members are simply administrators, because Vasha-
rans have few laws. They do what they want and take what
they want, and each defends himself as well as he can. Some-
how, this system of government works—mostly because of
the hatred that binds the Vasharans together and their utter
incomprehension that life could be lived any other way.

Religion: None.

Language: Vasharans speak Common. They typically
learn other languages, including obscure ones. In addition,
they are particularly likely to pick up a few lesser words of
the Dark Speech (see Chapter 2).

Names: As humans.

Adventurers: Vasharans favor arcane magic. Many take
up the wizard class, and many others are born into sorcery.
Vasharan spellcasters thrive on corrupt spells and evil
magic, and they develop new spells all the time. Despite
their distaste for divine magic, the Vasharans do have a few
clerics of a sort, called ur-priests. These individuals do not
channel power from the gods—they steal it. The Vasharans
claim that the proper role of the cleric is not to serve, but to
take. Vasharan fighters, rogues, assassins, blackguards, shad-
owdancers, loremasters, warriors of darkness, cancer mages,
vermin lords, and diabolists are also common. A very few
Vasharans are rangers or demonologists. Vasharans are
never druids, bards, barbarians, or any of the disciple or
thrall prestige classes. (See Chapter 5 for descriptions of the
evil prestige classes mentioned above.)

Vasharan Racial Traits

» Medium-size: As Medium-size creatures, Vasharans have
no special bonuses or penalties due to their size.

* Vasharan base speed is 30 feet.

* Because they are vile to the core, Vasharans each receive 1
extra vile feat at 1st level. See Chapter 4 for a description
of vile feats.

A Vasharan receives 4 extra skill points at 1st level and 1
extra skill point at each additional level. Like humans,
they are versatile and capable. (The 4 skill points at first
level are added on as a bonus, not multiplied in.)

+ Automatic Language: Common. Bonus Languages: Any
(other than secret languages such as Druidic). See other
racial lists for common languages or Table 4-6: Lan-
guages in the Player’s Handbook for a more comprehensive
list. See also the rules for Dark Speech in Chapter 2 of
this book.

* Favored Class: Any. When determining whether a multiclass
Vasharan takes an experience point penalty, his highest-level
class does not count. (See Experience for Multiclass Charac-
ters in Chapter 3 of the Player’s Handbook.)

JERREN

Jerren are halflings, although they despise that name.
About two hundred years ago, the Jerren were typical
nomadic halflings who inhabited a wide prairie. Every

— - ]

OTHER VILE RACES AND CULTURES

Any evil monster can easily be thought of as a member of an
evil race—lamia, sahuagin, driders, dark naga, or umber hulks
could all develop their own evil societies. It is not hard to imag-
ine other evil cultures, either. Just take a look at the evil villains
discussed below and extrapolate. For example, a tyrannical
state could exist in which everyone conforms to the evil ruler’s
will or faces death. The people there are eager to turn on their
fellows to get ahead in this cutthroat culture.




spring, they were beset by goblins and bugbears from the
nearby hills. These raids cost the Jerren dearly in lives and
food, eventually threatening to wipe out the halflings
entirely. The leaders of the various Jerren clans gathered
one winter and made a harsh decision. They called upon all
the spellcasters among the Jerren and gave them access to
corrupt magic secured from a secret source. They armed
each warrior with terrible poisons and weapons designed
to spread disease and plague among the goblinoids.

The next spring, the ensuing war between the Jerren
and their enemies threatened to wipe out both sides.
Blood stained the prairie. Even with their new tactics, the
Jerren would have lost, except that their previous decision
opened the door to further malevolence. Soon the
halflings were committing atrocities against their ene-
mies that even the goblins and bugbears found repulsive.
When the latter retreated into the hills, the Jerren fol-
lowed them. Soon all that remained of the goblinoids
were heads upon spikes positioned throughout the hills
and grisly scenes that suggested bloody sacrifices made to
evil gods.

Today, the plains are inhabited by terrible bands of
vicious halflings who seek to overcome, feed upon, and cor-
rupt all those they can hunt down and catch. All travelers
and prairie-dwellers fear Jerren hunters.

Personality: Jerren are ruled by strength and blood lust.
No leader can manage to control more than a small band of

these chaotic and evil halflings, and those who show even
the slightest bit of weakness or mercy are quickly cut down
and devoured by the others. Like other halflings, Jerren live
a nomadic lifestyle. They prey upon others for their food
and most of their goods. The only things Jerren produce are
instruments of war and torture—and the poisons for which
they are now infamous.

Physical Description: A Jerren is physically indistin-
guishable from a lightfoot halfling, but its evil is so palpa-
ble that no one would ever mistake it for a normal
halfling. In their rituals to dark deities such as Karaan,
Erythnul, Rallaster, and the unnamed power revered by
their ancestors, Jerren cover themselves with ritual scars
and self-inflicted wounds. Jerren are always angry, bitter,
and savage. They are always sadists and often masochists
as well.

Relations: Jerren prey upon any living creature that
crosses their path. They crave blood and sacrifices to feed
the insatiable hunger of the deities to whom they have
sworn allegiance. Jerren seek victims to experiment upon
with their newly concocted poisons, corrupt spells, and
specially fostered diseases.

Alignment: Any evil.

Jerren Lands: Jerren bands claim stretches of plains,
prairie, and desert, far from any bastion of civilization. They
are nomadic, and the race is broken up into tribal bands
that each claim large stretches of territory. When different

THE BOOK OF VILE DARKNESS

The original book of vile darkness was a scroll penned by a
Vasharan spellcaster millennia ago. It contained his wicked
thoughts and the terrible knowledge that he had gained
through experimentation and study. In just a few thousand
words, he recorded malevolent ideas and concepts so vile that
to this day they have never occurred to another, not even the
foulest soul. Years later, the scroll was discovered by a cleric of
Nerull. She added to it, tripling its length by recording her
knowledge of dark gods, sacrifice, and evil divine magic. Many
other evil priests learned from her scrolls (for the manuscript
soon became too long for just one scroll), adding bits of knowl-
edge from their own polluted minds and abominable experi-
ments. Some writers even asked questions of summoned
fiends and recorded their words directly.

Eventually the collected works fell into the hands of a geno-
cidal wizard and warlord named Vecna. He took the scrolls and
added some of his own discoveries to them. After he died and
rose as a lich, Vecna transcribed the scrolls into a bound book,
creating its cover from the flesh of a human face and the bones
of a demon, magically transformed into a dull metal binding. It
is said that the strange symbols on the cover are understand-
able only by those who have read the book in its entirety, and
that the sudden realization of the utter wickedness that they
represent—a darkness so deep that it shames hell itself—is
why the book is so highly prized.

Cultists loyal to Erythnul held the book in a dim vault for
many years, using it as a final initiation into their innermost
circle. A few copies were made during this time, although

most of them were incomplete or flawed in some way. The
errors contained in these lesser copies usually caused the
reader to be drawn onto one of the Lower Planes, never to be
seen again.

Thieves stole the original during a great war, and the book
passed through many hands after that. According to some
records, the demon lord Baalzebul kept the book in his
personal library for a time, adding a few pages of his own. Six
complete copies are known to exist, at least one of which
was made after Baalzebul’s alteration. At least three times
that number of flawed copies or outright fakes also exist.
These books are often found in evil temples, dark libraries,
and the hands of wicked collectors. Vecna’s original still
exists as well, and it is a prize coveted by almost every priest
of a dark god.

The book is a fantastic reference work of evil deities, black
magic, sacrifice, and forbidden secrets. Its lore is so potent
and so dark that nonevil creatures that read its contents are
often corrupted to evil through defilement rather than tempta-
tion. Once a mind has absorbed the knowledge in this book,
the attached soul is so polluted that there is no recourse other
than to turn to evil.

Unlike its good counterpart, the book of exalted deeds, the
book of vile darkness does not mysteriously disappear after it is
read. An evil character is likely to keep it around for reference,
although not even the darkest-hearted villain peruses its pages
haphazardly. Powerful fiends watch over the book, because
where it goes, evil power grows.




Jerren bands meet by chance, they may turn upon each
other, their base nature overcoming their desire to honor
their common heritage.

Religion: Not particularly pious, Jerren may give lip
service to any evil power. However, they all secretly revere
an unnamed power, the power their elders long ago bar-
gained with to secure their victory at the cost of the corrup-
tion of their race.

Language: Jerren speak a guttural dialect of Halfling,
which uses the Common script (though Jerren rarely write
at all). Almost all also speak Common.

Names: A Jerren typically chooses a name that helps her
make the impression she wants to make. If she wants to be
known for slaying the kin of her enemies, she chooses a
name such as Kinslayer. If she wants to be known as a
terror to all she meets, she picks a name such as Blood-
spray.

Adventurers: Jerren are drawn almost invariably
toward violent careers in which they can kill, degrade, and
enslave others. Thus, rogues, assassins, blackguards, and
many of the prestige classes in this book are ideal for
Jerren.

Jerren Racial Traits

» +2 Dexterity, —2 Strength: Jerren are quick, agile, and
skilled with ranged weapons, but they are Small and
therefore not as strong as other humanoids.

* Small: As Small creatures, Jerren gain a +1 size bonus to
Armor Class, a +1 size bonus on attack rolls, and a +4 size
bonus on Hide checks, but they must use smaller weapons
than humans use, and their lifting and carrying limits are
three-quarters of those of Medium-size characters.

« Jerren base speed is 20 feet.

* +2 racial bonus on Intimidate, Bluff, and Move Silently
checks. Jerren are scary, untruthful, and sneaky.

 +1 racial bonus on all saving throws. Jerren are surpris-
ingly capable of avoiding mishaps.

* +2 morale bonus on saving throws against fear. (This
bonus stacks with Jerren's +1 bonus on saving throws in
general.)

 +1 racial bonus on attack rolls with a thrown weapon.
Jerren delight in inflicting harm from afar.

 +2 racial bonus on Listen checks. Jerren are quite skilled
in overhearing secrets.

» Automatic Languages: Common and Halfling. Bonus
Languages: Infernal, Abyssal, Goblin, and Orc.

» Favored Class: Rogue. A multiclass Jerren’s rogue class
does not count when determining whether she takes an
experience point penalty for multiclassing. Jerren delight
in stealth, sly tricks, and lies, and the vocation of rogue
comes naturally to them.

— CREATING VIILIAINS

If you understand evil, you can create villains with appro-
priate personalities and motives. The following examples
detail some villains whose activities reflect the aspects of
evil described above.

THE BOORISH THUG

Perhaps the simplest sort of villain is the crude, selfish oaf
who just takes what he wants. His desires rarely go beyond
simple wealth or privilege, although he might crave some-
thing as significant as respect.

Driven by basic needs and desires, this villain does not
employ subtle or sophisticated methods. He is straightfor-
ward, and the only weapon he employs is brute force. If he
has assistance or allies, they are likely to be just like him,
since companions who are not like him cannot long tolerate
his presence.

Example: Trendan Resh (NE male human Ftr2/Rog4) isa
criminal who has lived all his life in the big city. Since his
youth, Trendan has run a small gang of other young toughs.
None of them seek gainful employment—they would
rather waylay visitors to the city or steal from the drunks in
the alleyways behind Tavern Row. Trendan is cowardly, lazy,
and crude. He isn't even particularly skilled at fighting, but
he knows how to crack people on the back of the head with
a club when they arent looking.

THE TYRANT

The classic power-mad villain craves domination over all
that he sees—Ilands, people, and magic. He can be a ruler, a
would-be ruler, or a loner who desires physical domination
more than political power.

A tyrant villain might be a powerful cleric leading legions
of fanatic soldiers or a scheming crime lord who runs all
manner of illegal operations in the heart of a city. Other
tyrants include the petty megalomaniac ruler who wishes to
expand her holdings and isn't afraid to tax her people to
death to do so, and the bookish wizard who studies alone,
cloistered in a library for years, so that he can learn the spells
that will let him take over the world.

The tyrant generally uses minions to accomplish what he
wants. He believes that he is superior to others and thus
should not have to sully himself with minor deeds. He
orders paid mercenaries around and manipulates others
with magic. Some tyrants create their own minions, ranging
from constructs to slaves to blackmail victims coerced into
working for him. A tyrant's schemes are usually fairly
sophisticated, although not all tyrants are smart. Sometimes
a tyrant is nothing more than a power-hungry simpleton,
dangerous only because he was born into a position of favor.

Example: Ystan the Graylord (CE male dwarf Wiz15)
seeks to take over the area around Mount Exalt through the
use of his undead minions. However, he does not yet possess
the might to animate an army large enough to assault the
walled city of Kachel alone, so he has spent years questing
for a magic artifact that can dominate the wills of others.
With undead and mentally enslaved soldiers, Ystan can
launch his assault. Thus begins Ystan's dream of a vast and
terrible empire.

Ystan carries a special item called the skull of past splendor,
which has all the powers of a rod of splendor. Additionally, it
confers the memories once contained in the skull to the
owner, granting Ystan a +2 circumstance bonus on his
Knowledge and Spellcraft checks.



THE SCHEMING LIAR

The slippery weasel, the cunning thief, the silver-tongued
rogue—these villains present different dangers than brutes
and psychopaths do, but they are dangerous foes nonethe-
less. These enemies are far more likely to slip a dagger in
someone’s ribs while he sleeps than fight him face to face.
Or better yet, thinks the schemer, she'll just frame someone
for murder and let the authorities hang him in the public
square. Such diabolic malefactors spin a web of deceit wher-
ever they go. Schemers know just what to say and who to
say it to in order to get what they want.

Scheming liars can be political manipulators who use
others to accomplish their goals. They do not go against
the laws and rules; they make laws and rules work for
them, bending and twisting the words as needed. They
don't truly respect the law, but they want to avoid the
appearance of breaking it. Such villains are difficult to
defeat, and it's even harder to prove that they are villains in
the first place.

Example: Narma Glitterhome (CE female gnome Wiz8)
serves as a butler to Lord Feddin Spritestar, a powerful and
influential gnome. What most people do not realize is that
Narma has the lord's ear and frequently gives him advice
about the rulership of his demesne. But Lord Spritestar does
not know that Narma is manipulating him into a war against
the nearby kobold tribes of Bloodwall.

Narma is an illusionist who frequently travels to Blood-
wall in the guise of a male kobold to manipulate the council
of chieftains there. If war breaks out, Narma is poised to
assume a third identity: the long-lost gnome queen Halli
Guttenstone, who will save the gnomes from the kobolds
and become ruler of the land.

Narma wears a ring precious to her, the ring of many faces,
which grants her the use of polymorph self three times per day
and a +10 profane bonus on her Disguise checks.

THE PSYCHOPATH

Some villains focus on the act of evil itself, rather than on
the goals an evil act helps them reach. They revel in killing,
inflicting pain, and spreading misery. The motives and
methods of psychopaths vary greatly. Some creatures are
born psychopathic—lamias, destrachans, orcs, beholders,
and black dragons, for example. These monsters are evil
through and through, and they delight in death and misery.
Their love of killing for its own sake makes them far more
dangerous than monsters that simply kill to eat, such as the
ankheg or the remorhaz.

Human, elf, dwarf, halfling, and gnome psychopaths are
no less varied. Some are clean and efficient at what they do.
They sneak up on their victims quietly and make sure that
when they are finished, no evidence ties the murderer to the
murder. Other psychopaths are far more blatant and direct.
They do not care who knows of their activities, and they
relish their victims' fear of death almost as much as they
enjoy the pain and the killing itself. Often, such psy-
chopaths have positions of power that keep anyone from
easily putting a stop to their terrible activities.

Example: Reynod (NE male human vampire Rog6/

Asn4) is the henchman of a powerful criminal overlord.
Most of the crime lord’s other henchmen expect a bonus
when they eliminate one of the syndicate’s enemies. After
all, killing is a dangerous and dirty business. Not so with
Reynod, who delights in killing. In fact, the crime lord
worries about what might happen if he didn't give Reynod
someone to Kill every so often. Reynod loves the use of
knives; he owns a collection of them that numbers more
than three hundred. He is sneaky, subtle, and sly. Reynod's
victims rarely know what is coming because he is so effi-
cient at shadowing, then approaching his prey. Not even
Reynod’s criminal employer knows that he is actually a
vampire.

Reynod wears an amulet he calls father’s tooth. The fang-
shaped tooth grants Reynod an additional +4 turn resistance.

THE SOPHISTICATE

Avillain can be a horrible murderer or a lying cheat and yet
still retain a veneer of sophistication. This type of villain can
be a foppish rogue without a conscience or a dispassionate
overlord who enjoys a sampling of fine elven wines while
watching the execution of prisoners.

Sophisticated villains are sometimes the evildoers that no
one suspects. Only a thorough investigation can prove their
terrible deeds. Urbane villains are able to convince most
people that they are noble, civilized individuals. In other
cases, these villains are known for what they truly are, but
they still believe themselves to be cultured and sophisti-
cated, and they conduct themselves accordingly—even as
they commit atrocities.

Example: Duchess Winsone D'Artreda (LE female human
Aril3) rules over a vast, wooded realm. All know her as a beau-
tiful, well-mannered, and sophisticated woman. Unknown to
most, however, she is also a sadist and a cold-blooded killer.
She has a secret set of chambers in the dungeons below her
castle where she keeps her victims. Winsone has a strange
code of honor: She preys only upon the lower class or upon
intelligent nonhumanoid creatures. Her secret hunters make
raids upon outlying villages or scour the woods for pixies,
dryads, and even the occasional centaur.

Winsone delights in the use of her custom-made whip of
many thongs, which grants her a +2 circumstance bonus on
Intimidate checks when she uses it in her midnight torture
sessions.

THE MISGUIDED FOOL

Some villains do not even know that they are villains.
Deluded through insanity, religious belief, or just stupid-
ity, they commit horrible acts and never realize what it is
that they do. A foolish villain might suspect that his acts
and thoughts are tainted, but he’s too apathetic to try to
uncover the truth. Blindly committing evil acts because it
is just easier that way, the misguided fool can easily
become a truly sinister villain over time, continuing his
evil deeds while his own perceptions veer ever farther
from reality.

A young king introduced to evil by his malevolent vizier,
the fanatic demon worshiper seeking sacrificial victims for



his god, and the radical racial purist are all examples of the
misguided fool.

Example: Nerence Unger (NE male human Exp5) is the
leader of a school for young boys. Every few months, two
men come to Nerence's office and give him a large bag of
gold. At the same time, one of the boys—one whom Ner-
ence has recently put on record as a troublemaker—disap-
pears. Nerence says nothing. He just counts his gold. He
tells himself that he did not do anything wrong.

THE MONSTER

The monster villain craves killing, lives in filth, and seeks to
destroy everything that he encounters. More depraved than
psychopaths or sadists, this creature is beyond redemption.
This villain is practically a demon or a devil in his own right.
He drinks the blood of his enemies and allows it to run down
his chin and over his chest. No act is too distasteful for him.

Example: Like many evil warlords, Agrattanath (LE male
hobgoblin Bbn9) kills his foes with impunity. But what
Agrattanath really enjoys is killing the children of his dead
foes slowly and then feasting on their quivering hearts.
When he goes into battle, he leads troops into combat with
what appears to be bravery but is actually blood lust. Even
Agrattanath's own tribe is afraid of him, for it is clear that he
would just as willingly kill them and devour their children’s
hearts if he did not have enemies to Kill.

Agrattanath wields a mace whose head is the petrified
head of an elflord named Yessef. It is treated as a +3 mace of
life-drinking (as the life-drinker greataxe described in Chapter
8 of the DUNGEON MASTER'S Guide).

THE UNEXPECTED VILLAIN

Sometimes, evil doesn't show up where your players expect
it. A trusted servant can abuse his position to steal and
gather secrets for blackmail. A cleric of Pelor might actually
be a werewolf. The drug-addicted farmer's wife will do any-
thing to feed her addiction—even kill. The respected healer
in town is in the pay of the local slavers’ ring. The unex-
pected villain usually also belongs to one of the other vil-
lainous categories.

Sometimes the villain is obviously evil, but there is more
to him than first appears. A mind flayer might be possessed
by a devil, for example, or an evil wizard could really be a
polymorphed dragon.

Example: Once every six hundred years, an elf child is
born with supernatural talent and intelligence. Known as
the shadowchild, this being has the mind of a dispassionate
killer and many special powers. To all outward appearances,
however, the shadowchild is a normal elf child.

In the elf village of Daerthane, young Taetra Featherfall
(CE female elf half-fiend) seems like all the other children
scampering about the village and the surrounding woods.
She is not. She is the shadowchild, and the disappearances
near Daerthane of late are because of her, not the nearby
clutch of owlbears currently being tracked by the village's
rangers. Taetra is extremely careful when she abducts and
sacrifices other children. She has no desire to expose herself
before she is old enough to reveal her true nature.

— EXAMPIFE VILIAINS

The following villains can be easily adapted for most D&D
campaigns. They utilize many of the feats, prestige classes,
spells, magic items, and new rules found in this book.

THE DREAD EMPEROR

One of the most arresting figures anywhere is the Dread
Emperor. This striking human male stands 6 1/2 feet tall. He
wears golden plate armor and a long red cloak, and he car-
ries a mirrored shield, although he bears no weapons. What
is most shocking is that he walks about with four children
in tow, each wearing an iron collar chained to his armor. The
children shuffle behind the Dread Emperor as if in a
stupor—they do not appear to be treated well.

No one knows this man's real name. The Dread Emperor
claims to be the Emperor of the World. Although this claim
isn't true, the Dread Emperor is extremely powerful. Anyone
who tells him that he doesnt rule all he surveys is likely to
be dead soon.

Aside from the four children (and it's not always the same
four children) chained to his armor, the Dread Emperor
keeps to himself. His lonely (but well-warded) fortress is
located on the Ethereal Plane, accessible via a hidden portal
in a high mountain cave. Occasionally the Dread Emperor
comes to a city to sell a magic item he has created, but he
keeps to the shadier parts of town because only the most
depraved are willing to deal with him. Upstanding, moral
people often attempt to rescue the children, so the Dread
Emperor has to kill the do-gooders and usually destroy a few
city blocks in the process.

The Dread Emperor sometimes bargains for some bit of
information, a magic item, or a spell. Those who study him
claim that his sole motivation is to gather more personal
magical power for himself, at any cost. He has been particu-
larly interested in defensive items lately.

The Dread Emperor is clearly insane, but his isn't the cack-
ling, madcap sort of insanity. He is delusional, paranoid, and
psychotic. He does not delight in the suffering of others, but
he has not an ounce of compassion or empathy. If left alone,
the Dread Emperor is content to keep to himself and remain
unobtrusive. However, the children he keeps in tow often
tempt would-be heroes to attack him, so he sometimes finds
himself in battle when he moves among other people. When
that happens, he does not hesitate to kill hundreds in the
process of slaying a single target. One of his favorite tactics is
to cast haste on himself and follow that with meteor swarm, a
corrupted maximized fireball, and a corrupted quickened fire-
ball all in a single round. Another favorite tactic is to use mass
charm to get any and all bystanders on his side while some
hero or constable attempts to accost him. He sometimes
charms his assailants as well, although they are usually found
dead later even if they were charmed into submission.

4 The Dread Emperor: Male human Wiz 10/Diabolist 10;
CR 20; Medium-size humanoid; HD 10d4+40 plus 10d4+40;
hp 130; Init +1; Spd 20 ft.; AC 36, touch 16, flat-footed 35;
Atk +11 melee touch (by spell), or +12 ranged touch (by



spell); SQ diabolism, familiar benefits, imp familiar, vile dia-
bolism; AL LE; SV Fort +10, Ref +8, Will +18; Str 12, Dex 15,
Con 19, Int 26, Wis 14, Cha 13.

Skills and Feats: Bluff +17, Concentration +18, Craft
(armorsmithing) +17, Craft (blacksmithing) +17, Intimi-
date +24, Knowledge (arcana) +25, Knowledge (the planes)
+26, Listen +15, Scry +23, Speak Language (Abyssal, Aquan,
Auran, Common, Draconic, Dwarven, Elven, Giant, Goblin,
Halfling, Ignan, Infernal, Sylvan, Undercommon), Spell-
craft +25, Spot +18; Alertness, Corrupt Spell, Craft Magic
Arms and Armor, Craft Wondrous Item, Evil Brand,
Forge Ring, Iron Will, Malign Spell Focus, Maximize Spell,
Quicken Spell, Scribe Scroll, Spell Mastery (cone of cold,
eyebite, fireball, hold monster, improved invisi-
bility, teleport, teleport without error).

Diabolism (Ex): The Dread
Emperor can grant one of
his spells greater magical
power. Four times per
day, any spell he casts
that affects a target
or area (one that does
not include himself)
gains the evil de-
scriptor. This spell
deals +3d6 points of
unholy damage to
any good charac-
ter affected by the
spell.

Familiar Bene-
fits: The Dread Em-
peror gains Alert-
ness when his famil-
iar is within 5 feet.

He has an empathic
link with it to a dis-
tance of 1 mile and
can share spells
with it. He can also
use his familiar to
deliver touch spells.
Imp Familiar (Ex):
The Dread Emperor’s imp familiar is
treated as a normal imp (see the
Monster Manual), except that it has AC 23, 65
hp, Atk +15 melee (1d4 plus poison, sting); SV Fort +6, Ref
+9, Will +15; Listen +12, Spellcraft +17, Spot +15. He also
has improved evasion and an empathic link with the
Dread Emperor.

Vile Diabolism (Ex): The Dread Emperor can convert
the extra unholy damage from diabolism into half as much
vile damage.

Possessions: armor of the Dread Emperor (+1 plate armor), +5
reflecting large metal shield, ring of protection +5, amulet of natu-
ral armor +4, belt of the Dread Emperor, ring of the Dread Emperor,
headband of intellect +4, cloak of wizardry 11 (functions as the
ring), necklace of demons, wand of endurance (10 charges), wand

of stupor (24 charges), spiralburst bottle, oil of the lamia (2
doses), 2 potions of lesser restoration, potion of cure serious wounds,
evil spell components (4 humanoid fingers, human heart,
metallic dragon heart, all preserved).

Spells Prepared (4/6/10/6/6/5/5/5/5/4; save DC 18 + spell
level, or 20 + spell level for evil spells; 50% arcane spell fail-
ure chance): 0—daze, detect magic, flare, mage hand; 1st—
charm person, magic missile (2), seething eyebane, shield, silent
image; 2nd—-bull’s strength, cat's grace, darkness, darkvision,
Lahm? finger darts, corrupted magic missile, Melf's acid arrow,
see invisibility, web (2); 3rd—absorb mind, dispel magic, fly, haste,
nondetection, touch of Juiblex; 4th—absorb strength, charm mon-
ster, dimension door, corrupted fireball, improved invisibility, wall

of ice; 5Sth—cloudkill, cone of cold, hold monster,
teleport, wall of force; 6th—disintegrate,
eyebite, maximized fireball, mass sug-
gestion, true seeing; 7th—corrupted
maximized fireball, quickened
fireball, limited wish, power
word stun, rapture of rupture;
8th—corrupted quick-
ened fireball, horrid wilt-
ing, mass charm, pris-
matic wall, protection
from spells; 9th—domi-
nate monster, meteor
swarm, Mordenkainen’s
disjunction, power word
kill.
Spellbook: 0—
arcane mark, dancing
lights, daze, detect
magic, detect poison,
disrupt undead,
flare, ghost sound,
light, mage hand,
mending, open/
close, prestidigita-
tion, ray of frost,
read magic, resist-
ance; 1st—charm
person, identify, mage
armor, magic missile,
seething eyebane, shield,
silent image, true strike; 2nd—
arcane lock, blindness/deafness, blur, bull’s
strength, cat’s grace, continual flame, darkness, darkvision, knock,
Lahm's finger darts, Melf s acid arrow, misdirection, see invisibility,
spectral hand, web; 3rd—absorb mind, blink, dispel magic, fireball,
fly, haste, nondetection, protection from elements, secret page,
tongues, touch of Juiblex; 4th—absorb strength, charm monster,
dimension door, improved invisibility, lesser geas, phantasmal
killer, remove curse, wall of ice; 5th—cloudkill, cone of cold, contact
other plane, hold monster, nightmare, Rary’s telepathic bond, tele-
port, wall of force; 6th—analyze dweomer, Bigby's forceful hand,
disintegrate, eyebite, flesh to stone, mass suggestion, permanent
image, true seeing; 7th—forcecage, greater scrying, limited wish,
plane shift, power word stun, rapture of rupture, summon monster



V11, teleport without error; 8th—antipathy, demand, horrid wilt-
ing, mass charm, prismatic wall, protection from spells, trap the
soul; 9th—dominate monster, gate, meteor swarm, Mor-
denkainen’s disjunction, power word kill, refuge, soul bind.

Ring of the Dread Emperor: If the Dread Emperor has
killed a humanoid of at least 10th level, the following
changes to his statistics are in effect for 24 hours afterward:
Spd 30 ft.; AC 37, touch 17, flat-footed 35; 0% arcane spell
failure chance.

SIDDAL AND GAUDERIS

Siddal, a medusa cancer mage, and Gauderis, a half-orc
vermin lord, have formed a strange alliance. They live in an
isolated cave complex teeming with insects, worms, and all
manner of other vermin, as well as an otyugh. These two,
working together, are attempting to develop new, more vir-
ulent strains of existing diseases, in the hope of spreading
them throughout civilization. Although originally they
sought to spread disease in order to drive back encroaching
farm communities, their work is now for pure psychopathic
pleasure. A visitor must make an appropriate saving throw
to avoid infection with a random disease for every round
spent in their caves.

Siddal felt the Calling (see the Calling section in Chap-
ter 2) and returned with a flesheater rod, the knowledge she
needed to become a cancer mage, and a taste for maso-
chism and self-mutilation. Driven away by her four sisters,
who found her repulsive even by their standards, Siddal
eventually found a kindred soul in Gauderis. She keeps her
gaze attack from harming him or the vermin and rat ser-
vants in the caves by wearing a veil. Even so, Siddal does
not hesitate to put her allies at risk if it might save her from
some threat.

Gauderis is secretly in love with Siddal in all her diseased
glory. He believes that there is a secret ecstasy in being pet-
rified by her gaze, and he longs for it. For now, Gauderis tries
to win her pleasure by continuing his experiments with
new diseases. If that doesn't gain Siddal’s favor, Gauderis
plans to drug her to bring her guard down, then to stand
exultantly in full view of her petrifying gaze.

4 Siddal: Female Medusa Rgr 2/Cancer Mage 3; CR 12;
Medium-size monstrous humanoid; HD 6d8+12 plus
2d10+4 plus 3d6+6; hp 73; Init +4; Spd 30 ft.; AC 21, touch
14, flat-footed 17; Atk +12/+7 melee (1d4+2/19-20, dagger)
and +7 melee (1d4+1 plus poison, snakes), or +16/+11
ranged (1d8+1/x3, masterwork mighty composite long-
bow [+1 Str bonus] with masterwork arrows); SA petrify-
ing gaze, poison, sneak attack +1d6, spell-like abilities;
SQ cancerous companion, darkvision 60 ft., disease host,
favored enemy (humans, +1), tatterdemalion; AL CE;
SV Fort +12, Ref +12, Will +8; Str 14, Dex 18, Con 14, Int
12, Wis 15, Cha 16.

Skills and Feats: Bluff +12, Climb +4, Diplomacy +5, Disguise
+14, Heal +5, Hide +11, Intimidate +5, Knowledge (nature)
+4, Listen +5, Move Silently +12, Spot +11, Wilderness Lore
+3; Great Fortitude, Point Blank Shot, Poison Immunity
(Large monstrous scorpion poison), Toughness, Track.

Contagion (Sp): Three times per day, Siddal can produce
an effect like that of a contagion spell (caster level 3rd; save
DC 15).

Petrifying Gaze (Su): Siddal's gaze turns anyone within 30
feet who meets it to stone permanently (Fort DC 16 negates).

Poison (Ex): Snakes, Fort DC 15; initial damage 1d6
Strength, secondary damage 2d6 Strength.

Poison (Sp): Three times per day, Siddal can produce an
effect like that of a poison spell (caster level 3rd; save DC 16).

Cancerous Companion: A tumor within Siddal has an
Intelligence score of 7 and its own personality. The tumor
has 30-foot blindsight and can use one of Siddal's spell-like
abilities on its own as a standard action, requiring no action
from Siddal.

Disease Host (Ex): Siddal suffers no ill effects of dis-
eases, except for purely cosmetic ones, but she is a carrier of
every disease she encounters.

Favored Enemy: Siddal gains a +1 bonus on Bluff, Listen,
Sense Motive, Spot, and Wilderness Lore checks when
using these skills against humans. She gains the same bonus
on weapon damage rolls against humans. Siddal also gets
the damage bonus with ranged weapons, but only against
targets within 30 feet. The bonus doesn't apply to damage
against creatures that are immune to critical hits.

Tatterdemalion (Ex): Siddal has constructed rag armor
that provides a +4 armor bonus, maximum Dex bonus +5,
armor check penalty -1, and 15% arcane spell failure. It
weighs 20 pounds.

Possessions: Flesheater rod, masterwork mighty composite
longbow (+1 Str bonus), 12 masterwork arrows, 3 doses of
Large monstrous scorpion poison, 2 festering bombs, dagger.

4 Gauderis: Male half-orc Drd 7/Vermin Lord 7; CR 14;
Medium-size humanoid; HD 7d8+7 plus 7d6+7; hp 69; Init
+2; Spd 30 ft.; AC 18, touch 12, flat-footed 16; Atk +14/+9
melee (1d6+6, +1 strength sapping club); SA blood drain, spell-
like abilities, spew vermin; SQ animal companions, chitin,
darkvision 60 ft., nature sense, resist nature’s lure, swarm
armor, trackless step, vermin servants, wild shape (Small or
Medium-size animal, 3/day), wings of the vermin, woodland
stride; AL NE; SV Fort +8, Ref +8, Will +13; Str 20, Dex 15,
Con 12, Int 13, Wis 17, Cha 15.

Skills and Feats: Alchemy +5, Animal Empathy +8, Concen-
tration +4, Hide +5, Intimidate +11, Knowledge (nature) +7,
Listen +13, Move Silently +10, Profession (apothecary) +9,
Scry +7, Spellcraft +6, Spot +9, Use Rope +4; Alertness, Brew
Potion, Deformity (face), Lightning Reflexes, Verminfriend,
Willing Deformity.

Blood Drain (Su): As a free action, Gauderis can grow
insectlike mandibles that bite for 1 point of damage. If he
hits with the bite attack, he can attempt to start a grapple
as a free action without provoking an attack of opportu-
nity (grapple bonus +13). If the attack is successful, the
mandibles deal 2d6 points of damage per round as they
suck the blood from the victim. The blood drain ability
works only on living creatures.

Spell-Like Abilities: 1/day—spider hand, spider legs.
Caster level 14th.



Spew Vermin (Sp): Once per day, Gauderis can spray a
swarm of vermin from his mouth in a 30-foot cone. Anyone
in this area takes 7d6 points of damage (Reflex DC 14 half).
The vermin remain as if brought into being by the summon
swarm spell (caster level 7th).

Animal Companions: Gauderis has seven dire rat
animal companions.

Chitin (Ex): Gauderis has a +3 natural armor bonus to AC
from his chitinous plates (already included in the above
statistics).

Nature Sense: Gauderis can identify plants and animals
(their species and special traits) with perfect accuracy. He
can determine whether water is safe to drink or dangerous.

Resist Nature’s Lure: Gauderis gains a +4 bonus on
saving throws against the spell-like abilities of fey (such as
dryads, nymphs, and sprites).

Swarm Armor (Su): When he prepares spells each day,
Gauderis automatically summons a swarm of vermin that
covers his flesh. These insects absorb up to 10 points of
damage from any single attack that deals hit point damage.
The swarm armor disappears when it has absorbed 35 points
of damage.

Trackless Step: Gauderis leaves no trail in natural sur-
roundings and cannot be tracked.

Vermin Servants: Gauderis has a Medium-size mon-
strous centipede and a giant praying mantis; they function
as described in the Monster Manual except that they are mag-
ical beasts with Int 9, 34 hp, improved evasion, and an
empathic link with Gauderis. Gauderis can speak with them,
share spells with them, and use them to deliver touch spells.
The creatures can speak with others of their kind. The cen-
tipede has Atk +7 melee (1d6-1 plus poison, bite); SV Fort
+7, Ref +6, Will +10. The praying mantis has Atk +12 melee
(1d8+4, claws) and +7 melee (1d6+2, bite), and SV Fort +9,
Ref +3, Will +12; Listen +10. Both are AC 20.

Wild Shape (Sp): Gauderis can assume animal forms as
noted above, but he may assume only one form per use of
the ability. He regains hit points as if he had rested for a day
and is never disoriented while in wild shape. He gains all the
creature’s natural and extraordinary abilities when he adopts
its form.

Wings of the Vermin (Su): Once per day as a standard
action, buzzing insectoid wings grow from Gauderis's back
for up to 1 hour. With these wings, Gauderis has a fly speed
of 30 ft. (average).

Woodland Stride: Gauderis may move through natural
thorns, briars, overgrown areas, and similar terrain at his

OTHER EVIL CHARACTERS

All the prestige classes offered in Chapter 5 are ideal as poten-
tial villains. Use the guidelines for aspects of evil and types of
villains to help flesh them out as nonplayer characters (NPCs).
You'll also find more villains in Chapter 7: Lords of Evil. Many
of the servants and cultists that revere those beings can be
found in this chapter. Each is a villain waiting for an adventure.

normal speed and without suffering damage or other
impairment. However, thorns, briars, and overgrown areas
that are enchanted or magically manipulated to impede
motion still affect him.

Spells Prepared (6/6/5/5/3/2/1; save DC 13 + spell level):
0—cure minor wounds, detect magic, detect poison, flare, mending,
resistance; 1st—cure light wounds, endure elements, magic fang,
obscuring mist, pass without trace, suspend disease; 2nd—charm
person or animal, chill metal, circle of nausea, hold animal, lesser
restoration; 3rd—contagion, cure moderate wounds, greater magic
fang, red fester, remove disease; 4th—claws of the savage, giant
vermin, scrying; 5th—cure critical wounds, insect plague; 6th—
greater dispelling.

Possessions: +1 strength sapping club, +1 large wooden shield,
cloak of arachnida, Vasharan offal bag, slime pot, potion of cure
moderate wounds, scroll of animal trance, 3 festering
bombs.

ENESSTRERE,
THE DEMON-POSSESSED DRAGON

Enesstrere was a typical blue dragon. He lived an ordinary
blue dragon life from beginning to end. He gathered a typi-
cal hoard and found himself a nice desert lair in a dry, cool
cave. He mated, and eventually his mate left. He approached
the end of his life with dignity and power.

Then Ykkandri came, and everything changed.

Ykkandri is a demon. He was a glabrezu, but he shed his
physical form so that he could travel throughout the Mate-
rial Plane as a possessor demon. Eventually, Ykkandri found
Enesstrere, and after a titanic battle of wills he took control
of the dragon. The first thing Ykkandri did was force Enes-
strere to ingest the drug luhix and succumb to its addictive
effects. From within Enesstrere’s mind, Ykkandri cackled
with glee, overjoyed that a nasty trick he had learned while
dwelling among (and possessing) humans was so useful.

A quasit brings Enesstrere one dose of luhix each day. If
Enesstrere should ever manage to rid himself of Ykkandri,
he would be stuck out in the middle of the desert with no
way of getting the drug.

Ykkandri, so far, is biding his time. As an experiment to
test the dragon’s abilities, Ykkandri flew to a nearby
monastery and sacked it, killing all the monks inside. Since
then, the monastery has become a secret base for a number
of demons. Rumors of a demonic invasion are now circulat-
ing among the tribes of the desert. If they prove to be true, it
is likely that the demonic army will have an ancient blue
dragon as its spearhead.

4 Enesstrere: Male ancient blue dragon; CR 20; Gargantuan
dragon (earth); HD 33d12+264; hp 478; Init +6; Spd 40 ft., fly
200 ft. (clumsy), burrow 20 ft.; AC 40, touch 8, flat-footed 38;
Atk +42 melee (4d6+13, bite) and +37 melee (2d8+6, 2 claws)
and +37 melee (2d6+6, 2 wings) and +37 melee (2d8+19, tail
slap); SA breath weapon, crush, create/destroy water, frightful
presence, sound imitation, spell-like abilities, spells, tail sweep;
SQ blindsight 300 ft., DR 15/+2, immunities, keen senses; SR
27; Face/Reach 20 ft. by 40 ft./15 ft.; AL LE; SV Fort +26, Ref
+20, Will +23; Str 36, Dex 14, Con 27, Int 22, Wis 20, Cha 16.



Skills and Feats: Bluff +36, Concentration +41, Diplomacy
+44, Escape Artist +35, Intimidate +7, Knowledge (arcana)
+39, Knowledge (geography) +39, Knowledge (history)
+39, Listen +40, Scry +39, Search +39, Sense Motive +38,
Spellcraft +39, Spot +40; Alertness, Cleave, Flyby Attack,
Hover, Improved Initiative, Power
Attack, Snatch, Spell Focus
(Evocation), Wingover.

Breath Weapon (Su):

Line of lightning, 120 ft.
long, every 1d4 rounds;
damage 20d8, Reflex DC
34 half.

Crush: When flying
or jJumping, Enesstrere
can land on Medium-
size or smaller oppo-
nents as a standard ac-
tion, using his whole
body to crush them. A
crush attack affects as
many creatures as can fit
under the dragon’s body.

Each creature in the af-
fected area must succeed

at a Reflex save (DC 34) or

be pinned. If Enesstrere
chooses to maintain the

pin, treat it as a normal
grapple attack (grapple
bonus +58). The opponent
automatically takes 4d6+19
points of bludgeoning damage
each round that it remains pinned.

Create/Destroy Water (Sp): Three times per day, Enesstrere
can produce an effect that functions like the create water
spell except that he can decide to destroy water instead of
creating it, which automatically spoils liquids containing
water. Magic items (such as potions) and items in creature’s
possessions must succeed at a Will save (DC 29) or be
ruined.

Frightful Presence (Ex): Enesstrere can unsettle foes
with his mere presence. This ability takes effect automati-
cally (300-foot radius) whenever the dragon attacks, charges,
or flies overhead. A potentially affected creature (one with
less than 33 HD) that succeeds at a Will save (DC 29)
remains immune to Enesstrere’s frightful presence for 24
hours. On a failure, a creature with 4 or fewer HD becomes
panicked for 4d6 rounds, and one with more than 5 HD
becomes shaken for 4d6 rounds.

Sound Imitation (Ex): This dragon can mimic any voice
or sound it has heard anytime it likes. Listeners must suc-
ceed at a Will save (DC 29) to detect the ruse.

Spell-Like Abilities: 3/day—uventriloquism; 1/day—
hallucinatory terrain, veil. Caster level 13th; save DC 13 +
spell level.

Tail Sweep: Enesstrere can sweep with his tail as a stan-
dard action. The sweep affects a half circle with a diameter of

30 feet, centered on his rear. Each Small or smaller character
within the swept area takes 2d6+19 points of damage (Reflex
DC 34 half).

Blindsight (Ex): Dragons can ascertain creatures by non-
visual means (mostly hearing and scent, but also by noticing
vibrations and other environmental clues).

Immunities (Ex): Immune to sleep, electricity, and

paralysis.

Keen Senses (Ex): Dragons can see four
times as well humans in low-light conditions
and twice as well in
normal light. Enes-
strere has darkvision
with a range of 1,000

feet.

Feats: A creature that
is flung by Enesstrere
after being snatched
travels 100 feet and
takes 10d6 points of
damage. If Enesstrere is
flying, the creature takes

this damage or the appro-
priate falling damage,
whichever is greater.
Spells Known (6/7/7/7/
6/6/4; save DC 13 +

spell level, or 15 +

spell level for Evoca-

tion spells): 0—daze,

detect magic, flare, mage

hand, no light, preserve

organ, prestidigitation,

read magic, unnerving

gaze; 1st—extract drug,

mage armor, magic

missile, shield, tongue

tendrils; 2nd—>bull’s strength, cat’s

grace, endurance, entice gift, web; 3rd—dis-

placement, fireball, gaseous form, reality blind; 4th—charm
monster, improved invisibility, stoneskin, wall of fire; 5th—cone
of cold, passwall, prying eyes; 6th—disintegrate, project image.

MALIGN SITES

Below are two examples of terrible places that you can use in
your campaign.

THE AZURE VALE

When the warlord-wizard Lahm the Obsessor sacked Faen-
ish-Kul, he captured all the citizens of the city and gave one
to each of his orc and ogre servants. He commanded each
warrior to Kill his prisoner on his signal. On that day, nine
thousand people all died at once, at the whim of one man.
Lahm committed this vile act simply because he could.
Lahm's armies moved on and eventually met defeat, but
the area around Faenish-Kul, known as the Azure Vale, has
never been the same. This place of lasting evil has since



been home to strange, extremely pale plants, and the whole
area has an unnatural chill that lasts even through the hot
summer months.

Anyone who spends the night in the mist-shrouded
valley hears faint whispers and sometimes even moans. His
or her dreams are filled with nightmares of murder and
hate. But the visitors who come to the vale and encounter
only whispers and bad dreams are the lucky ones, for the
Azure Vale is haunted by the spirits of nine thousand ghosts.
Every person slain by the legions of Lahm remains here—
and they all want vengeance upon the living.

Those who make it out of the vale alive have harrowing
tales to tell, but despite the horrible stories, the Azure Vale
attracts adventurers. A powerful minor artifact, the amulet of
Lahm, is said to lie amid the pale trees, lost in the confusion
of that fateful night. Among its other powers, the amulet
grants its possessor the ability to regenerate like a troll as
well as a +6 bonus to Strength.

THE GOBLIN PITS OF IO-RACH

Kezzerug is a goblin chief who rules the large tribe known
as the lo-Rach (which in Goblin means something very
close to “bloody eye lying on the ground”). When Kezzerug's
warriors met defeat at the hands of a small band of elves, he
decided that something needed to be done. Kezzerug com-

manded the tribe’s three adepts to begin working on a magi-
cal way to improve the puissance of the lo-Rach tribe. After
years of trial and error, they hit upon a plan.

After filling large pits with alchemical mixtures, the lo-
Rach tribe lowers its warriors on harnesses into the brew for as
long as the goblins can stand it. When a goblin is brought out
of the pit, he spends the next few days undergoing an agoniz-
ing change. One-quarter of such warriors die a howling death.
Each of the others grows to Medium-size and gains a +4 inher-
ent bonus to Strength and Constitution and a —4 inherent
penalty to Intelligence, Wisdom, and Charisma. These war-
riors become misshapen, lumbering mutants with twisted
limbs, bulbous eyes, and festering sores.

After creating a large number of these twisted goblins, the
adepts began experimenting on other captured creatures.
None of the experiments have been as successful as the
goblin warriors, but the pits have spawned many strange
creatures—and the progeny of those that are capable of
reproduction are even stranger.

In this way, the lo-Rach tribe has amassed great power. Its
underground lair has spread, and the pits are now innumer-
able. Terrible, twisted things roam those caves, and goblin
marauders scour the countryside for the alchemical ingredi-
ents needed for the procedures, including such items as
human brains and blood.



he following are new rules covering particularly

evil topics—possession, sacrifice, curses, and so
on. These rules may or may not be suitable for your
campaign. Consider each carefully.

POSSESSION

Some fiends with at least 4 Hit Dice and a Charisma score
of at least 13 have the spell-like ability to shuck their phys-
ical forms and take on an ethereal form that allows them to
possess another creature or an object.

The creature's new form is ethereal and thus immune to
even the most potent physical attacks and most magical
attacks (except, for example, force attacks) by nonethereal
creatures. When a fiend possesses a creature or object, even
force effects no longer affect the fiend. Only spells such as
dismissal can affect the possessing fiend when cast by
nonethereal creatures. Any sort of attack, magical or other-
wise, directed against the fiend affects the possessed crea-
ture or object, however.

While a fiend is in ethereal form, its corporeal body lies
senseless, as if in a state of suspended animation. The body
does not require food or air, but damage or exposure to an
extreme environment will kill it. A fiend can roam ethereally
as long as it wants, but an ethereal fiend dies if its body is
destroyed, and it instantly returns to its body if dispel magic (or
asimilar effect) is successfully cast on the fiend's body.

The caster level for the fiend's possession ability is
equal to the fiend's Hit Dice. Fiends with the posses-
sion ability generally have a Challenge Rating 2
higher than the standard fiends of their kind. For
example, a succubus with the possession ability is
CR11.

Once afiend is on the Ethereal Plane, it generally
floats through the world insubstantially, seeking a
target to possess. Making a possession attempt is a
supernatural ability that a fiend can attempt at will
as a standard action.

POSSESSED CREATURES

If a fiend wishes to possess a creature, the fiend's
ethereal form must be adjacent to its desired
target. A protection from evil spell (or similar effect)
makes a creature immune to possession at-
tempts. An unprotected target of a possession
attempt must succeed at a Will saving throw
(DC 10 + 1/2 fiends HD + fiend's Cha bonus) to
avoid possession. Evil targets of a possession
attempt take a -2 circumstance penalty on this
saving throw, and target of a possession
attempt who is in the middle of committing an
evil act takes a further —2 circumstance penalty.
Once a creature succeeds at a save against
possession, that fiend cannot attempt to pos-



sess that creature again for 24 hours. On a failed save, the
victim is possessed.

A fiend in possession of a body becomes a part of the
victim, aware of what is going on around the creature that
they possess. It can see and hear as well as the victim can. A
possessing fiend can, at any time, speak mentally to the crea-
ture that it possesses in a language that the creature can
understand, although if the victim isn't very intelligent, its
understanding may be limited.

A creature possessed by a fiend doesn't always know that it
is possessed. Further, a fiend can attempt to hide its presence
within the possessed creature, allowing it to pass through a
magic circle against evil, enter a forbiddance-warded church, and
escape detection by detect evil. To do so, the fiend must make
aspecial “mental” Hide check. This is a Hide check using the
fiend’s Intelligence modifier rather than its Dexterity modi-
fier, but which otherwise uses the Hide skill. The Difficulty
Class (DC) for the Hide check is 10 + level of the spell + spell-
caster’s relevant ability modifier (just like the saving throw
for a spell). The fiend gains a +4 circumstance bonus on its
Hide check if it is not currently controlling the victim. The
fiend can also make this Hide check to prevent the possessed
creature from taking damage from alignment-based spells
such as holy smite. The DC for the Hide check is the same as
the saving throw DC for the damaging spell. If the fiend's
Hide check fails, the spell affects the possessed creature as if
it had the same alignment as the fiend.

Possessing fiends have immediate access to all of their
victim's current thoughts, as the detect thoughts spell,
except that they automatically read surface thoughts. If
desired, a possessing fiend can probe the possessed crea-
ture’s memories as well, but the victim is allowed a Will
save (DC 10 + 1/2 fiend's HD + fiend's Cha bonus). If the
save is successful, the victim keeps the fiend out of his or
her thoughts for 24 hours. Whether the save succeeds or
fails, probing memories automatically reveals the fiend's
presence to the victim.

Physical harm to the possessed creature does not harm
the fiend. Killing the possessed victim only forces the fiend
back onto the Ethereal Plane, from where it can attempt a
new possession; the fiend is unharmed. Not even ethereal
creatures can harm a possessing fiend.

A fiend possessing a creature can take one of four roles
with respect to its victim: rider, ally, controller, or enemy.
The fiend can choose only one role at a time. If a fiend is
acting as a controller, it can't also grant its victim the
bonuses it could if the fiend were an ally, for example.

Rider: Much of the time, a fiend that possesses a creature
simply rides along with the victim, who is usually unaware
of the fiend's presence. The fiend might combine riding
with hiding to get into an area protected by forbiddance or
slip past a magic circle against evil near a target that it could
not otherwise approach. As a free action, the possessing
fiend can become the ally or controller of the possessed
creature. Both of these actions, however, make the fiend's
presence known to the victim (although victims with low
Intelligence scores may not understand what is happening
to them).

Ally: If the possessed creature is aware of the possessing
fiend and willing to be its host, the fiend can grant the pos-
sessed creature a +4 profane bonus to any single ability
score. This bonus is generally granted at the conclusion of
some bargaining between the fiend and the possessed crea-
ture. The fiend is in control of this bonus and can take it
away as a free action if the possessed creature behaves con-
trary to the fiend's wishes. If the possessed creature doesn't
do what the fiend wants, the fiend can go from ally to con-
troller or from ally to enemy as a free action. Because the
possessor and the possessed can communicate telepathi-
cally, they often form an agreement: The bonus is a reward
for the possessed creature if it does as the fiend wishes.

Controller: In the most feared aspect of possession, a
fiend can take a standard action to attempt direct control
over the actions of the victim, who struggles to maintain
control over his or her own body. The victim must succeed
at a Will saving throw every round (DC 10 + 1/2 fiend's HD
+ fiend's Cha modifier, + 1 for each previous failed save
against control that day) to avoid losing control. If the
victim's save succeeds, the victim has resisted the fiend, but
the fiend can make another control attempt in the next
round. Victims struggling against control are considered
staggered and can take only partial actions.

If the possessed creature makes three consecutive suc-
cessful saving throws, then the possessing fiend cannot
make further attempts to control the victim that day. The
success or failure of the victim's saving throws against con-
trol does not affect the overall possession, however, and the
fiend is still possessing the creature.

If the possessed creature fails the Will save against con-
trol, the fiend has access to all of the creature’s senses, abili-
ties, skills, feats, and spell knowledge. The fiend now acts as
though it is the creature in all respects, until control is lost
or it relinquishes control. During this time, the possessed
creature can still speak mentally to the fiend and is still
privy to all sensory input—unless the possessor takes a stan-
dard action to block the possessed creature’s access to the
senses. If the fiend wishes, the victim blacks out while the
fiend isin charge.

The fiend uses its own Intelligence, Wisdom, and
Charisma scores, but it adopts all of the creature’s physical
ability scores. Fiends of at least 9 HD and 15 Intelligence
that maintain control of a victim for at least 10 rounds a day
for seven consecutive days can also draw upon the possessed
creature’s spell-like abilities (at the same caster level as the
possessed creature). The fiend assumes the victim's type and
is affected by spells and effects as if it were the possessed
creature. Thus, a cornugon-possessed wolf is subject to
spells affecting animals, even though it is far more intelli-
gent than a normal wolf.

The fiend automatically maintains control for a number
of rounds equal to 1/2 the fiend's HD + the fiend's Charisma
modifier + 1 for each time the fiend has controlled this spe-
cific victim. When the fiend's control lapses, it can attempt
to reassert control if it chooses.

Fiends often choose weak-willed creatures to possess,
such as golems and other constructs. The construct can



make a Will save just as any other creature can to avoid the
possession, but it is likely that the possessing fiend can take
and retain control, because most constructs have poor Will
saves. A fiend possessing a construct can also aid it as
described under the ally role, but it must relinquish direct
control to do so, and the construct reverts to its prior pro-
gramming.

Enemy: The opposite of an ally, this possessing fiend is a
hindrance to a creature it possesses. A possessing fiend usu-
ally takes this tactic when it has failed to control its victim or
when it is angry with a possessed creature that the fiend was
acting as an ally toward. The possessing fiend can grant the
victim a —4 profane penalty to any single ability score. The
fiend is in control of this penalty and can take it away as a
free action, sometimes by working out an agreement with
the possessed creature after some telepathic negotiation.

POSSESSED OBJECTS

A fiend can possess an object of at least Tiny size and no
larger than Huge. An item held, worn, or carried by a char-
acter (including magic items) uses its owner’s saving throw
to resist possession. Unattended magic items gain a saving
throw as if a spell was being cast upon the item. In each case,
the Will save DC is 10 + 1/2 the fiend’s HD + the fiend's
Charisma modifier. A fiend with the possession ability auto-
matically succeeds when attempting to possess an unat-
tended, nonmagical item.

A fiend possessing an object becomes a part of the object.
A possessing fiend can see and hear up to 60 feet away from
the object, but it can't use darkvision or blindsight while
possessing an object, even if it ordinarily has these abilities.
The possessing fiend remains vulnerable to spells that affect
outsiders, extraplanar creatures, or evil creatures (such as
holy word and holy smite) and mind-affecting spells and
effects. Physical attacks and most spells (such as fireball)
don't affect the fiend, but they might affect the object.
Harming the object does not harm the possessing fiend; if
the object is destroyed, the fiend takes ethereal form and
can choose a new host object (or creature).

A fiend can attempt to hide its presence within a pos-
sessed object, allowing it to pass through a magic circle, enter
a forbiddance-warded church, and escape detection via spells
such as detect evil. Use the same rules as when a fiend hides
in a creature. If the spell ordinarily detects or targets only
creatures, the fiend gains a +8 circumstance bonus on its
Hide check because it is within an object. The fiend can also
attempt this Hide check to avoid taking damage from align-
ment-based damaging spells, such as holy smite. If the fiend
fails its Hide check, the possessed object takes damage as if
it were the fiend.

A fiend can also possess a substance that has no fixed
shape (such as a pool of water or a dust cloud) or is part of a
larger object (such as a section of a wall). When it does so, a
fiend cannot possess an area or a volume larger than 10 feet
on aside.

Some fiends possess an item as a stepping stone for a pos-
session attempt on a character. The possessing fiend gets a
bonus on attempts to possess creatures that carry, hold, or

wear the item. For each day the possessed item was worn,
held, or carried by the target prior to the possession attempt,
the DC for the target’s Will save increases by +1, up to a max-
imum of +10.

A fiend possessing an object can take any of the following
roles. Changing roles is a standard action.

Watcher: The fiend possesses an object, usually some-
thing big and stationary. It can see and hear at twice its
normal range (120 feet) as long as the object remains sta-
tionary.

Controller: If the possessed object has moving parts,
such as a wagon, clock, or crossbow, a possessing fiend can
control the movement. A wagon can be made to steer
toward a pedestrian on a street or roll out of a stable with no
horse pulling it. A clock can slow or run backward. A cross-
bow can cock and fire (but not aim or load itself). Possessed
objects with wheels or legs cannot move faster than the
fiend itself could move in its corporeal form.

More powerful fiends can exert greater control. A fiend
with at least 10 HD and Charisma 17 can force an object to
animate even if the object doesn't have any moving parts
(such as a table or statue). The possessed object functions as
an animated object (see the Monster Manual). However, no
fiend can control an animated object with a higher Chal-
lenge Rating than the fiends.

Corruptor: The possessed item radiates a cursed,
befouling presence. Anyone touching the possessed object
must succeed at a Will save (DC 10 + 1/2 fiend's HD +
fiend's Cha modifier) or fall under the effect of a hestow
curse spell with a caster level equal to the fiend's Hit Dice.
Unlike the bestow curse spell, the subject does not necessar-
ily know that the curse is in effect or that it came from the
item. Nothing about the object’s appearance suggests that
it is possessed (although there might be residual evil
effects, as described in the Lingering Evil section below).
The curse lasts until removed with break enchantment, lim-
ited wish, miracle, remove curse, or wish, even if the fiend
vacates the possessed object.

A particularly crafty fiend might possess a small fountain
as a corruptor, affecting anyone who touches or drinks the
water. Similarly, a fiend could corrupt a patch of ground,
affecting anyone who walks over it.

Enhancer: A fiend can possess a Tiny or larger weapon or
armor and enhance it as if it were a magic item. The fiend
can duplicate magic item powers worth up to 2,000 gp per
Hit Die. For example, a hezrou (9 HD) that enhances a long-
sword could bestow up to 18,000 gp worth of powers on it. It
could duplicate the effect of a +3 longsword, a +1 unholy long-
sword, or another combination. A fiend that possesses magic
armor or a magic weapon can increase its power by the same
amount. Table 8-3: Armors and Table 8-10: Weapons in the
DUNGEON MASTER'S Guide give prices for various enhance-
ments.

The fiend is in control of the powers it bestows upon the
item. It can take them away as a free action at a moment's
notice if the creature using the item does not act in a
manner that the fiend wishes. If the fiend leaves the items,
it loses all powers bestowed by the possession.



Despite the fiend's duplication of magic item abilities, a
nonmagical possessed item doesn't become actually magical.
Detect magic will not sense an aura; detect evil will, however.
Smart characters might notice that the possessed item
behaves strangely or has an unusual appearance (a magic
weapon that isn't masterwork quality, for example, is a tipoff
that something is awry). A character who succeeds at a
Search check (DC 25) notes that there is “something
strange” about the item.

SACRIFICE

Most evil gods and fiends demand sacrifice. When they say
sacrifice, they mean the sacrifice of a living, intelligent crea-
ture. Commonly, the victim is a humanoid, but dark powers
might demand the sacrifice of anything from a medusa to a
giant to a beholder. The main criteria are that the creature be
alive and have an Intelligence score of 3 or higher.

The sacrifice must be made in a ritualized manner. It's
fine for a blackguard to say that he is dedicating every foe he
slays to Vecna. But in truth, Vecna appreciates and rewards
his followers for victims killed in a ceremony and at a place
dedicated to him. This means that the ritual takes time, and
it probably involves extra participants and unholy trappings
(for examples of sacrificial gear, see the executioner tools
and other equipment in Chapter 3).

In a world suffused with magic, evil gods pay attention
when someone makes a living sacrifice to them, and they
often reward their followers for doing so. In some abstract
sense, the sacrifice adds some small mote to the god's over-
whelming power, and in return the evil deity is sometimes
willing to grant a boon or a blessing in return.

SACRIFICE REWARD SYSTEM
The reward a servant of an evil god gets for making a living
sacrifice to the god depends on many factors. The primary
factor is the Knowledge (religion) check result of the char-
acter performing the sacrifice. Each of the other factors is
represented as a modifier to the check.

Each evil deity has his or her own predilections and pref-
erences for sacrifices, and different deities give different
rewards to their followers. The following system of sacrifices
and rewards is just a starting point; give each evil power in
your campaign its own unique sacrifices and rewards.

WHAT IS A SACRIFICE?

Sacrifice is the offering of the life of a sentient being to an evil
deity or powerful fiend. The victim is trussed, tied, or otherwise
immobilized so that a ceremony may be conducted that culmi-
nates with the murder. In many rituals, blood is a sacred
symbol of life. When that blood spills during the ritual murder
of an innocent creature, the blood (and sometimes even the
soul of the creature) is dedicated to a nether power of malev-
olence. Bloodless forms of killing, such as strangulation and
drowning, are possible during sacrifices, but usually those
that are despicable enough to practice this profane art prefer
bloodier deeds.




Table 2-1: Typical Sacrifice Elements

Knowledge
(Religion)

Sacrifice Element Modifier
Conducted in a ceremony lasting at least an hour +1
Conducted on an altar +2
Conducted in a desecrated area +1
Conducted in a unhallowed area +2
Conducted in the presence of a creature important

to the deity (a demon servant, for example) +2
Conducted publicly (in the street or on the steps

of a public institution) +1
Conducted before more than 10 followers +1
Conducted before more than 100 followers +1
Sacrifice is tortured for 1 day prior to death +1
Sacrifice loses extremities to hungry demon prior to death +1
Sacrifice is good-aligned +1
Sacrifice is pure or virginal (as determined by the DM) +1
Sacrifice has 1-5 HD or levels +1
Sacrifice has 6-10 HD or levels +2
Sacrifice has 11-15 HD or levels +3
Sacrifice has 16+ HD or levels +4
Sacrifice is a cleric of another god +2
Sacrifice is a race or character type hated by the deity +1
Sacrifice is willing, but duped or controlled +1
Sacrifice is genuinely willing +3

If a follower performs multiple sacrifices, the bonuses on
the follower's Knowledge (religion) check do not stack for
every sacrifice; a separate check is made for each victim.
Most deities give only one reward per day per temple, no
matter how many victims are slain. The leader of the sacri-
fice, called the celebrant, can perform multiple sacrifices
and consequently make multiple Knowledge (religion)
checks, then use the best result to determine what reward
might be granted by the deity.

The actual reward earned by the performance of a living
sacrifice varies from religion to religion. See Table 2-2,
below, for some typical rewards that might be granted by an
evil deity and the DC of the Knowledge (religion) check to
qualify for each one. Many deities will have their own spe-
cific rewards to offer. The celebrant can choose what reward
is sought and prayed for, but the deity might grant another
reward, especially if the Knowledge (religion) check result
is significantly higher than the DC of the reward sought.
The celebrant can't take 10 or take 20 on this check, and no
one else can help with the check.

SACRIFICE AS A REQUIREMENT

Sometimes a special situation may arise in which rather than
granting a boon, a deity demands a sacrifice to avoid divine
punishment. An evil god might demand a sacrifice from a
disobedient cleric (or one who has failed to perform a required
duty or quest) before granting him new spells. Periodic sacri-
fices might also be required to power a temple’s defense
system, such as an antimagic field, prismatic walls, a unique
forbiddance or unhallow effect, or something similar. Typically,
the Knowledge (religion) check DC for such required sacrifices
is 25, and no other reward is forthcoming for conducting the
evil ritual.

Table 2-2: Typical Sacrificial Rewards

Check
Result  Effect

15 Aid upon the celebrant for 24 hours.

15 Bull’s strength upon the celebrant for 24 hours.

15 Cat’s grace upon the celebrant for 24 hours.

15 Endurance upon the celebrant for 24 hours.

20 Divine favor (cast at 20th level) upon the celebrant for 24
hours.

20 Protection from elements upon the celebrant for 24 hours.

20 Bless upon those witnessing the ceremony (one individual
per HD of the victim) for 24 hours.

25 Magic vestment (cast at 20th level) upon the celebrant’s garb
for 24 hours.

25 Evil outsider appears and serves celebrant for 1 hour per HD
of the victim, serving as described in the lesser planar ally
spell.

25 Divine power upon the celebrant for 24 hours.

30 Greater magic weapon (cast at 20th level) on the celebrant’s
weapon for 24 hours.

30 Bull’s strength upon those witnessing the ceremony (one
individual per HD of the victim) for 24 hours.

30 Cat’s grace upon those witnessing the ceremony (one indi-
vidual per HD of the victim) for 24 hours.

30 Endurance upon those witnessing the ceremony (one indi-
vidual per HD of the victim) for 24 hours.

30 Evil outsider appears and serves celebrant for 1 hour per HD
of the victim, serving as described in the planar ally spell.

30 Spell resistance upon the celebrant for 24 hours (use cele-
brant’s level to determine SR).

85 Magic vestment (cast at 20th level) upon the garb of those
witnessing the ceremony (one individual per HD of the
victim) for 24 hours.

35 Evil outsider appears and serves celebrant for 1 hour per HD
of the victim, serving as described in the greater planar ally
spell.

85 Divine power upon those witnessing the ceremony (one indi-
vidual per HD of the victim) for 24 hours.

40 Limited wish for the celebrant.

40 Greater magic weapon (cast at 20th level) upon weapons
involved in the ceremony (one weapon per HD of the
victim) for 24 hours.

45 Control weather (cast at 20th level) as directed by the cele-
brant for 24 hours.

50 Wish for the celebrant (this monumental display of power
happens only once for any given individual).

Varies  Dark craft experience points equal to DC x 3 (minimum DC
15). The celebrant determines the number of dark craft expe-
rience points (and thus the DC) sought prior to the check. A
failed check indicates no dark craft experience points gained.

Varies  Dark craft gold pieces equal to DC x 5 (minimum DC 20).
The celebrant determines the number of dark craft gold
pieces (and thus the DC) sought prior to the check. A failed
check indicates no dark craft gold pieces gained.

Dark Craft Rewards: Experience points and gold pieces
can be granted as rewards after a sacrifice (see the last two
entries in Table 2-2, below). These so-called dark craft
rewards have no actual physical manifestation, but the cele-
brant senses their presence like a shadow on the soul. Dark
craft gold pieces and dark craft experience points can't be
used to buy goods or attain higher levels, but they can be
used instead of actual gold pieces or experience points when
making a magic item. Only a single application of dark craft
experience points and dark craft gold pieces can be applied



toward a magic item’s creation process. The time spent creat-
ing the item does not change when the celebrant uses dark
craft resources.

When the celebrant completes a magic item created by
the use of any dark craft resources (as little as 1 gp or 1 XP),
the item is tainted with evil. Others can sense this evil, as
described for an object of lasting evil (see Lingering Effects
of Evil, later in this chapter). Dark craft experience points
and dark craft gold pieces can be combined with the
destruction of souls to make a magic item even easier to
build (see Souls as Power, later in this chapter).

CURSES

Curses are an important type of evil magic. Although good-
or neutral-aligned characters sometimes use curses to strike
at their enemies, curses are usually the domain of spiteful
and malicious creatures.

ALTERNATIVE CURSES

When a spellcaster uses bestow curse (see Chapter 11 of the

Player’s Handbook), the following curses can be substituted

for those given in the spell description.

* Target is rendered sterile.

* The next person introduced to the target for the first time
will hate him or her uncontrollably forever. Even if this
curse is removed, the person still hates the victim of the
curse, but the victim can improve the person’s attitude
normally after the curse is gone.

 Each time the target attempts to help a friend or ally, there
is a 50% chance the attempt fails and causes the ally to fail
at the task.

e Target is struck blind and deaf.

» Each round in combat, there is a 25% chance that the
target will attack the nearest creature rather than choos-
ing an opponent normally.

 Every time the victim makes a d20 roll, a roll of 20 counts
asal.

* The victim effectively ages, moving him or her to the
beginning of the next age category. See Chapter 6 of the
Player’s Handbook for the effects of aging.

 Atsome point within the next week (or whenever it is fea-
sible), thieves are able to steal all monetary wealth the
victim has.

» Animals refuse to be within 5 feet of the target and do not
respond to the target’s commands or requests.

» Each time the target meets someone for the first time,
there is a 50% chance that the new person will confuse the
target with a hated enemy, a well-known criminal, or a
raving lunatic.

« All creatures of a specific kind (such as orcs, owlbears, or
black dragons) are permanently invisible to the sight of
the victim (invisibility purge does not help, but see invisibil-
ity and true seeing do). The spellcaster chooses the kind of
creature.

The following effects can be substituted for those given in
the bestow greater curse description (see Chapter 6).

+ Arandom friend or family member of the target contracts
a disease. If the disease is magically cured or runs its
course (regardless of the outcome), another loved one
contracts a new disease.

 The target’s most powerful and/or cherished item falls
apart, becoming forever useless.

 Valuable metals (such as platinum, gold, silver, and
copper) turn to lead in the target’s possession, even if they
are in a bag of holding or stored away from the target. The
target’s touch transmutes valuable metals (including
coins) into lead as well.

* 1d4+1 of the target's loved ones or allies a