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Introduction

Acererak. Eclavdra. Iggwilv. Rary. Strahd. Warduke. Vecna.
Manshoon. Artemis. Bargle. Dragotha. Kitiara. These names
and others like them have great meaning to fans of the Dun-
GEONS & DraGons game. They are the iconic villains who have
helped to shape the worlds in which we play. In many ways,
they are just as integral to the D&D experience as the player
characters themselves. Can you imagine what Caramon would
have been without Raistlin? Would Drizzt have been nearly as
compelling without Artemis Entreri as his foil? Could there
have been a Strongheart without a Warduke?

Allof these villains have one thing in common—one trait that
sets them apart from the anonymous hordes of goblins, creepy
crawlers, and walking dead: They have stories of their own to tell.
These villains loom large in ourimagination because they seem to
be living, breathing people: They have complex goals, fleshed-out
personalities, and far-reaching purposes. They are more than just
numbers. They are characters, as dear to us as the PCs we play
whenever we sit down at the table—and when well implemented,
they can turn a good game into an exceptional one.

GREAT VILLAINS

Any DM can make a villain. Simply roll up an NPC, drape her
with window dressings (a motivation, afew minions, and a dun-
geon to call home), and give her the desire to rule the world, kill
all the halflings, or accomplish some other diabolical goal. Most
PCs have faced an adversary of this sort, probably in a dungeon
full of monsters to kill, traps to evade, and prisoners to free. And
when the adventurers reach her sanctuary, she is waiting for
them, cackling madly as lightning dances from her fingertips.
With a word, her servants surge out of the shadows. Combat
is fierce, but in the end, the PCs win the day. The experience is
thrilling, to be sure: It generates the same excitement that PCs
always feel when they wipe the floor with the bad guy and take
all his stuff. Whether you plug in a blackguard, a half-fiend, a
goblin witch doctor, or a surly red dragon, the experience is
usually the same. Right?

Well, sometimes. But it could be much more. The foes mentioned
above are villains, certainly, but they are not great villains. Rather
than sitina dusty castle, dungeon, or fortress waiting for the good
guysto showup and kill them, great villains take action. They have
motives. They have reasonable objectives and clear, realistic agendas.
Sure, killing a big, evil adversary at the bottom of a dungeon is
entertaining, but such villains rarely stand out in the minds of
players. They are not the sort of foe that the PCs will think back on
years later, cursing the wretch that dogged their every step until
the satisfying moment when they finally put an end to his wicked
schemes. Distinctive, unforgettable villains spark the imagination
and bring players back to the table again and again.

GET MORE AT D&D INSIDER!

For additional content tied to this product, check out Dunceons
& Dracons Insider (www.dndinsider.com). This new premium
online service features magazine-style articles and extra material
for this and other D&D products, including updates, enhance-
ments, and previews of upcoming products.

USING THIS BOOK

Exemplars of Evil is a toolbox for creating memorable villains.
Chapter 1 presents an overview of the many factors to con-
sider when constructing an opponent for your PCs, including
goals, motives, personality, occupation, and organizations.
The chapter also offers new feats, spells, and alternative class
features to help give your bad guy a fighting chance.

To show you how to put all that advice into action, the
rest of the book presents eight new groups of villains. Each
chapter is built around one primary villain (or pair of villains)
and delves into his or her background, allies, minions, and
base of operations. You learn how to use the villain in your
campaign, including those set in Eberron and Faertin. Bach
chapter gives full game statistics for the major characters,
plus three detailed encounters of varying difficulty. In each
case, you can drop the whole package into your campaign for
aready-made master opponent, or you can modify details as
desired to fit your particular setting, style, or PC group.

SWIFT AND IMMEDIATE ACTIONS

Some of the special abilities, feats, spells, and items in Exem-
plars of Evil use swift actions and immediate actions. These
concepts were introduced in previous DUNGEONS & DRAGONS
products, but you should find everything you need in the
summary below.

Swift Action: A swift action consumes a very small amount
of time, but it represents a larger expenditure of effort and energy
than a free action. You can perform one swift action per turn
without affecting your ability to perform other actions.

Casting a quickened spell is a swift action. Casting a spell
that has a casting time of 1 swift action does not provoke
attacks of opportunity.

Immediate Action: Much like a swift action, an imme-
diate action consumes a very small amount of time, but it
represents a larger expenditure of effort and energy than a
free action. Unlike a swift action, an immediate action can
be performed at any time, even if it’s not your turn.

Using an immediate action on your turn is the same as
using a swift action, and it counts as your swift action for
that turn.

WHAT YOU NEED TO PLAY

To use the information in Exemplars of Evil, you need the three
core rulebooks for the Dunceons & Dracons game—the
Player's Handbook (PH), Dungeon Master’s Guide (DMG), and
Monster Manual (MM).

Throughout this book, superscript abbreviations are often
used to denote game elements and other materials that appearin
certain supplements. Those supplements and their abbreviations
are as follows: Book of Vile Davkness (BoVD), Complete Adventurer
(CAd), Complete Arcane (CAr), Complete Divine (CD), Complete
Mage (CM), Complete Warrior (CW), Draconomicon (Dra), Dragon
Magic(DrM), Dungeon Master's Guide IT(DMG2). Expanded Psionics
Handbook (EPH), Fiend Folio (FF), Libris Mortis (LM), Lords of Mad-
ness (LoM), Manual of the Planes (MoP), Monster Manual I1(MM?2),
Monster Manual 11T (MM3), Monster Manual IV (MM4), Planar
Handbook (P1H), Player's Handbook IT (PH2), Races of Stone (RS),
Spell Compendium (SC), Stormwrack (Sw), and Unearthed Arcana
(UA). Having any or all of these supplements will enhance your
enjoyment of this book, but they are not required.



s a Dungeon Master, you have created a few
nonplayer characters, constructed challenging
encounters for the player characters, and per-
haps written an adventure or two of your own.
Therefore, you have the expertise to create com-

pelling and memorable opponents, and this chapter contains
resources to help you do just that. Read it straight through, or
skip around and focus on the specific advice and mechanics
that best suit your campaign. Either way, you should find
everything that you need to cook up foes that will keep your
players talking for years to come. :

Before you start building a great villain, set a few simple design
goals. How do you plan to use the villain? Will he be a recur-
ring foe or a one-shot opponent? Should he be a low-level or
high-level villain? What about his race? Consider these factors
carefully, because they form your villain’s foundation. Keep
paper handy so that you can jot down notes as you go.

ROLE

A villain’s role defines how you will use him in your game.
Every villain is either a minor villain or a major villain.

| _Minor Villains

Minor villains are supporting characters. They have a place
and purpose in the plot, but they are not central to it; thus,

VAL
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the PCs can defeat them without derailing the rest of the
campaign. Many minor villains are minions of major vil-
lains. They might be interesting characters, but they lack
the depth of detail and investment of time that you would

put into creating a major foe.

Major Villains
Major villains are the principal antagonists in a campaign
or adventure. They propel the story, driving the plot and
the PCs’ actions toward the grand finale. Major villains
are powerful and influential, and they pose a significant
threat to the player characters.

FREQUENCY

After choosing your villain’s role, establish his pres-
ence in the campaign by deciding how frequently
he will appear. Villains can be either one-shot or
recurring foes.

One-Shot Villains
Most opponents of the player characters are one-shot
villains: They appear in a single encounter that typi-
cally ends with them pushing up flowers in a shallow
grave. A one-shot villain gives the PCs a short-term
adversary to confront and overcome, after which they
can move on to the rest of the adventure. One-shot
villains can be interesting, but you need rarely invest

enough time to:make them compelling.

ANO ¥43LdVHD



Recurring Villains

Recurring villains dog the PCs’ heels throughout the game.
They grow and develop, gaining levels at a rate consistent
with the advancement of the player characters. Recurring
villains require more maintenance than one-shot villains, but
the extra work pays off because you can tailor their abilities
to those of the PCs.

TYPE

There are two types of villains (not to be confused with
creature types): racial villains and monstrous villains. Racial
villains advance by character class only, while monstrous
villains can advance by either Hit Dice or class level.

Racial Villains

As with any character, a villain’s race offers clues to his traits,
motivations, and goals. Avoid making generalizations based
onrace, but feel free to use a villain’s race as a starting point for
fleshing out his personality. You can draw on details from his
culture and look to the alignment tendencies of his people.
Some races, such as orcs, are inclined toward evil, while
others, such as elves, lean toward good. An orc makes for an
obvious villain; bad behavior is part of his nature. But for an
elf, villainy is a deviation from the norm, so you will need a
catalyst to explain an elf villain's fall from grace. Ultimately,
you decide how and why your villain became what he is, but
race is a good place to start mining for ideas.

Monstrous Villains

Monstrous villains include all those that are not fundamen-
tally defined by race. Usually, monstrous villains advance by
Hit Dice, but they can also advance by class levels if you wish
to make them more distinct from others of their kind. When
selecting a monster to be your villain, keep the creature’s
Intelligence in mind. To be a great villain, a monster must
have the ability to formulate plans and see them through. A
tyrannosaurus is not a good choice, though one that gained
sentience by means of the awaken spell might work.

When in doubt, follow these guidelines: To be a major villain,
a monster should have an Intelligence score of 10 or higher.
To be a minor villain, a monster should have an Intelligence
score of 8 or higher. Monsters with an Intelligence score of 7
or lower make good lackeys and fodder for combat encounters,
but they do not have the brains to be great villains.

POWER

Gauging a villain’s strength can be tricky. He must be pow-
erful enough to achieve his objectives, but not so powerful
that the player characters have no chance of defeating him.
Finding the right balance is an art, not an exact science, and
it starts with the villain’s Challenge Rating and level.

Challenge Rating
A villain’s Challenge Rating depends on his role and fre-
quency. A one-shot villain might be an intriguing foe, but he
is not meant to survive a single encounter (or at most a single
adventure). Accordingly, a great one-shot villain should be
immediately formidable and impressive, so his Challenge
Rating should be a bit higher than normal.

Since a recurring villain appears persistently over a number
of encounters, he does not need the initial punch of a

one-shot villain. However, he should evolve at about the same
rate as the player characters. A minor villain should be near
the PCs in terms of power, while a major villain should be
at the upper end of what the party can face.

The table below offers benchmark Challenge Ratings
based on role and frequency. However, these ratings are
guidelines, not constraints—a villain’s Challenge Rating
should ultimately depend on the character and makeup of
the PCs’ adventuring party. For example, you might consider
altering a villain’s Challenge Rating based on the size of the
party, reducing his CR by 1 for each PC fewer than four or
increasing his CR by 1 for every two PCs beyond four.

ViLLAIN CHALLENGE RATINGS

Frequency
Role One-Shot Recurring
Minor  Average party level +1  Average party level
Major  Average party level +3  Average party level +2

Low-Level Villains
If you are selecting a race for your villain, avoid races that
have racial Hit Dice. These races often have base Challenge
Ratings, limiting the number of class levels you can apply and
therefore restricting your options for customization.
Monsters seldom make great low-level villains, since they
are difficult to tailor to individual parties thanks to Challenge
Rating constraints. In addition, monsters that have low
Challenge Ratings usually are not the kinds of creatures that
work well as great villains.

Medium-Level Villains

If you are creating a racial villain, avoid choosing a race with
a large number of racial Hit Dice. Alternatively, if you do
choose one of these races, make sure that the villain’s racial
Hit Dice exceed its base Challenge Rating.

If you are creating a monstrous villain, you can make it
distinctive by giving it class levels or templates, or by advanc-
ing its Hit Dice.

High-Level Villains
High-level villains cast the most formidable spells, wield the
most potent magic items, and might lead organizations that
span continents or worlds. Usually, you can add a template to a
high-level villain without overly compromising his powers.

EVOLVING VILLAINS

Villains do not simply sit around waiting to be slain. They
have goals and interests, they undertake adventures, and
they change over time. A one-shot villain can become a
recurring villain unexpectedly if the PCs cannot overcome
him immediately. Likewise, a few bad rolls of the dice (from
the villain's perspective) can put a would-be recurring villain
in the ground before you know it.

Villains can also shift between minor and major roles.
Consider the minion who replaces his master after the PCs
defeat the campaign’s major villain. The minion might have
been nothing more than a supporting character, but suddenly
he is thrust into the center of the plot as he continues the
work started by his dread lord.

The same can happen in reverse. Perhaps an ambitious
wizard seeks a potent artifact that has the power to shatter



worlds, but the PCs find it first and manage to destroy it. With
the villain’s objective removed, he no longer poses a threat.
In fact, if he does not set a new goal, he becomes irrelevant
to the plot, being reduced to a minor villain or vanishing
from the campaign altogether.

Villains can change type, too. A villainous humanoid can
gain a template and become undead, while reincarnation
spells can wreak havoc with another evildoer’s plans. Magical
ceremonies and sites can transform a villain of one race into
something completely different.

VILLAINOUS ARCHETYPES

The villainous archetypes described in this section are
intended to spark ideas and excite your imagination. Great
villains rarely fit into just one mold. If you do not find an
archetype that matches your concept, feel free to borrow
elements from several archetypes and create your own.

DISTURBING VILLAIN

“You cannot know pleasure without first knowing pain.”

A disturbing villain is so thoroughly wicked that his pres-
ence is an affront to all that is good and wholesome. These
characters have few or no redeeming qualities; even when
they are at their “best,” their behavior is atrocious.

A disturbing villain sees the world from a twisted perspec-
tive, confounding pleasure and pain, reveling in perversity,
and seeking malfeasance for its own sake. He is selfish at
heart, and his personality is founded on his willingness to
fulfill his every desire, no matter how vile.

Advantages: Disturbing villains stand out in the players’
minds. These adversaries come equipped with so many repul-
sive traits and objectives that PCs will need little prompting
to confront them.

Disadvantages: Disturbing villains might be convenient,
but you should resist the temptation to use them gratuitously.
If the players put their characters up against unsettling hor-
rors week after week, the experience will become old hat,
forcing you to escalate the depravity each time so that the
villain carries the same emotional weight. Sooner or later,
you will go too far and offend someone.

Tactics: A disturbing villain might carry out the same
actions as other villains, but he does so in an especially
appalling way. Instead of merely killing his victims, he
mutilates them. When he steals, he takes everything. When
he indulges in degenerate habits, he does so at the expense of
others. A disturbing villain is irredeemable, and his actions
show it.

Example: After along and successful adventuring career,
Urian Redblade (CE half-elf fighter 9) settled in a small vil-
lage to live out his days in peace. The locals welcomed him,
resting easy in the knowledge that a skilled adventurer was
watching over them. What they did not realize was that Urian
owed a fair amount of his success to a vicious drug known as
luhix (Book of Vile Darkness 42). In fact, he chose the village
because it was just a day’s travel from the Free City, where
the addicted half-elf goes to get his fix.

Asit happened, Urian underestimated how far his coffers
would go, and after a few months, he was broke. He purchased
afew doses of luhix on credit while trying to figure out a way

to come up with the funds. But soon his credit ran out, and
he fell deep into debt. It was only a matter of time before the
dealers came to collect—and the dealers were not known
for their mercy.

During his career, Urian had made many contacts, and he
knew of a particularly despicable man who dealt in slaves. The
half-elf arranged a meeting with the slaver and worked out a
deal in which Urian would sell him villagers in exchange for
enough gold to pay off his debts. Now, one by one, villagers
are disappearing, and fear is spreading throughout the com-
munity. The hapless people turn to Urian for help, and they
are relieved when he vows to solve the mystery and save as
many innocents as he can.

FACELESS VILLAIN

“I can be anywhere or anyone. I could even be you!”

A faceless villain is a looming threat, a hidden enemy who
never reveals her identity. She is frustratingly elusive, always
one step ahead of the PCs or so well protected that the adven-
turers have little hope of uncovering her schemes.

There are two kinds of faceless villains. The first kind is
the distant but formidable foe who commands incredible
power. She interacts with the PCs through her foot soldiers
and lackeys, and reaching her lair—if such a task is even
possible—is the goal of an entire campaign.

The second kind of faceless villain is the hidden threat
who uses her talents to operate outside the party’s notice.
She works behind the scenes, pulling strings to set her
evil plans in motion. She might carry out these actions
personally, blending into the scenery or even into the
ranks of the party, or she might cloak herself in layers of
defense and misdirection that thwart any attempts by the
PCs to find her.

Advantages: Since a faceless villain rarely presents herself
to the PCs, she can remain anonymous. You need not define
every aspect of such a villain from the outset. In fact, you
might wait until the campaign is under way and decide the
identity of the villain based on how the game develops.

Disadvantages: For this archetype to work, the villain
has to remain beyond the PCs’ reach. With low-level parties,
this restriction is rarely a problem, but as the characters gain
levels, they also gain access—or can afford to buy access—to
divination spells. Only the most paranoid villains invest in
the necessary wards to protect themselves from every divina-
tion, and even so, few safeguards are comprehensive enough
to block everything. As a result, in games with higher-level
characters, the villain’s identity is harder to protect, requir-
ing you to divert the PCs’ attention with red herrings and
multilayered plots.

Tactics: A faceless villain never reveals her true self. She
monitors the characters’ actions from afar and orchestrates
events accordingly. She also deals in information, and might
be skilled at gathering facts about her foes or managing a
widespread spy network.

Example: After her father passed her over for the throne,
installing her younger brother as the new monarch, Princess
Elena (NE female human aristocrat 2/rogue 9) was incensed,
blaming her brother for what she perceived as a betrayal. Be-
lieving that she deserved the crown but realizing that she
was powerless to do anything about it, Elena assumed an



alter ego and infiltrated the Honest Men, a guild of crimi-
nals known for their skill at assassination. By day, she is the
beautiful and obedient princess; by night, she is the White
Lady, commanding a legion of killers to wreak havoc in her
brother’s lands. Her agents extort nobles, ambush shipments,
smear officials by spreading false rumors, and eliminate any-
one who comes close to
discovering her identity.
Each time her minions
act in her name, they
leave behind her calling
card: a white rose.

NON-EVIL
VILLAIN

“Execution is murder. If we
permit it, the blood of the
accused stains our hands,
making murdevevs of us all.”

Villains need not be evil
or neutral. Good-aligned
characters can stand in di-
rect opposition to the PCs.
Such conflicts can arise
over differences of opin-
ion, unwitting alliances
with evil manipulators,
or moral compromises
that are struck to achieve
anoble end.

Non-evil villains gen-
uinely believe that their
actions reflect their own
upright principles. Their
point of view might be
shaped by philosophical
differences with the PCs,
or by confusion about
another character’s mo-
tives. Some good-aligned
villains are unaware that
they serve evil masters, unintentionally spreading ma-
levolence as they pursue their lord’s cause. Adamant in
their beliefs, they do not or cannot see the danger in what
they do.

Advantages: Non-evil villains make for unusual foes,
allowing you to use a new range of characters and creatures.
For example, Dungeon Masters seldom throw paladins against
the PCs, and most adventurers would find it unthinkable to
slay a celestial. However, with the non-evil villain archetype,
creatures that ordinarily would be allies of the PCs instead
become their enemies. The party must find a way to fight
these opponents without killing them, or the PCs risk com-
mitting an evil act themselves.

Disadvantages: For a non-evil villain to be effective,
he must believe that his actions are correct. At heart, he
is a good character, and he does what he thinks is good.
No matter how zealously he strives for his goal, no matter
how misguided or closed-minded his actions, he will not
commit atrocities—at least, not unless he can rationalize
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them. Odds are that if the PCs can show a non-evil villain
the error of his ways, he will stop doing whatever is caus-
ing the trouble. That turn of events might be good for the
campaign setting, but it can kill the drama and excitement
for the players. To avoid this plot development, make sure
that the villain can justify his actions. His motives should
be sound, even if his objec-
tives are not.

Tactics: A lawful good
villain might be a fanat-
ic, forcing his views on
others and making ene-
mies of those who do not
subscribe to his beliefs.
Alternatively, to protect
his nation and his people,
alawful good villain might
launch a preemptive war
against a rival nation in
the name of freedom and
security.

Whether he knows it
or not, a non-evil villain
might be the minion of
an evil master. Perhaps he
commits terrible deeds—
burning villages, executing
peasants, or sending inno-
cents into exile—Dbecause
he is following the orders
of a superior. He might
have misgivings about his
duties, but above all he re-
mains loyal to the crown, the
high priest, or some other
authority figure.

Example: When her
brother was wrongly accused
of murder and executed, the
fiery agitator Merla Thorn-
gage (CG female halfling
fighter 2/rogue 6) vowed
to oppose the practice of capital punishment. In her mind,
whenever the state executes a miscreant, no matter how
shocking his crime, it descends to the criminal’s level.
Merla also believes that the government represents the
interests of the public, so allowing the executions to con-
tinue makes the people equally guilty. Therefore, she and
her followers liberate convicted criminals, breaking into
dungeons and smuggling prisoners out of the city so that
they can start new lives elsewhere. Although her views are
noble, Merla does not realize that the wretches she helps
to free simply pick up where they left off: stealing, mur-
dering, or doing whatever sent them to the gallows in the
first place.

RIVAL

“You made me what I am. Now it’s time to pay the price.”

A rival villain is bound to the player characters. Her objec-
tives are tied to the PCs because her primary role is to oppose



them and thwart their efforts. A rival can have other plans
and goals, but when she crosses paths with the characters,
she exhibits a villain’s need to compete with, defeat, or
destroy the party.

A rival villain can surface for many reasons. Some are
driven by professional competition or jealousy; such a vil-
lain might share the PCs’ objectives or see them as a threat.
Either way, she attempts to slow them down whenever she
can, pulling out all the stops to reach the goal first.

Other rivals might be the result of the characters’ actions.
Perhaps the PCs came upon a troubled community, defeated
a dragon that lived nearby, and departed. However, they
did not realize that the dragon protected the village from
hobgoblins that camped in the nearby hills. With the wyrm
gone, the hobgoblins raided the village and enslaved
nearly all its people. A few managed to escape, including
one who becomes the party’s rival villain. Rather than
kill the PCs, she strives to discredit them and destroy
their reputations.

Advantages: You can drop a rival villain into existing
adventures as a complication: She can be woven into your
game without becoming the primary plot device. A rival also
conflicts with the PCs on a personal level. She might compete
with a particular character, allowing you to spotlight an often
overshadowed member of the party, or she might oppose the
whole group. In fact, you could create a band of rival villains
that vie against the entire party of PCs.

Disadvantages: Though a rival villain is adaptable, she
becomes tiresome if overused. If an age-old enemy sweeps
in to complicate every mission, the PCs might grow to hate
her so much that they focus on destroying her, losing sight
of the adventure at hand.

Tactics: A rival villain is annoying. She works against
the PCs every chance she gets, smearing their names and
belittling their achievements. She might create additional
obstacles for the characters or share their secrets with
enemies of the party. In short, a rival spends most of her
time competing with the player characters, exulting in her
successes and using her failures as further justification for
her villainous ways.

Example: After a party of adventurers ransacked a cult of
Orcus, a minor cultist named Soryus Jalt (CE female cleric
5) was left among the dead. In the Abyss, she railed against
the adventurers that caused her doom. Her passionate hate
was so strong that it drew the fearsome attention of Orcus,
who in a rare moment of interest listened to the screaming
petitioner. Soryus struck a bargain with the demon prince,
offering him souls in exchange for a chance to have the
revenge she craved. Intrigued by her ferocity and ambition,
Orcus restored Soryus to the Material Plane as an angel of
decay*™. In her new form, Soryus plots to slowly destroy
everything the PCs love. She murders their family members,
spreads lies about their exploits, and ruins everything they
touch, all the while building toward a confrontation in which
she reveals herself as the cause of all their grief.

SYMBOLIC VILLAIN

“There are no innocent words.”

A great villain does not have to be complicated. Some of
the greatest foes are simple characters who represent a

particular concept or theme. The symbolic villain arche-
type encompasses all the evildoers who fit this bill. They
do not need motives for what they do; they simply are
what they are. Other archetypes encourage you to leave
stereotypes behind, but a symbolic villain relies on them.
Bverything about his personality symbolizes the concept
that he embodies.

This concept need not be associated with a moral
failing. Villains can represent the dangers inherent in
nearly any idea; you can twist any virtue into a villainous
characteristic. For example, a villain who exemplifies the
virtue of piety could commit horrible deeds in the name
of his deity. A villain who represents love might promote
his views by forcing unsuitable partners into hopelessly
bizarre unions.

Advantages: The Dunceons & Dracons game is full of
symbolic villains—just flip through any Monster Manual to
find a creature that embodies the concept you have in mind.
These monsters, many of which are derived from real-world
legends, are steeped in mythic significance. For example,
a dragon symbolizes greed and material desire by keeping
a hoard of wealth that it cannot use. Likewise, a succubus
symbolizes the concept of lust.

Disadvantages: Symbolic villains often are one-dimensional
characters. They lack the depth and complexity of other vil-
lains, making them less compelling foes. Furthermore, the
concepts they represent must figure strongly into the game;
otherwise, you will find it difficult to present scenarios in
which the villain's theme is the centerpiece.

Tactics: A symbolic villain can be as straightforward
or as complicated as needed, but his actions must always
reflect his central concept. A villain who symbolizes wrath
would be reactive, destructive, and violent, while a villain
representing death might keep zombie minions, dwell in
graveyards or on the Negative Energy Plane, or be a walking
corpse himself.

Example: After his son was killed by inquisitors for
conducting research into the forbidden nature of witches,
Karl Vederast (CN male human fighter 12) came to blame
education for his son’s death. If his boy had never studied
those damned books, Karl reasoned, he would still be alive.
A mercenary captain, Karl set his warriors on a righteous
crusade to destroy dangerous knowledge in all its forms. Of
course, it is easy to find a reason to condemn any knowledge
as dangerous; thus, Karl’s soldiers burn books and scrolls, raze
universities and libraries, and string up scholars wherever
they go.

SYMPATHETIC VILLAIN

“They killed my family. Can you blame me for wanting to kill
theirs?”

Player characters have a clear reason to fight the villains
they encounter; after all, most evildoers are unnaturally
vile, have sinister objectives, or establish themselves as
the party’s mortal enemies. Some villains, though, have
very good reasons for doing what they do. A sympathetic
villain is defined by the action or event that caused
her to become a villain in the first place. Something
horrible, unfair, or just plain nasty happened to her,
and her reaction is understandable. Love, grief, and



fear for the safety of loved ones are typical motives of
sympathetic villains.

Non-evil villains and sympathetic villains are similar in
that both claim that their actions are justified, given the
circumstances. However, whereas non-evil villains merely
think they have a good reason for their actions, sympathetic
villains truly do have a good reason. Their motivation does
not excuse their villainy, of course, but it might make them
seem less nefarious.

Advantages: The player characters can identify with
a sympathetic villain; if their roles were reversed, they
could see themselves acting in a similar way. The villain
plays on their sympathies, and the PCs feel torn about
whether to oppose her or help her. As a result, a sympa-
thetic villain often proves to be highly compelling and
interesting.

Disadvantages: If the villain’s reasons seem strong
enough, the PCs might not try to stop her, and might even
try to help her. To avoid this situation, try to balance the
justification for the villain’s goals with the consequences of
her actions. Although the PCs might understand what drives
the villain, they also must realize that if she succeeds, the
region, world, or setting will be far worse for it.

Tactics: A sympathetic villain is a reluctant enemy. She
follows her path because she must, not out of a diabolical
need to spread malfeasance. However, she is willing and
able to set aside her reservations in pursuit of her agenda,
and she accepts that people might be hurt or killed along the
way. She sees any such events as unfortunate but necessary
consequences of her actions, and nothing more.

Example: Although she was two days late, Michella Crent
(LN female human ranger 10) could see that tendrils of
smoke still snaked through the trees. She raced through the
forest until she reached the ruins of her village. Ignoring
the charred and skeletal remains of friends and neighbors, she
headed for the remnants of her home. There, she found her
husband still clutching their daughter in the cold embrace
of the dead. From that moment on, Michella vowed that she
would not rest until every last soldier had paid in blood for
these shattered lives.

She left the frontier and returned to the barony, where
the lord’s men were bound to be hiding. Stalking the
streets at night, she tracked down a handful of the soldiers
and butchered them, carving the word “vengeance” into
their chests before hoisting them up on signposts for all
to see.

This aggrieved woman will not stop until she kills every
soldier who destroyed her home and family, and she will not
allow anyone to stand in her way. She regrets having been
forced to murder a few drunks, prostitutes, and other poor
souls who were in the wrong place at the wrong time, but they
were witnesses, and sparing them would have compromised
her righteous mission.

TWO-HEADED VILLAIN

“No one understands our love, our passion. We're connected, don’t
you see? We finish each other’s sentences, enjoy the same meals,
and appreciate life’s finer things. When I discovered that he too
loved the taste of human flesh, I was sure we were meant to be
together . . . forever.

What’s worse than one villain? Two villains, of course.
The two-headed villain is a pair of linked foes that works
exceptionally well together. United by common goals,
bonds of love, or mutual distrust, these villains are capable
of striking from many directions at once.

The two “halves” of a two-headed villain are identical in
terms of role, power, and frequency. However, they can be
different kinds of individuals—and if they do diverge in
this way, they are often more powerful for it. For example,
a dragon and a powerful spellcaster would be a devastating
combination, and a brutal warrior alongside his succubus
lover would be similarly nasty.

Although this archetype focuses on a pair of villains, that
number could expand to include three or more. Bvil adventur-
ing parties, for example, often travel in larger groups; these
insidious bands are in search of glory, greed, and power—many
of the same reasons that drive the PCs.

Advantages: Two-headed villains are more powerful than
other villainous archetypes, and not simply because they have
two times (or more) the number of attacks. Just as important,
they can tailor their abilities to complement each other and
to shore up each other’s weaknesses.

Disadvantages: Depending on the nature of the villaing’
relationship, the PCs might be able to pit one against the
other. This trick is more likely to work when the villains are
bound through alliances of convenience rather than affec-
tion. Moreover, as far as game mechanics are concerned, a
two-headed villain is more vulnerable than other villainous
archetypes: Each element of a two-headed villain has a lower
individual Challenge Rating than would a single villain of
equivalent Encounter Level. If the PCs manage to separate
the villains, they should be able to make short work of the
pair by vanquishing them one at a time.

Tactics: A two-headed villain recognizes the dangers of
splitting up, so the characters make every effort to act in
unison. Often, one member of the duo is dominant and the
other is submissive. The submissive villain stays out of battle
and focuses instead on pumping up his partner and casting
spells to boost her combat abilities.

Example: Trisha Greme (NE female tiefling wizard 11) and
Aram Wendelson (NE male human rogue 6/assassin 6) met
while adventuring. At first, they could not stand each another,
but after months of shared hardship and perilous adventures,
they set aside their differences and discovered that they had
more in common than they originally thought. Their fellow
adventurers did not realize that both Trisha and Aram were
secret cultists of Erythnul, and both had joined the party to
murder the other characters. Once the evil couple learned
the truth about each other, they turned to the dirty work at
hand, burning and poisoning their former companions while
they slept.

Now, years later, the pair has established a hidden base in
alarge city, where they lead a sprawling cult of arsonists and
killers. But they remain unfulfilled. Trisha and Aram want
to celebrate the anniversary of their meeting by consigning
the city to flames in a mad act of destruction intended to
honor their foul deity. In their secret laboratory, slaves whose
tongues have been cut out mix batches of alchemist’s fire, and
loyal cultists place stashes of the stuff throughout the city,
awaiting the order to detonate.



— VILLAINOUS PLOTS

Every great villain has a clear agenda, a strategy for achiev-
ing it, and a clear reason for carrying it out. This section is
designed to help you build your villain's objectives, motives,
and plan of action, which can form the foundation of a single
adventure or a whole campaign. Remember, even minor,
one-shot adversaries want something, and they usually have
a decent idea of how to obtain it.

OBJECTIVES

When selecting a villain’s objective, think on a grand
scale: Whether he seeks vengeance, love, im-
mortality, or something else, the decision
you make here will inform all other
choices about the character. The sam-
ple objectives described below are
broad and flexible so that you can
adjust them for your needs.

Immortality
“Death, I shall defeat you.”

No one wants to die, but most
people accept the inevitable
and direct their attention to
the here and now. A few,
though, rail against the un-
fairness of it all and become
obsessed with their own
mortality.

A villain whose objec-
tive is immortality wants
to transcend the limi-
tations of his form and
become godlike. This
desire might manifest
as a frantic effort to halt
the aging process, or as
a quest to improve the
body so that it is no lon-
ger affected by age. Many
such villains end up mak-
ing desperate pacts with
fiendish powers, dabbling
in forbidden knowledge,
or setting aside their souls
to embrace undeath.

Example: Mageryn Soll-
estan (LE female human cleric
5/rogue 2/blackguard 8)is a visu-
ally striking woman obsessed with
beauty. In an attempt to stave off the
inevitable effects of aging, she bathes
in the blood of innocents.

Love
“Don’t you understand? I did this all for you!”

Love might seem like an odd objective for a villain, but love
is a powerful force, especially when it is unrequited. To win

This villain believes that the blood
of her victim will keep her young

affection, villains might go to great lengths—demeaning
themselves, compromising their values, and setting aside
what's in their best interest.
This objective can be used in many ways. The most
common approach is to have a villain do whatever it takes
to maintain someone’s ardor. For example, a villain in the
thrall of a succubus might commit horrific deeds to keep
the demon’s interest, ultimately sacrificing his soul.
As another option, a villain can desire someone that he
cannot have, such as the spouse of another character or an
individual whose situation or vows make reciprocation im-
possible. The villain might be driven to slay the other’s

lover or destroy the institution that blocks
his advances.
Example: When he returned
to his woodland village to wed his
childhood love, Maiavel (CE male
elf scout 7) discovered that his
wife-to-be had married anoth-
er. Enraged, he plans to murder
her husband, a diplomat who

is mired in tense negotiations
with a nearby human village.

If Maiavel succeeds, he could
plunge his idyllic community
into war.

Power
“I have crushed my enemies and
driven them before me. My word is
law. The fate of all vests in the palm
of my hand.”
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For many villains, the ability
to decide life and death, control
the fates of others, and do what-
ever they like is the greatest
possible goal. Villains who
strive for power usually do not
care how they acquire it, only
that it becomes theirs even-
tually. Some such villains
seek military might, creat-
ing unstoppable armies;
others cultivate political
influence in order to seize
control from within the
system. For some evildoers,
true power lies only in the
mastery of magic—whether
arcane, divine, or some other
type. Villains who have such power
can defy reality, travel the planes, and
perhaps confront the deities.
Example: King Herbert (NE male human aristocrat
8/fighter 4) has learned from his spies that a neighboring
nation has discovered gold in a mountain range within its
territory. Coveting the newfound wealth, the king sends out
agitators to spread rumors about an impending attack on his
own realm, hoping to rally the populace behind his plan to
invade the other nation first.



Recognition
“They’ll never ignore me again.”

A world of heroes, monsters, and high adventure offers many
chances for fame and glory to those with the courage to take
them. Recognition also allows a villain to achieve a number of
other objectives. For example, widespread notoriety enables a
villain to live on in the memories of future generations, grant-
ing him a sort of immortality. Recognition also brings power
and influence. People look to heroes for guidance and look
upon villains with fear and loathing; the ability to inspire
such strong emotions is power of a different sort.
Ambitious villains seek accolades for their achievements
and push themselves to perform more and more audacious
acts. Nefarious leaders might start wars to establish their
legacy, and thieves might infiltrate the most heavily guarded
palaces just to be able to say they did it. These villains carve
their names into history, and for them, that is enough.
Example: Embittered after being passed over for the post of
temple patriarch, Father Gordon Bernwell (LN male human
cleric 12 of St. Cuthbert) plots to discredit his rival and usurp
his status so he can take the seat for himself.

Vengeance
“They’ll all pay for crossing me—each and every one.”

Most people can sympathize with the need for revenge. Rea-
sonable beings find themselves wanting vengeance at times,
burning with the need to punish others who have wronged
them, but most overcome this impulse and continue their
lives peacefully.

When vengeance is a villain’s objective, she cannot move
on. Everything she does feeds her desire to get back at people
whom she blames (rightly or wrongly) for slighting her.
However, the pursuit of revenge rarely ends well. Villains who
strive for vengeance are capable of deplorable acts in the name
of justice. Their rage and frustration colors everything they
do, and their single-minded fixation enables them to justify
nearly any deed that brings them closer to satisfaction.
Example: Anna Orbald (LN female human fighter 7) pur-
chased a sword from a shady dwarf shopowner in a nearby city.
When she used it to defend her sister from bandits, the cheaply
made blade shattered. Anna's sister was dragged away and never
seen again. As a result, Anna has sworn that she will not rest
until every weapon merchant pays for her loss.

Wealth

“Gold is power.”

People attend school, work at jobs, and move from place
to place hoping to secure the comfortable life that they
believe they deserve. With wealth comes power, influence,
security, recognition, material possessions, and other ben-
efits. On its own, the pursuit of wealth is not necessarily
an evil objective.

However, it becomes villainous when someone hoards
wealth no matter what the cost. He might work his peasants
to death, paying them a pittance for the crops they produce.
He might steal without a care for the consequences. He might
shatter a nation’s economy so that he can divert gold to his
own coffers. A villain of this stripe will break agreements,

betray allies, and sell out friends and family for a few bags
of coin.

Example: Vidon Hammerstone (LE male duergar fighter
9) buys slaves from the drow and puts them to work mining
mithral in his tunnels. He drives them mercilessly because
to him the value of the ore far outweighs the value of the
lives he wastes.

MOTIVATION

Now that you have chosen your villain's objective, the next
step is to determine why she wants to achieve that goal. Your
villain’s motive reveals a key component of her personality.
On their own, objectives are morally neutral, but they become
sinister when wicked motives are attached to them.

The motivations described below are just some of the many
reasons why villains want what they want. For each motiva-
tion, an example shows how it can put a particular objective
into context. If you want further options, consider drawing
on Heroes of Horroy, which offers a variety of motives for truly
deplorable villains.

Achievement

Villains motivated by achievement have a need to excel. They
hold themselves to a higher standard, striving to be the best
they can be at everything they do. The means to that end, no
matter how despicable, do not matter.

Example (Wealth): A thief breaks into the local headquar-
ters of the wizards’ guild and steals a dangerous artifact to
prove his skill to his peers.

Coercion
Some villains are coerced into striving for a particular objec-
tive. For example, a villain might follow orders because it
is his job to carry out the commands of his superior. Also,
possession, curses, evil items, and other forms of magical
compulsion can force a character to act against his will.
Fearisa closely related motivation. A villain might commit
evil acts to save the life of an imperiled family member.
Example (Power): An aggressive cult of fanatics threatens
to kill a wizard’s daughter unless he tears open a portal to the
Far Realm.

Conviction

A person guided by her convictions does what she thinks is
right and condemns anything that deviates from her beliefs.
Villains motivated by their convictions believe that they
have a moral imperative to achieve their goal. Typically, this
motivation masks a deeper impulse, such as envy or hatred,
that a villain might wish to deny.

Example (Immortality): A healer researching a cure fora
devastating disease forges a pact with a devil to extend her life
span so that she will have more time to finish her work.

Discord
Villains who are driven by discord resent institutions that
they consider to be oppressive. By attaining their objectives,
they can plunge the established order into chaos and revel
in the resulting freedom and confusion.
Example (Vengeance): A bard who was outlawed for
speaking out against the king vows to shatter the monarchy

and break its hold over the land.



Envy
Envious villains pursue their goals because they want what
someone else has. They might try to gain similar for-
tune for themselves, or they might seek to take a prize
away from the target of their jealousy. A villain who
envies another individual’s wealth will not be satis-
fied by finding his own riches. To him, victory can
be achieved only by stealing or ruining the other
person’s valued treasures.

Example (Recognition): Fed up with the suc-
cesses of a rival group, a party of evil adventurers
plots to smear the characters’ good names.

Friendship
Rather than building affiliations through
honest means, villains who are motivated by
friendship coerce and abuse others, forcing
companionship through fear. Although the
friendship that results is not authentic, the
villains accept the illusion of camaraderie.
Othervillains are so desperate to please that
they do terrible things to earn the notice of
the person they wish to befriend. Of course,
these villains seldom realize that their actions
just drive that person farther away.
Example (Recognition): Eager to secure
an apprenticeship with a famous archmage,
a young wizard conspires to steal a potent
artifact from a vault beneath Boccob’s temple
and bestow the gift on the one he wants to
be his master.

Guilt
When characters fail, they must deal with the
consequences. Feelings of frustration, anguish,
and guilt drive many to attempt to correct or
atone for their mistakes. Villains motivated
by guilt might have made an immoral choice,
failed a loved one, or set in motion a series
of events that led to disaster. To make up for
their part in the outcome, they overcom-
pensate and try to fix whatever went wrong,
often making the situation worse.

Example (Vengeance): When a body-
guard failed to stop an assassin because he
was drunk in his quarters, he swore off ale
and began to brutally attack anyone who he
believes played a role in the conspiracy.
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Hate
Whether they hate a person, a country, or a whole
race of creatures, villains motivated by hatred are
implacable and intolerant, capable of dreadful acts
in pursuit of destroying the object of their disgust.
They aim to do maximum violence to their hated
foes, and they might go so far as to commit mass
murder or genocide to achieve their ends.

Example (Power): A fanatical and charismatic
cleric strives to gain a position of stature within her church
so that she can use her institution’s resources to stamp out
rival faiths.

This beholder’s motives are spurred
by madness (see page 17)



Lust

Avillain motivated by lust covets something and is driven to
distraction by her desire to acquire it. Lust often implies a physi-
cal attraction to another being, but it also includes base greed.
Example (Immortality): Believing that elves hold the
secret of eternal life, a power-mad warlord musters his armies
to conquer the natives of an ancient sylvan forest so that he
can graft their flesh to his own.

Madness

Insanity allows villains to pursue the most unlikely goals
and commit the most horrific atrocities. A villain driven
by madness might have delusions about the outcome of his
objective, or perhaps he works toward the goal for no particular
reason at all.

Example (Immortality): A disturbed beholder cap-
tures and petrifies halflings so that he can memorialize
them forever.

Order

In the face of terrifying monsters, ambitious criminals,
and countless other calamities, some believe that the only
solution is to impose absolute order. These villains try to
force their views on others because they are convinced that
they are right.

Example (Recognition): To prove the necessity of order, a
cleric of St. Cuthbert secretly provokes a tribe of hobgoblins
into attacking his city. When the citizens start to panic, the
priest emerges as a leader, arguing that only his draconian
policies can protect the people from the invading monsters.

b

With your villain’s objective and motivation in place, it’s time
to hatch the details of his plan. At this point, you might not
have developed any statistics for the villain other than his
Challenge Rating and perhaps his race. That’s fine—let his
class, feats, spells, and magic items serve the story, rather
than the other way around.

This section gives you the basic elements for building your
villain’s plot. It is not a crash course on adventure design or
a discussion of the merits and flaws of linear adventures.
Instead, these guidelines are intended to help you organize
your thoughts when creating scenarios and villains. It is up
to you to fill in the blanks.

SPECIFYING THE GOAL

Your villain has an objective and a motivation. Now, use them
to determine exactly what he hopes to achieve. Be specific: If
the villain wants immortality, choose the precise form—will
he become a lich, seek a place in the court of Asmodeus,
extend his natural life, become a deity, or pursue some other
strategy? Remember to consider his motives, which will
guide you through the many options and help you settle on
the perfect choice.

CONSEQUENCES

Before delving into the specific steps of the villain’s plan,
decide what is at stake if the PCs fail to stop her. The potential
consequences will compel them to become involved in the
first place and will ensure that they continue to fight the

villain throughout the adventure or campaign. The possible
outcome should be significant enough to pose a real danger to
the world; it might even threaten the setting’s very existence.
Consequences that dramatically alter a setting can serve as the
basis for future campaigns, giving you the ability to start over
with new heroes striving to right the wrongs of the old.

SCHEME

At last, it is time to map out the villain’s scheme and choose
the steps he will take to reach his objective. As you flesh out the
details, keep in mind the basic components of great villains. The
plot of a one-shot villain should have relatively few steps, since
the character will not survive long enough to reach his ultimate
goal. A recurring villain's scheme can be more complex. As a
rule of thumb, a one-shot villain should be able to attain his
goal in the space of a single adventure, but a recurring villain
might not reach his goal until the end of the campaign.

One way to design the villain’s scheme is to work backward.
State the goal as if the villain had already achieved it, and
then, moving in reverse, write down each step that he took
to reach that point. In the process, you might come up with
several different ways for the villain to achieve his objective.
For now, choose one path and keep the others in reserve. If
the PCs thwart the villain in the early stages of his scheme,
you can switch to one of the other plans.

RESOURCES

With the scheme mapped out, you are ready to outfit your villain
with the appropriate materials. His resources might include
minions and lackeys, magical power, political influence, a
particular class or prestige class, a feat, ranks in a specific skill,
or amagic item. Make a list of everything that the villain should
have. These resources become the building blocks for creating
the villain’s statistics and forming his organization.

When the list is finished, set it aside for now. Later, when
you generate the villain’s statistics, return to the list and use
it to guide your decisions.

ADVANCING THE PLOT

The trickiest part about running a great villain is advancing
his plot. Over the course of a campaign, the player characters
should have plenty of chances to ruin the villain’s plans. Their
successes can spell the villain'’s doom or just set him back
temporarily, forcing him to find another path to his goal.

The objectives of one-shot villains are immediate, so you
might assume that the villain has been working toward his
objective in the background the whole time. When the PCs
come onto the scene, they can stop the villain at a crucial
moment and put an end to his scheme.

Recurring villains require a bit more finesse. From the
moment you introduce one into your game, he is working
toward his goal. Even when the PCs are busy elsewhere, the
villain keeps advancing his plots; the trick lies in gauging
his progress behind the scenes.

The Encounter Level of encounters in the lowest or start-
ing plot element should be 1 or 2 lower than the party level,
while the EL of encounters involving the climactic plot
element should be commensurate with the highest level you
expect the characters to attain while the villain is active in
the campaign. As the average party level rises, so too does
the villain make progress toward his goal.



Advancing the Villain

A one-shot villain appears and dies in the space of one
adventure, but a recurring villain grows with the player
characters, attaining higher levels as they do. You can advance
the villain at the same rate as the PCs, but that means that
he improves regardless of their success or failure. Instead,
consider advancing him based on the PCs’ accomplishments.
At the conclusion of each adventure, look at what the party
achieved and its effect on the villain’s scheme.

If the PCs failed to complete their mission or stop the
villain’s plans, the villain attains two levels for every level
attained by the PCs during the adventure.

If the PCs thwarted the villain's plans but did not set him
back significantly, the villain attains one level for every level
attained by the PCs during the adventure.

Finally, If the player characters set back the villain's plans
significantly, leaving him in a worse situation than he was in
at the start of the adventure, the villain attains one level for
every two levels attained by the PCs during the adventure.

Although the decisions you have made so far allow you to draw
some conclusions about your villain, they paint an incomplete
picture, revealing nothing about how to roleplay the character.
To help you understand how the villain behaves and what he is
like, this section offers sample occupations, personality traits,
and behaviors to make your scoundrel stand out.

The “Typical Classes” sections in the discussions that follow
mention many standard classes that are presented in supple-
ments. Those classes and their sources are as follows: archivist
(Heroes of Horror), ardent (Complete Psionic), beguiler (Player’s
Handbook IT), binder (Tome of Magic), crusader (Tome of Battle),
divine mind (Complete Psionic), dragon shaman (Player’s Hand-
book 1T), dragonfire adept (Dragon Magic), dread necromancer
(Heroes of Horroy), duskblade (Player's Handbook II), favored
soul (Complete Divine), healer (Miniatures Handbook), hexblade
(Complete Warrior), incarnate (Magic of Incarnum), knight
(Player's Handbook IT), lurk (Complete Psionic), marshal (Miniatures
Handbook), ninja (Complete Adventurer), psion (Expanded Psion-
ics Handbook), psychic warrior (Expanded Psionics Handbook),
samurai (Complete Warrior), scout (Complete Adventurer), shadow-
caster (Tome of Magic), shugenja (Complete Divine), soulborn
(Magic of Incarnum), soulknife (Expanded Psionics Handbook),
spellthief (Complete Adventurer), spirit shaman (Complete
Divine), swashbuckler (Complete Warrior), swordsage (Tome of
Battle), totemist (Magic of Incarnumy), truenamer (Tome of Magic),
warblade (Tome of Battle), warlock (Complete Arcane), warmage
(Miniatures Handbook), and wu jen (Complete Arcane).

OCCUPATIONS

A believable villain has a life, a means of income, a network
of connections, and a function in your setting. Occupations
reflect the villain’s place in your world and help you add
another layer of complexity to his character.

Academic
An academic villain is a brilliant mind, an erudite scholar,
and an expert on a variety of subjects. These villains include
wizards, sages, professors, and others who have an extensive
education and devote time to the pursuit of scholarship.

Academics thirst for more knowledge, more influence, or
the ability to continue learning without interference from
others. Some academics become evil through exposure to
forbidden lore, while others enter into infernal pacts to gain
power in exchange for their immortal souls.

Typical Classes: Archivist, ardent, binder, cleric, shadow-
caster, truenametr, wizard, wu jen.

Example: Perceiving the inherent dangers of certain religions
and their adverse effect on society, Jasper (LN male human archi-
vist 12) confiscates the holy books of all faiths to assess if their
teachings might threaten the structure of his community.

Portraying the Academic: Speak eloquently, formally,
and with precision, and go to great lengths to explain yourself.
You might correct characters who cast spells, lecturing them
on the proper methods of spellcraft.

Agitator/Fanatic
Agitators are revolutionaries and rabble-rousers. They ques-
tion the status quo, campaign for a variety of causes, and
exultin the discord they create. Whether the targets of their
diatribes are politicians, nobles, priests, or the inequitable
woes of the commoner, agitators are adept at riling up the
people and spreading confusion and chaos.

More often than not, an agitator does not care what cause he
champions, as long as people listen to him and rally to his side.
Villainous agitators travel from community to community,
looking for problems and contro