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MEGA-ADVENTURE

N\ Pactlord Enforcers
Two new NPCs by Monte Cook

The Pactlords ofthe Quaan, an organization ofnonhumanoid beings, seek the ultimate downfa// of]mmanily (and, infact, all
humanoids). This dlSparute group is held together by the auspices ofa magica/pact. Their histor}/ is ]ong and their motivations ancient
(see The Banewarrens for more information). Because they are a violent group with numerous enemies, the)/ have need of powe;fu/

agents. Two oftheir mostpowe;fu/ are Sarthaun, a mindﬂu)/erﬁghter, and Verehein, a /arge andpowe;fu/ beholder.

hese two very different creatures have developed an
Todd fondness for each other and work well together,

even more than the Pact of the Quaan (see The
Banewarrens) would require. Sarthaun has fashioned a seat
that mounts atop Verehein’s magical harness so that he can
ride the beholder. Thus, they move as a single, deadly unit.

Some would actually say that, by beholder standards,
Verehein is fairly good-natured. That is to say, he is not a
horrible, seemingly insane killer. Rather, he usually remains
quite calm, ignoring all other creatures—unless the other
Pactlords have instructed him to kill someone, or he or
Sarthaun come under threat. Then, he fights to the death
and kills without mercy or regret. What he lacks as a mass
murderer, Verehein makes up for in arrogance. He believes
that he and Sarthaun cannot be overcome, and that between
the two of them they are the most intelligent beings alive.
Verehein shouts when he talks (in a gruff, phlegmy accent to
human ears) because he believes every word he speaks is
brilliant. He prefers to eat his victims, partially to sate his
hunger and partially because it makes it that much harder
for them to come back.

Sarthaun does not speak, using his telepathy instead, so
all conversations between the two seem very one-sided
(particularly because Verehein shouts). If Verehein is arro-
gant, Sarthaun is contemptuous. He sees all other crea-
tures as insects to be squashed. He literally resents other
creatures for existing in the same world as he. He tells
Verehein that their “mental stench” offends him, and that
they all should be eliminated. While he works as an
enforcer/assassin for the Pactlords, and supports their
goals wholeheartedly, he secretly plots his own scheme to
completely exterminate virtually all life (only mind flayers,
beholders, and a few other creatures are acceptable to
him). He eats the brains of lesser creatures only because he
must do so to live. He does not relish it.

The Pactlords of the Quaan send these two on missions to
destroy powerful enemies, retrieve important objects, or
sometimes to lay waste to a small town (if the need arises).
They excel at infiltration and assassination, but can take on
large groups out in the open as well.

In battle they employ multiple tactics:
e Against a single spellcaster or magic-using creature: Verehein
uses his antimagic cone and moves in close so he and

Sarthaun can attack.

Against a single nonspellcaster: Verehein closes his central
eye and focuses as many eye rays as possible at the target.

Sarthaun uses his mind blast exclusively.

Against a group of spellcasters or magic-using creatures:
Verehein uses his antimagic cone until he and Sarthaun can
move into a position from which they can both use melee
attacks. Verehein may use some of his Fortitude-based rays,
such as disintegrate, finger of death and flesh to stone.

e Against a mixed group: Verehein uses his antimagic cone
against the obvious spellcasters, while Sarthaun tries to
stun the nonspellcasters with his mind blast. Then, while
the nonspellcasters are stunned, they move in to take out
the spellcasters as described above, with Sarthaun making
sure the nonspellcasters stay stunned.

On specialized missions: Here, they have other tactics as well.
For example, both are extremely good at charming creatures.
They could infiltrate a secure citadel simply by making all
the guards their friends. Verehein's disintegrate ray ensures
that virtually no fortification is proof against them.

Verehein, beholder: CR 13; Large aberration; HD 11d8+33; hp 102;
Init +4 (Improved Initiative); Speed 5 feet, fly 20 feet
(good); AC 24 (—1 size, +11 natural, +4 harness); Attack
Eye rays +7 ranged touch (2d4), bite +9 melee; SA Eye
rays; SQ All-around vision, antimagic cone, fly; AL LE;

SV Fort +6, Ref +3, Will +10; Str 15, Dex 10, Con 16, Int 17,
Wis 14, Cha 16

Skills and Feats: Hide +7, Knowledge (arcana) +10, Listen
+14, Search +18, Spot +19; Alertness, Flyby Attack,
Improved Initiative, Iron Will, Shot on the Run

Eye Rays (Su): Each of the beholder’s 10 small eyes can
produce a magical ray once a round, even when the
beholder is attacking physically or moving at full speed.
The creature can easily aim all its eyes upward, but its
own body tends to get in the way when it tries to aim the

rays in other directions. During a round, the creature can
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aim only three eye rays at targets in any one arc other Flight (Ex): A beholder’s buoyancy allows it to fly as the spell,
than up (forward, backward, left, right, or down). The as a free action, at a speed of 20 feet. This buoyancy also
remaining eyes must aim at targets in other arcs or not at grants it a permanent feather fall effect with personal

all. A beholder can tilt and pan its body each round to range.

change which rays it can bring to bear in an arc. Each Possessions: Bone Quaan ring (see The Banewarrens), +4 har-
eye’s effect resembles a spell cast by a 13th-level sorcerer ness of armor, bag of holding (Bag 2, brooch of shielding,

but follows the rules for a ray (see Aiming a Spell, page doomskull (see The Book of Eldritch Might), six 500 gp gems,
148 in the Player’s Handbook). All rays have a range of 150 1,390 gp

feet and a save DC of 18.

Charm Person: The target must succeed at a Will save or be

affected as though by the spell. Beholders use this ray to 1
confuse the opposition, usually employing it eatly in a ﬁ
fight. A

Charm Monster: The target must succeed at a Will save or be
affected as though by the spell.

Sleep: This works like the spell, except that it affects one crea-
ture with any number of Hit Dice. The target must succeed
at a Will save to resist.

Flesh to Stone: The target must succeed at a Fortitude save or
be affected as though by the spell.

Disintegrate: The target must succeed at a Fortitude save or be
affected as though by the spell.

Fear: This works like the spell, except that it targets one crea-
ture. The target must succeed at a Will save or be affected
as though by the spell.

Slow: This works like the spell, except that it affects one
creature. The target must make a Will save to
resist.

Inflict Moderate Wounds: This works just like the
spell, causing 2d8+10 points of damage (Will
half).

Finger of Death: The target must succeed at a Fortitude
save or be slain as though by the spell. The target suf-
fers 3d6+13 points of damage if the saving throw suc-
ceeds.

Telekinesis: The beholder can move objects or creatures of up
to 325 lbs. as though with a telekinesis spell. Creatures can
resist the effect with a successful Will save.

All-Around Vision (Ex): Their many eyes give beholders a +4
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racial bonus to Spot and Search checks, and they can’t be
flanked.

Antimagic Cone (Su): A beholder’s central eye continually
produces a 150-foot antimagic cone extending straight
ahead from the creature’s front. This functions just like
antimagic field cast by a 13th-level sorcerer. Once each
round, during its turn, the beholder decides which way
it will face, and whether the antimagic cone is active or
not (the beholder deactivates the cone by shutting its

central eye). Note that a beholder can bite only creatures

to its front.



Sarthaun, mind flayer, Ftr6: CR 14; Medium aberration;
HD 8d8+40 + 6d10+30; hp 153; Init +7 (+3 Dex, +4
Improved Initiative); Speed 30 feet; AC 22 (+3 Dex,
+3 natural, +4 armor, +2 ring); Attack 4 tentacles +16
melee (1d4+3) or +18/+13/+8 melee (1d8+8, longspear);
Face/Reach: 5 feet by 5 feet/5 feet (10 feet with spear);
SA Mind blast, psionics, improved grab, extract; SQ SR 25,
telepathy; AL LE; SV Fort +12, Ref +9, Will +13; Str 16,
Dex 17, Con 20, Int 19, Wis 17, Cha 17

Skills and Feats: Bluff +10, Climb +4, Concentration +15,
Hide +12, Intimidate +13, Knowledge (arcana) +9,
Knowledge (history) +9, Listen +13, Move Silently +11,
Ride +12, Spot +13; Alertness, Combat Casting, Dodge,
Improved Critical (longspear), Improved Initiative,
Lightning Reflexes, Spell-like Ability Focus (mind blast)*,
Weapon Focus (longspear), Weapon Specialization (longs-
pear)

Mind Blast (Sp): This attack is a cone 60 feet long. Anyone
caught in this cone must succeed at a Will save (DC 19) or
be stunned for 3d4 rounds. Mind flayers often hunt using
this power, then drag off one or two of their stunned vic-
tims to feed upon.

Psionics (Sp): At will—astral projection, charm monster, detect
thoughts, levitate, plane shift, and suggestion. These abilities
are as the spells cast by an 8th-level sorcerer (save DC 13 +
spell level).

Improved Grab (Ex): To use this ability, the mind flayer must
hit a Small to Large creature with its tentacle attack. If it
gets a hold, it attaches the tentacle to the opponent’s head.
A mind flayer can grab a Huge or larger creature, but only
if it can somehow reach the foe’s head. After a successful
grab, the mind flayer can try to attach its remaining tenta-
cles with a single grapple check. The opponent can escape
with a single successful grapple check or Escape Artist
check, but the mind flayer gets a +2 circumstance bonus
for every tentacle that was attached at the beginning of the
opponent’s turn.

Extract (Ex): A mind flayer that begins its turn with all four
tentacles attached and successfully maintains its hold
automatically extracts the opponent’s brain, instantly
killing that creature.

Telepathy (Su): Mind flayers can communicate telepathically
with any creature within 100 feet that has a language.

Possessions: Bone Quaan ring (see The Banewarrens), amulet of
health +4, +2 leather armor, +2 ring of protection, +2 shock
longspear, potions of cure serious wounds, cure moderate
wounds, see invisibility, and bull’s strength

*Adds +2 to the DC of one spell-like ability
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The text of this article is considered Open Game Content. “d20
System" and the "d2o System" logo are Trademarks owned by
Wizards of the Coast and are used according to the terms of the dzo
System License version 3.0. A copy of this License can be found at
S WWW.Wizards.com/d20-

Dungeons & Dragons® and Wizards of the Coast® are Registered
Trademarks of Wizards of the Coast, and are used with Permission.

All other content is ©2001 Monte J. Cook. The Malhavoc Press logo

is a trademark owned by Monte J. Cook. The Sword & Sorcery logo is a
trademark of White Wolf Publishing. All rights reserved.

This edition of “Pactlord Enforcers” is produced under version 1.0,
1.0a. and/or draft versions of the Open Game License, the d20 System
Trademark Logo Guide, and the System Reference Document by
permission of Wizards of the Coast. Subsequent versions will
incorporate final versions of the license, guide, and document.

The following items are hereby designated as Product Identity in
accordance with Section 1(e) of the Open Game License, version 1.0a:
Any and all Malhavoc Press logos and identifying marks and trade
dress, such as all Malhavoc Press product and product line names
including but not limited to The Book of Eldritch Might, and

The Banewarrens; organizations (the Pactlords of the Quaan); names
of places (the Quaan), magic items (bone Quaan ring); and any and all
stories, storylines, histories, plots, thematic elements, and dialogue;
and all artwork, symbols, designs, depictions, illustrations, maps, and
cartography, likenesses, poses, logos, or graphic designs. The above
Product Identity is not Open Game Content.

Subject to the Product Identity designation above, the following por-
tions of “Pactlord Enforcers” are designated as Open Game Content:
the monster descriptions and statistics, and anything else contained
herein which is already Open Game Content by virtue of appearing in
the System Reference Document or some other OGC source. The above
product identity is not open game content.

Some portions of this article which are OGC originate
from the System Reference Document and are ©1999,
2000, and 2001 Wizards of the Coast, Inc. The remainder
of these OGC portions of this book are hereby added to
Open Game Content and if so used, should bear the
COPYRIGHT NOTICE “Pactlord Enforcers ©2002, Monte J. Cook.” This
material is protected under the copyright laws of the United States of
America. Any reproduction, retransmission, or unauthorized use of the
artwork or non-Open Game Content herein is prohibited without
express written permission from Monte Cook, except for purposes of
review or use of OGC consistent with the OGL.

This material is protected under the copyright laws of the United
States of America. This material is a work of fiction. Any similarity to
actual people, organizations, places, or events is purely coincidental.
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OPEN GAME LICENSE Version 1.0a

The fo[/owing text is the property of Wizards of the
Coast, Inc., and is Copnghtzooo Wizards ofthe
Coast, Inc ("Wizards™). All Rights Reserved.

1. Definitions: (a)“Contributors” means the copy-
right and/or trademark owners who have con-
tributed Open Game Content; (b)“Derivative
Material” means copyrlghted material z'ncluding
derivative works and translations (z'nc/uding into
other computer /unguuges), potation, modification,
correction, addition, extension, upgmde, improve-
ment, compi/ution, ubridgnwnt or otherform n
which an existing work may be recast, tmnsformed
or adapted; (¢) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, pub[ic/}/ disp[a)/,
transmit or otherwise distribute; (d) “Open Game
Content” means the game mechanic and includes the
methods, procedwes, processes and routines to the
extent such content does not embody the Product
Identit)/ and is an enhancement over the prior art
and any additional content c]eur/)/ identified as
Open Game Content b}/ the Contributor, and means
any work covered b}/ this License, z'nc/uding transla-
tions and derivative works under capyright law, but
specifically excludes Product Identity; (e) “Product
Identit)/" means product andproduct line names,
/ogos and ident{ﬁ/ing marks inc]uding trade dress;
artlfacts, creatures, chamcters, stories, stor}/]ines,
p/ots, thematic elements, dz’a/ogue, incidents, lan-
guage, artwork, symbo/s, designs, depictions, like-
nesses, formats, poses, concepts, themes, and graphic,
photogmphic, and other visual or audio representa-
tions; names and descriptions of characters, spells,
enchantments, persana/ities, teams, personas, Iike-
nesses, and special abilities; places, locations, envi-
ronments, creatures, eqmpment, magica], or super-
natural abilities or eﬂécts, /ogos, symbo/s, orgmphic
designs; and any other trademark or regzbtered
trademark c/eur/y identified as Product ]dentity by
the owner ofthe Product Identity, and which speczﬂ
cally excludes the Open Game Content; (f)
“Trademark” means the /ogos, names, mark, sign,
motto, designs that are used by a Contributor to
identify itself or its products or the associated prod-
ucts contributed to the Open Game License by the
Contributor; (g) “Use,” “Used,” or “Using” means to
use, Distribute, copy, edit, format, modlﬁ, translate,
and otherwise create Derivative Material of Open
Game Content; (h) “You” or “Your” means the

licensee in terms of this agreement.

2. The License: This License applies to any Open
Game Content that contains a notice z'ndicating that
the Open Game Content may only be Used under
and in terms of this License. You must affix such a
notice to any Open Game Content thatyou Use. No
terms may be added to or subtmctedfrom this
License except as described by the License itself. No
other terms or conditions may be app]ied to any

Open Game Content distributed using this License.

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

this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant
You a perpetua/, worldwide, roya/g/ﬁee, non-
exclusive license with the exact terms of this License

to Use the Open Game Content.

5. Representation of Authority to Contribute:
If You are contributing original material as Open
Game Content, You represent that Your
Contributions are Your original creation and/or
You have sufficient rights to grant the rights con-
veyed by this License.

6. Notice of License Copyright: You must update
the COPYRIGHT NOTICE portion of this License
to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copy-
ing, modzﬁ/ing or dtbtributing, and You must add the
title, the copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use
any Product Identity, inc/uding as an indication as
to compatibility, except as expressly licensed in
another, independent Agreement with the owner of
each element of Product Identity. You agree not to
indicate compatibi/it}/ or cofadapmbi/ily with any
Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except
as expressly licensed in another, independent
Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute
a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in
Open Game Content shall retain all w’ghts, title,
and interest in and to that Product Identity.

8. Identification: If you distribute Open Game
Content You must clearly indicate which portions of
the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designat-
ed Agents may publish updated versions of this
License. You may use any authorized version of this
License to copy, modify, and distribute any Open
Game Content originally distributed under any ver-

sion of this License.

10. Copy of this License: You MUST include a
copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: You may not mar-
ket or advertise the Open Game Content using the
name of any Contributor unless You have written

permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You
to comply with any of the terms of this License with
respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regu-
lation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate auto-
matically if You fail to comply with all terms herein
and fail to cure such breach within 30 days of becom-
ing aware of the breach. All sublicenses shall survive

the termination of this License.

14. Reformation: If any provision of this License
is held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it

enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000,
Wizards of the Coast, Inc.

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

The Book of Eldritch Might, “Pactlord
Enforcers,” and The Banewarrens Copyright
2001, 2002 Monte J. Cook.

All vights reserved.



