Name Name Name
Balor Barlgura Chasme
Size Type Alignment Size Type Alignment Size Type Alignment
Huge Fiend (demon) Chaotic Evil Large Fiend (demon) Chaotic Evil Large Fiend (demon) Chaotic Evil
AC AC AC
19 (natural armor) 15 (natural armor) 15 (natural armor)
HP Speed HP Speed HP Speed
262 (21d12+126) | | 40 ft., fly 80 ft. 68 (8d10+24) | |30 ft., climb 30 ft. 84 (13d10+13) | | 20 ft., fly 60 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
26 15 22 20 16 22 18 15 16 7 14 9 15 15 12 11 14 10
+8| [+2| [+6| |+5]| |+3| |+6 +A| 42| (43| -2 [+2] |-1 +2| [+2] |[+1| [+0]| |+2| [+0
Senses Senses Senses
Truesight 120 ft. Blindsight 30 ft., Darkvision 120 ft. Blindsight 10 ft., Darkvision 120 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
13 Perception 19 22 000 15 Perception 5 1.800 15 Perception 6 2300
Languages Languages Languages
Abyssal, Telepathy 120 ft. Abyssal, Telepathy 120 ft. Abyssal, Telepathy 120 ft.
Traits Traits Traits
Saving Throws Str +14, Con +12, Wis +9, Cha +12 Saving Throws Dex +5, Con +6 Saving Throws Dex +5, Wis +5
Damage Resistances cold, lightning; bludgeoning, Skills Perception +5, Stealth +5 Skills Perception +5
piercing, and slashing damage from nonmagical weapons Damage Resistances cold, fire, lightning Damage Resistances cold, fire, lightning
Damage Immunities fire, poison Damage Immunities poison Damage Immunities poison
Condition Immunities poisoned Condition Immunities poisoned Condition Immunities poisoned
Features Features Features

Death Throes. When the balor dies, it explodes, and each
creature within 30 feet of it must make a DC 20 Dexterity
saving throw, taking 70 (20d6) fire damage on a failed
save, or half as much damage on a successful one. The
explosion ignites flammable objects in that area that aren't
being worn or carried, and it destroys the balor's weapons.
Fire Aura. At the start of each of the balor's turns, each
creature within 5 feet of it takes 10 (3d6) fire damage, and
flammable objects in the aura that aren't being worn or
carried ignite. A creature that touches the balor or hits it
with a melee attack while within 5 feet of it takes 10 (3d6)
fire damage.

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

Magic Weapons. The balor's weapon attacks are
magical.

Actions

Multiattack. The balor makes two attacks: one with its
longsword and one with its whip.

Longsword. Melee Weapon Attack: +14 to hit, reach 10
ft., one target. Hit: 21 (3d8+8) slashing damage plus 13
(3d8) lightning damage. If the balor scores a critical hit, it
rolls damage dice three times, instead of twice.

Whip. Melee Weapon Attack: +14 to hit, reach 30 ft., one
target. Hit: 15 (2d6+8) slashing damage plus 10 (3d6) fire
damage, and the target must succeed on a DC 20
Strength saving throw or be pulled up to 25 feet toward
the balor.

Teleport. The balor magically teleports, along with any
equipment it is wearing or carrying, up to 120 feet ot an
unoccupied space it can see.

Innate Spellcasting. the barlgura's spellcasting ability is
Wisdom (spell save DC 13). The barlgura can innately
cast the following spells, requiring no material
components:

1/day each: entangle, phantasmal force
2/day each: disguise self, invisibility (self only)

Reckless. At the start of its turn, the barlgura can gain
advantage on all melee weapon rolls it makes during that
turn, but attack rolls against it have advantage until the
start of its next turn.

Running Leap. The barlgura's long jump is up to 40 feet
and its high jump is up to 20 feet when it has a running
start.

Actions

Multiattack. The barlgura makes three attacks: one with
its bite and two with its fists.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 11 (2d6+4) piercing damage.

Fist. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 9 (1d10+4) bludgeoning damage.

Drone. The chasme produces a horrid droning sound to
which demons are immune. Any other creature that starts
its turn with 30 feet of the chasme must succeed on a DC
12 Constitution saving throw or fall unconscious for 10
minutes. A creature that can't hear the drone automatically
succeeds on the save. The effect on the creature ends if it
takes damage or if another creature takes an action to
splash it with holy water. If a creature's saving throw is
successful or the effect ends for it, it is immune to the
drone for the next 24 hours.

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

Spider Climb. The chasme can climb difficult surfaces,
including upside down on ceilings, without needing to
make an ability check.

Actions

Prodoscis. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one creature. Hit: 16 (4d6+2) piercing damage plus 24
(7d6) necrotic damage, and the target's hit point maximum
is reduced by an amount equal to the necrotic damage
taken. If this effect reduces a creature's hit point maximum
to 0, the creature dies. This reduction to a creature's hit
point maximum lasts until the creature finishes a long rest
or until it is affected by a spell like greater restoration.
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