	Balor   
CR 20
CE Large Outsider (Chaotic, Extraplanar, Evil)   


	Senses darkvision 60 ft., true seeing, Listen +38, Spot +38

Flaming Body any character grappling the balor takes 6d6 fire damage per round
Languages: Abyssal, Celestial, Draconic, telepathy 100 ft.

	AC: 35, touch 16, flat-footed 28 (-1 size, +7 Dex, +19 natural)
Fort +22, Ref +19, Will +19

hp 290 (20d8+200)
DR 15/cold iron and good

Immune electricity, fire, poison

Resist acid 10, cold 10, spell 28

	Speed: 40 ft., fly 90 ft. (good)

Space: 10 ft. 
Reach: 10 ft. (20 ft. with whip)

Base Attack: +20 
Grapple: +36

	Str 35 
Dex 25 
Con 31

Int 24 
Wis 24 
Cha 26

Feats: Cleave, Improved Initiative, Improved Two-Weapon Fighting, Power Attack, Quicken Spell-Like Ability (telekinesis), Two-Weapon Fighting, Weapon Focus (longsword)

Skills: Bluff +31, Concentration +33, Diplomacy +35, Disguise +8 (+10 acting), Hide +26, Intimidate +33, Knowledge (any two) +30, Listen +38, Move Silently +30, Search +30, Sense Motive +30, Spellcraft +30 (+32 scrolls), Spot +38, Survival +7 (+9 following tracks), Use Magic Device +31 (+33 scrolls)
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 Longsword and Whip (full; at-will) – Weapon

	
[image: image2.emf]+1 Vorpal Longsword: +31/+26/+21/+16 vs. AC; 2d6+13 damage (19-20x2)

+1 Flaming Whip: +30/+25 vs. AC; 1d6 fire + entangle
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 Slams (full; at-will) – Natural Weapon

	2 slams: +31 vs. AC; 1d10+12

	X  Entangle (reaction; at-will) – Weapon

	Trigger: Strike with +1 flaming whip
Effect: Target is entangled (-2 attacks, -4 Dex) and must make an opposed Strength check to avoid being pulled into the balor’s flaming body.

	X  Death Throes (reaction; at-will)

	The balor explodes in a blinding flash of light.
Trigger: When killed
Effect: Burst 100 feet vs. Reflex (DC 30, half); 100 damage. Automatically destroys balor’s weapons.

	Sp Summon Demon (standard; daily) – CL 9

	Summon 4d10 dretches, 1d4 hezrous, 1 nalfeshnee, 1 glabrezu, 1 marilith, or 1 balor for 1 hour. (Summoned demons cannot use their summon demon ability.)

	Sp Blasphemy (standard; at-will) – CL 20

	Burst 40 feet vs. Will (DC 25); effect based on target HD

20 HD = dazed (take no action for 1 round)

16-19 HD = dazed, weakened (-2d6 Strength for 2d4 rounds)

11-15 HD = dazed, weakened, paralyzed (cannot move and helpless)

10 HD or less = Killed

	Sp Dominate Monster (standard; at-will; 20 days) – CL 20

	Will (DC 27): Target creature obeys balor’s commands without question. A command can be given as a move action.

	Sp Greater Dispel Magic, Targeted (standard; at-will) – CL 20

	The balor targets one object, creature, or spell. Make a separate +20 vs. 11 + caster level check against each ongoing spell currently in effect to dispel and end it. Summoned creatures are considered a spell effect for this purpose. Magic items that targeted have their abilities suppressed for 1d4 rounds.

	Sp Greater Dispel Magic, Area (standard; at-will) – CL 20

	The balor targets a 20 foot radius. Make a separate +20 vs. 11 + caster level check against each ongoing spell in the area, plus one check against the highest level spell on each creature or object within the area. Summoned creatures are considered a spell effect for this purpose.

	Sp  Greater Teleport (standard; at-will) – CL 20

	The balor teleports itself and up to 50 pounds of gear to any location on the same plane. 

	Sp  Insanity (standard; at-will) – CL 20

	Will (DC 25); continuous confusion

	Sp  Power Word Stun (standard; at-will) – CL 20

	The target becomes stunned (drops everything, -2 AC, loses Dex bonus to AC). The duration is based on target’s current hit points:
50 or less = 4d4 rounds

51-100 = 2d4 rounds

101-150 = 1d4 rounds

	Sp Telekinesis (standard; at-will; concentration for 20 rounds) – CL 20

	Will (DC 23): Carefully move object or creature up to 20 feet per round or violently throw them up to 200 feet.

	Sp  Unholy Aura (standard; at-will; 20 rounds) – CL 20

	Up to 20 creatures within 20 feet gain +4 AC, +4 saves, SR 25 vs. good spells. The targets cannot be possessed or mentally influenced by good creatures. Good creatures that hit the targets with melee attacks suffer 1d6 points of Strength (Fort DC 26 negates).

	Sp  Fire Storm (standard; daily) – CL 20

	Up to 40 10-ft. cubes vs. Reflex (DC 26); 20d6 fire damage

	Sp  Implosion (standard; daily; concentration for 4 rounds) – CL 20

	1 target per round vs. Fort (DC 27); death. A creature can only be targeted once with this ability.
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