Monsters

" So, all the people turned to the deep horizon, and saw a giant demon surging far away… "
 

Wick the Old, famous storyteller

Balrog 


CLIMATE/TERRAIN: Any land 
FREQUENCY: Unique 
ORGANIZATION: Lord of all demons 
ACTIVITY CYCLE: See below 
DIET: Omnivore 
INTELLIGENCE: Supra-genius (19-20) 
TREASURE: See below 
ALIGNMENT: Chaotic Evil (Neutral) 


NO. APPEARING: 1 (plus about 50-500 lesser demons) 
ARMOR CLASS: -3 
MOVEMENT: 9, Rush 15 
HIT DICE: 300hp (approx. 70 HD) 
THACO: -5 
NO. OF ATTACKS: 6 or weapon (see below) 
DAMAGE/ATTACK: 1-12/1-12/2-24/4-40/1-10/1-10
or by weapon (see below) 
SPECIAL ATTACKS: Aura of inferno, terror 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 35% 
SIZE: G (50` long) 
MORALE: Fearless (19-20) 
XP VALUE: Campaign end or 153,000 


Art by David J. Drage 

The legendary Balrog is the most dreaded demon of the Near World. The creature is a scaly biped with two horns on its head, a lashing tail and a tough skin covered by flames. His eyes are just like two small suns, and his face resambles the most terrible nightmares. Around the creature there`s an aura of infernal flames that burns everything on it`s path. Also, the Balrog is always followed by an infernal hord of flying, human-sized demons (5d10x10 Winged Demons). 
The Balrog seen to only speak a specific demon tongue, that nobody could ever understand, for giving orders to his demon army. 
Combat: The Balrog is a nihilist being, and when he`s permited to attack the civilization (see below), he`s most likely to end it. Normal attacks are with two forelimb claws (1d12 points of damage each), a sweeping tail lash (2d12 points of damage), a savage bite (4d10 points of damage), and two thrusting horn attacks (1d10 points of damage each). 
Also, he can summon a giant flame whip to his hands, and make one single, but devastation attack, with it. The whip does 5d10 points of damage in a common slash, plus acts as a sword of sharpness, severing a limb on a natural attack roll of 18 or better. The demon can choose to make a called shot (-4 to hit) with this whip, grappling the target on a sucesfull attack. A target grappled by this whip will suffer 50 points of damage per round, and the only way to get free from it by physical moves is by rolling a natural attack roll of 18 or better. Normally, the Balrog will use this whip when attacking specific heroes trying to stop him. 
Once every turn, the normally slow-moving Balrog can rush forward at a movement rate of 15, making all horn attacks cause double damage and trampling anything underfoot for 4d10 points of crushing damage. 
The mere sight of the Balrog causes creatures with less than 3 levels or Hit Dice to be paralysed with fright (no saving throw) until it`s out of their vision. Creatures of 3 or more levels or Hit Dice flee in panic, although those of 7 or more levels or Hit Dice that manage to succeed with a saving throw vs. paralysation are not affected (though they can still decide to run away). 
The Balrog`s body is surrounded by an aura of infernal flames. Those who dare to engage in a melee combat with him must save vs. breath weapon for every turn of fight to avoid 2d10 points of bruise damage. Also, normally flamable items will burn away, and magical items must suceed the same saving throw to avoid the damage. Needless to say that any metal armor will stun it`s wearer and make the fighting impossible. Note that this aura isn`t magical, it`s just normal flames spreading from the creature`s body. 
Obviously the Balrog is totally immune to all heat an fire, and it regenerates hit points at a rate of 1 hit per round. Only enchanted weapons (+1 or better) have any hope of harming the Balrog. 
Habitate/Society: The Balrog only showed himself a long time ago, and the legends say that only the might Galtar Karan with the Sword of Ethernal Fire was able to stop his anger and send him to another long sleep. Some say that the Balrog only surge when the civilization starts to loose his union, and that he only attacks to finish what the beings themselves started… Anyway, the only objective that this dread demon follow is the objective of destroy all civilization, every being alive. Nobody knows the exact time of the creature`s sleep, but it`s surely measured by centuries. 
Ecology: Slaying of the Balrog is said to be impossible. Even if the monster is reduced to -30 or fewer hit points, he will just be carried away, piece by piece, by his army, to be regenerated in a safe place. Not even a wish spell can defeat him, althought it can surely make his regeneration time a lot longer. Legends say that only the ancient artifact called the Sword of Ethernal Fire can end his anger and send him to another sleep, but this relic is believed to be permanent lost from the Near World. 
Another tales say that when the Balrog is defeated and sent to another sleep, every step that he takes goin out of the lands leaves a great amount of gold, jewels and the most powerful magical items on the ground… But, who knows the truth? 
The location of the Balrog remains a mystery, as it rarely leaves witness in its wake, and nature quickly grows over all remnants of his presence. 
Defeating the Balrog is the main objective of any KaranBlade campaign, and normaly the campaign will end after the final battle with the demon, making all the victorious players legends alive on the Near World. But, if the DM and the players want to continue playing, it`s suggested to start playing at another campaign seeting: Planescape. This basicaly cause when the Balrog leaves the world, all the powerful monsters that surged on the campaign will vanish with him. Anyway, the campaign paths is always choosed by the DM, of course. 


Winged Demons (Baldreads) 


Art by David J. Drage 


- 
CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 
XP VALUE: 

Lesser 
Any land 
Uncommon 
Servers of the Balrog 
Any 
Carnivore 
Average (8-10) 
Nil 
Chaotic evil 


Varies (1-500) 
5 
9, Fl 9 (D) 
5 
16 
3 or weapon 
1-4/1-4/1-10 or wp. 
Fire breath 
See bellow 
Nil 
M (5`-6` tall) 
Elite (14) 
1,200 

Greater 
Any land 
Rare 
Servers of the Balrog 
Any 
Carnivore 
High (13-14) 
Nil 
Chaotic evil 


Varies (1-100) 
2 
9, Fl 9 (D) 
8 
13 
3 or weapon 
1-6/1-6/2-12 or wp. 
Fire breath 
See bellow 
Nil 
M (6`-7` tall) 
Champion (16) 
5,000 

Commander 
Any land 
Very rare 
Servers of the Balrog 
Any 
Carnivore 
Genius (17-18) 
Nil 
Chaotic evil 


Varies (1-10) 
-3 
9, Fl 9 (D) 
12 
9 
3 or weapon 
1-8/1-8/3-18 or wp. 
Fire breath 
See bellow 
25% 
L (7`-8` tall) 
Fanatic (18) 
13,000 

The winged demons, knowed best as the baldreads, are the servers of the Balrog. Some say that they are created and mantained alive by the Balrog`s own forces, but it maybe not true... Anyway, it says in the legends that once the Balrog start to sleep again, all this demon fiends vanishes, burned to ashes by their own fires! 
This monsters have various forms and appearances, but almost all of them are humanoids with wings, sharp claws, red skin and other demoniac looks. The most common and weak are called lesser baldreads, the ones who managed to get more fighting skills and strength are called greater baldreads, and finally, the few ones who reached the glorious position of army leaders are knowed as the baldreads commanders. 
Combat: Baldreads can breath fire three times per day in a cone 30 feet long with a 10-foot base diameter. Damage depends upon the type of demon breathing. Lesser amd greater baldreads cause 3d6 and 5d6 points of damage, respectively, while commanders inflict 7d6 points per breath attack. A sucessfull saving throw vs. breath weapon reduces damage by half. Baldreads tend to use their breath only when they are in eminent danger, or if they can kill lots of beings with one.
All baldreads are immune to charm, hold, sleep, polymorph, and fear spells. Greater and commanders are also impervious to weapons with less than a +2 bonus. Many of these creatures are invulnerable to one or more additional forms of attack (e.g., cold, fire, eletricity). Lesser baldreads have 50% chance, while greater baldreads have 80% chance of being impervious to one additional attack form. Commanders are resistant to magic (25%) and are always immune to two additional forms of attack. They can also make a suggestion, as the spell, once per round, even when engaged in combat.
Baldreads doesn`t wear any type of armor, but they can wield any kind of weaponry, attacking with them instead of his claws and bites. 
Habitate/Society: Generally, baldreads are always besides their master, the Balrog, but sometimes they are seen around cities spying the plans of the governors. While alone or in small groups, probably these demons will not fight to death, trying to evade if they get serious damage. After all, this folks are absolutelly nihilist and evil, and will never accept any treats or pacts for betraying their master. The baldreads serve the Balrog to the death and beyond... 
Ecology: Baldreads are carnivore, and can eat almost any type of meat, aloght they always try to eat recent killed beings. 

