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Cosmic Chronicle 
Introduction

Welcome, dear reader, to the first issue of the 
Cosmic Chronicle. My name is Jayce Jones, re-
nowned bardic scholar and interplanar journal-
ist. It is my great pleasure to introduce the new-
est and greatest adventuring newspaper making 
its way onto the streets of Nexus, the City of 
Legends! As a multi-versal hub to countless 
worlds, our metropolis is always encountering 
new and spectacular lore from lands that defy 
imagination. This paper and its humble contrib-
utors are determined to catalogue these findings 
so that you, our readers, can learn about the 
countless secrets and wonders in our fair city. 
Follow along as we study monsters to terrify and 
inspire, speak with unique adventurers from dis-
tant lands, illuminate dungeons waiting to be 
plundered, and oh so much more. Our team of 
elite journalists are determined to bring you the 
finest reporting on any and all matters of the 
multiverse. No matter your taste or lifestyle, the 
Cosmic Chronicle guarantees quality articles for 
you to enjoy, all for a modest subscription well 
worth the gold. 

– Jayce Jones, Lead Editor

Balor
Introspective

By Jayce Jones

It is not often a demon graces our fair city, but 
last week I was given the dubious pleasure of 
interviewing a relatively even-tempered ba-
lor that was on “business trip.” The fiend was 
spending its days lurking inside a factory with-
in the Towers of Thul consulting on a mysti-
cal device being manufactured in its name. Our 
discussion covered topics from demonic poli-
tics to their favorite food. As horrible as its life 
sounded, what astounded me most is that the 
balor was happy. Even when its life was filled 
with violence, pain, and depravity, the creature 
found reasons to smile. Its fondest memory was 
the act of force-feeding an ogre to a giant, a feat 
of physical prowess I’d prefer to leave to my 
imagination.

Read More on Page 2

The Hunger at  
the Friendly Feast

By Jayce Jones

The gates of Nexus are open to all, and every 
now and again someone truly unique passes 
through one of its portals. Today I had the…
honor…of meeting just such a being. While 
this writer takes no issue with warlocks and 
their dubious bargains, this encounter certain-
ly challenged my neutrality. I found this par-
ticular individual halfway through his fifth en-
trée at the Friendly Feast, an all-you-can-eat 
restaurant in the Velvet Alleys. He was happy 
to answer questions so long as doing so would 
not disrupt his meal, and in between mouth-
fuls explained that he was “eating for two.” 
Further questioning revealed that his other-
worldly patron was some kind of all-devour-
ing ooze-like entity whose hunger threatened 
to consume worlds. When pressed, the warlock 
humorously intimated—with an unmistakably 
sinister undertone and gluttonous chuckle—
that he was used to consuming far less “well 
prepared” fare. It remains to be seen whether 
this warlock was aiding the entity in consum-
ing realms or preventing calamity by satisfying 
his patron’s gluttony. Regardless, the restau-
rant has yet to financially recover. 

Read More on Page 5

Quest Board Classifieds

Elder Xorn by Ambrose Hoilman

Adventurers needed for this month’s missions, 
featuring dangerous monsters, mystical lands, 
and shiny loot!
 Special Order The bone devil Ostiogran is 
looking for worthy heroes to recover his ship-
ment of premium souls lost en route to the hells. 
A rival ice devil is the primary suspect and is 
thought to lair on one of the lower planes. This 
“ice fortress” is said to be populated by a me-
nagerie of frigid creatures, including a fiendishly 
possessed white dragon.
 Favorite Toy A resident of the floating cloud 
giant city of Nimbarus is missing his favorite 
toy. The precocious toddler lost a ball given to 
him on his 50th birthday. A single mighty kick 

was enough to send the Large, rubber sphere 
hurdling to the ground below. The child has 
been having tantrums ever since, so expedien-
cy will be rewarded.
 The Fugitive The celestial planes have put 
out a bounty on one of their number who has 
abandoned the cause. This wayward angel has 
forsaken the ways of goodness and seeks refuge 
among mortals. Fearing the consequences of 
one of their number falling even further, the ce-
lestials are eager to resolve the situation, even if 
violence is the only solution.
 The Great Green Gobsmack A tribe of mus-
cular orcs is holding a spectacular wrestling 
tournament that welcomes competitors of all 

types. With four different events for various 
sizes (Small, Medium, Large, and Huge), many 
champions take to the field. The tournament is 
seen as a productive way to resolve major dis-
putes between warring nations, angry dragons, 
and others in conflict, with champions spon-
sored to represent competing interests. Heroic 
adventurers are always needed to serve the 
cause of many a client.
 Death in the Family An old manner is haunt-
ed by generations of undead from a single fami-
ly. It is tradition that upon one’s death, the fam-
ily member rises to take up residence in the old 
home, sharing eternal unlife with their loved 
ones. However, the most recent member to pass 

has not arisen, causing the undead members to 
seek out one who can end the deceased’s peace-
ful rest.
 Dragonmeet Three ancient dragons are hav-
ing a territorial dispute and have requested 
non-draconic mediation. While the dragons ar-
en’t violent (yet), a conflict between them would 
surely cause calamity in the surrounding lands. 
No matter the resolution, one of the dragons 
will be unhappy enough to start a fight, with the 
arbiters of the dispute being the primary targets 
of their wrath.

Read More on Page 9

The Impossible Lair of Mysteryxis
By Jayce Jones

Dragons are no strangers to Nexus, and we here 
at the Infinity Chronicle are always eager to learn 
all we can about these mysterious beings. Our con-
tacts within the Hive put us in touch with a gang 
of thieves known as the Hoardstealers who spe-
cialize in robbing dragon lairs. Eager to hear more 
about their adventures, we met with the survi-

vors of their latest expedition, who had just failed 
to burgle the home of a devious copper dragon. 
They described to us in great detail the lair of one 
Mysteryxis the Enigmatical, a magical puzzle of a 
place that thwarted even these expert looters.  

Read More on Page 10

Elder Xorn Examination
By Talien vos Karven

Last week, the Golden Path of Prosperity was 
the victim of a series of rampant thefts. Several 
jewelry stores were completely ransacked, and 
their contents stolen. One poor janitorial em-
ployee went missing, and her body is yet to be 
found. The authorities immediately suspected 
the criminal element within the Hive but turned 
up empty-handed. The culprit was later revealed  
to be a strange elemental visitor known as an el-

der xorn who had come to Nexus seeking one-
of-a-kind gemstones. The thief led our city’s law 
enforcement on a merry chase, passing through 
the stone of streets and buildings as though it 
were water. Thanks to the great work of our 
sheriffs, the criminal is now behind bars pend-
ing trial. 

Read More on Page 7

Mysteriaxis by Jason Strutz
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5th Edition is filled with all manner of dangerous 
foes, but one stands out from the crowd as the pin-
nacle of the system’s monster design. Open your 

Monster Manual to page 55 and you will discover what 
I consider the best statistics block in all of official 5e: the 
balor. Putting aside the balor’s spectacular lore and icon-
ic “Balrog” design, we are left with a robust creation 
that exemplifies 5e’s greatest design principles in one ti-
dy package. You may think this hyperbolic, but this au-
thor is firmly of the opinion the balor is the gold stan-
dard of creature design to which all other 5e creations 
should be held. Why is this, you may ask. Well, let us 
count the ways. 
 As we examine the balor, we are looking for four key 
elements that make it worthy of the title of “best mon-
ster design:” variety in its features, efficiency of its design, 
effectiveness of its abilities, and the style of its design. For 
reference, the balor’s statistics are provided here, courte-
sy of the 5e SRD (thank you, WotC). Also, massive cred-
it is due to the team behind this creature and the entire 
Monster Manual. Thanks to Christopher Perkins, Chris 
Sims, Rodney Thompson, and Peter Lee for designing 
such a spectacular book. 
 Disclaimer. This article isn’t trying to argue the balor 
is flawless. In fact, relative to the 5e meta almost every 
monster in the Monster Manual is lagging woefully be-
hind. But that book was made to be an introduction to 
D&D, with a suite of monsters that would be easy for 
both new and experienced DMs to use effectively. The 
quality of the balor’s design is measured by the degree at 
which it succeeds at its intended purpose as a 5e monster 
and a high-tier threat. 

Efficiency
5th Edition design principles hold that a monster 
should be as efficiently designed as possible to allow for 
ease of use and comprehension by a DM. This doesn’t 
mean a monster can’t be complex, but it should only be 
as complex as it needs to be to accomplish its design goals. 
The balor exemplifies this principle to an extraordinary 
degree. Its statistics block is simple but highly function-
al. A DM knows what they are getting when they field 
a balor. You can quickly assess what it can and cannot 
do. Whether you are running a spur-of-the-moment en-
counter or a laboriously crafted tactical battle, the ba-
lor will be one of the easiest monsters to manage on the 
battlefield. This simplicity covers a lot of bases. The ba-
lor has mostly excellent features that are easy to track, 

Balor Introspective
By Jayce Jones

Balor
Huge Fiend (Demon), Chaotic Evil

Armor Class 19 (natural armor) 
Hit Points 262 (21d12 + 126)
Speed 40 ft., fly 80 ft.

 STR DEX CON INT WIS CHA

 26 (+8) 15 (+2) 22 (+6) 20 (+5) 16 (+3) 22 (+6)

Saving Throws STR +14, CON +12, WIS +9, CHA +12
Damage Resistances Cold, Lightning; Bludgeoning, 
Piercing, and Slashing from Nonmagical Attacks
Damage Immunities Fire, Poison
Condition Immunities Poisoned
Senses Truesight 120 ft., Passive Perception 13
Languages Abyssal, Telepathy 120 ft.
Challenge 19 (22,000 XP) Proficiency Bonus +6

TRAITS     

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 to an 
unoccupied space it can see.
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with a strong array of obvious strengths and weakness-
es that make it an ideal encounter tool. 
 Because the balor is not a legendary creature, it can be 
easily paired with other monsters for awesome results. 
Normally, introducing a legendary creature into a battle 
dramatically increases action economy and bookkeep-
ing, but not so here. What is more, demons are a type 
of monster that are often used in groups. Where there is 
one, there are often many. The balor can head a demon-
ic swarm, providing an awesome boost to the encounter 
without overwhelming the DM with responsibilities. 
 Special mention goes to the balor’s lack of a spellcast-
ing feature. Many high-tier monsters have one of these, 
and it is often unnecessary. Such a feature adds a ton 
of complexity to a creature, often for very little benefit. 
This forces the DM to look up spells, track spell compo-
nents, and manage concentration (a complexity night-
mare, especially if the spells are not a meaningful part of 
a monster’s arsenal). A balor has no need for such things 
to be effective, and the designers wisely opted to forgo 
its inclusion. This is why the balor outshines its devil-
ish counterpart, the pit fiend. While similarly designed, 
the pit fiend can cast fireball, hold monster, and wall of fire, 
terribly inefficient uses of its action that are traps for the 
DM to fall into and waste their creature’s precious ac-
tion economy. 

Variety
One of the biggest challenges for a monster designer 
is creating a creature that is both simple and diverse. 
Variety provides players with a great mix of the fa-
miliar and the new, allowing them to employ past 
skills and experiences while still providing a new 
challenge. A balor possesses many of the traits 
players are familiar with from fac- ing 
other, lower-level demons, but 
not too many as to feel stale. Its 
excellent movement options are 
further augmented by the Teleport 
action, which can be used to escape 
from terrible situations such as the 
notorious forcecage spell. With three 
main damage types (slashing, fire, and 
lightning), the balor possesses a reason-
able degree of options when attempting 
to harm the party. No one defense pro-
vides complete protection. This damage is 
further balanced by being sourced from its 
Longsword and Whip attacks, along with its 
Fire Aura and Death Throes traits, an offen-
sive mixture that tests a multitude of defens-
es. However, we aren’t looking for infinite op-
tions here. The balor’s limits are what make its 
design so great. It has weaknesses and vulnerabilities 

that can be exploited by clever players. Its saving throws 
are strong, possessing key saves like Constitution 
and Wisdom to avoid losing turns. Its robust Charisa 
save defends against banishment, one of the most abu-
sive spells in all of 5e. But the lack of Intelligence and 
Dexterity saves provide great weaknesses for the party 
to exploit. Even its attacks have some spice. The Whip 
attack has both range and a nice rider to pull characters 
closer on a failed Strength save, a terrifying prospect for 
a character with low AC. What is more, this whip can 
pull characters into hazards and other dangers, made all 
the more possible by the balor’s terrific speed, allowing 
for optimal positioning. Despite its unassuming name, 
the Longsword is a spectacular attack with a fantastic 
modifier for when the balor scores a critical hit. Not on-
ly is this a terrifying effect when it happens, it allows for 
synergy with other monsters that may improve a balor, 
like advantage or powerful spells like haste. 

Effectiveness
No tool in the balor’s arsenal is completely wasted, al-
though Magic Weapons is pretty useless against charac-
ters and exists only to allow the balor strength against 
monsters with damages resistances that the characters 
summon or take the shape of. Its attack bonus is strong 
with a +14, hitting an AC of 24 roughly 50% of the time. 
While these days that is not impressive against high-AC 
builds, for a CR 19 against PHB-only characters with no 
feats/multiclassing (as was intended), it’s quite reason-
able. Death Throes is likely one of the balor’s most in-

teresting and powerful abilities. Not only is its 

Balor by Jason Strutz
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Fewer Legendary Monsters Please

We would never argue the balor is perfect, but for 
a monster in the 5th Edition core rules, it really is 
something special. The balor is one of the few ti-
er-4 monsters in the Monster Manual, if not all 
of 5th Edition. However, unlike the overwhelm-
ing majority of its neighbors that occupy this ti-
er, it is not a legendary creature. This is a bold and 
wise design choice. Tier 3 and 4 D&D is plagued 
by an endless parade of legendary monsters, forc-
ing characters to encounter far too many and re-
duce the significance of the term “legendary.” Why 
is this bad? Legendary creatures are complicat-
ed. DMs often struggle to juggle the action econo-
my and multitude of features a legendary creature 
possesses. This action economy is often seen as re-
quired to challenge high-level players, but that is 
a false assumption. While more actions can be a 
quick fix to a struggling creature, an innovative de-
sign can solve the same problem while reducing the 
DM’s workload. The balor accomplishes this with 
three key features: Fire Aura, Death Throes, and 
its Whip attack. 
 The Fire Aura provides a perpetual source of 
damage that occurs primarily when the balor is not 
taking its turns. Monk making four attacks a turn? 
That is 3d6 unavoidable fire damage on each hit! 
Most legendary actions only provide a monster 

with a single modest attack to counter characters’ 
actions, but this is a veritable wall of pain the par-
ty cannot afford to ignore. The DM has no need 
to constantly interrupt the flow of the fight to use 
a legendary action, nor do they need to track how 
many actions the balor has. Simply roll that 3d6 
and move on. Clean, elegant, and fair. 
 Death Throes is spectacular because, like Fire 
Aura, it provides damage at no cost to the balor’s 
action economy. It’s also easy to remember, as it’s 
hard to forget an opportunity to have your big bad 
go out with a bang. The damage is among one of 
the largest dice pools a party can experience from 
a monster. Every character winces when the DM 
grabs a fistful of d6s. 
 But we cannot underestimate the balor’s Whip. 
As described, this attack has incredible synergy 
with the balor’s Fire Aura, but it’s significant here 
because of its terrific range and the ability to pull 
creatures closer. Many monsters struggle to make 
meaningful use of their reactions, but a balor less 
so because of how easy it is to provoke an oppor-
tunity attack from it. The pull from the Whip cou-
pled with the balor’s formidable movement means 
there are likely always some characters who are too 
close for comfort, increasing the likelihood of an 
opportunity attack occurring. 

damage impressive, it can make slaying the creature a 
strategically bad decision. Yes, leaving the balor alive is 
bad, but hitting the entire party for 20d6 fire damage is 
arguably worse. Inexperienced or inattentive players are 
in for a rude awakening when half their party gets KO’d 
by a fallen balor, leaving several healthy, fire damage–
immune demons alive and well to finish them off. 
 It is no secret the recommended monster statistics pre-
sented in the DMG are wildly different from that of the 
Monster Manual. By following DMG guidelines you typ-
ically end up with a stronger monster. However, the ba-
lor is interesting because it meets and even exceeds the 
DMG’s guidelines in almost every category. It lags slight-
ly behind in damage (assuming it only gets two or three 
interactions of Fire Aura every round) and hit points, but 
it has a superior save DC and attack bonus. Remember, 
the balor accomplishes all this despite not being a leg-
endary creature, nor having to take more than two ac-
tions every turn. Awesome stuff. A DM will never find 
so much power for so little effort almost anywhere else in 
5e, even with unofficial materials. The result is a monster 
that cannot be ignored or trivialized by characters with-
out expending tremendous resources—exactly what you 
want from a tier-4 threat. 

Style
This factor is difficult to judge, but we at 2CGaming con-
sider a monster’s style to be how well it communicates 
its personality and themes on the battlefield. Do the me-
chanics evoke the reactions from players that are con-
sistent with its design? In the balor’s case, we see a crea-
ture that is clearly a copyright-free Balrog meant to hit 
like a truck, wreck plucky heroes with fire, and gener-
ally stand as the apex of demonkind. Fighting a balor 
feels true to this theme. A DM could simply describe its 
effects and actions in combat with little embellishment 
and get strong reactions from the players. Even attempt-
ing to injure the balor risks your character’s life thanks 
to Fire Aura, while each swing of its Longsword has 
players holding their breath and begging for no natu-
ral 20. The Fire Whip excels at pulling wizards and oth-
er vulnerable characters to their doom, reminiscent of a 
classic scene from The Fellowship of the Ring. Should the 
characters achieve victory, the balor explodes in a terrif-
ic climax that will draw gasps from players as they roll 
their Dexterity saving throws with crossed fingers. In 
short, the balor has a unique style that always makes an 
impression. 
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