Pathfinder 2 Playtest Sheets 4th Lvl Summon Nature’s Ally Creatures
ANKHRAV

CREATURE 3

Animal
Large

DRYAD
Chaotic
Fey
Good
Medium

Perception +8; darkvision, tremorsense 60 feet
Languages —
Skills +1; Acrobatics +5, Athletics +9, Stealth +7, Survival +9
Str +4, Dex +1, Con +3, Int –4, Wis +0, Cha –2
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Perception +8; low-light vision
Languages Common, Elven, Sylvan; speak with plants
Skills +3; Acrobatics +9, Athletics +7, Crafting +8 (+11 woodworking), Nature +10, Stealth +9, Survival +10
Str +0, Dex +4, Con +1, Int +2, Wis +2, Cha +4

AC 19, TAC 15; Fort +8, Ref +6, Will +5

Items sickle

HP 38
Speed 25 feet, burrow 20 feet

AC 17, TAC 15; Fort +5, Ref +8, Will +7
HP 65; Weaknesses cold iron 5, tree dependent

Melee mandibles +9, Damage 1d6+4 piercing plus 1d6 acid

Nature Empathy The dryad can use Diplomacy to Make an Impression and make very simple Requests of animals and plants.

Ranged acid spit +6 touch (range 30 feet), Damage 2d6 acid

Tree Dependent A dryad must remain within 300 feet of the single, enormous tree to which it is bonded, or it becomes sick 1 and is
unable to recover. The dryad must succeed at a DC 17 Fortitude save every hour or increase the sick value by 1 (to a maximum of
sick 4). After 24 hours beyond the range of its tree, it becomes drained 1, with this value increasing by 1 for every additional 24hour period. A dryad can perform a 24-hour ritual to bond itself to a new tree. Most dryads are mystically bonded to oak trees.
Speed 25 feet

Armor-Rending Bite The ankhrav makes a mandibles Strike; if the Strike hits, the target’s armor is dented.
Spray Acid (acid)
Frequency Once per hour
Effect The ankhrav spews acid in a 30-foot cone, dealing 3d6 acid damage and 1d4 persistent acid damage (Reflex DC 17 half, no
damage on a critical success, double damage on a critical failure).

BUNYIP

CREATURE 3

Melee sickle +8 (agile, trip), Damage 2d4+2 slashing
Primal Innate Spells DC 17, attack +8; Constant speak with plants; 5th tree stride (×2); 4th suggestion; 3rd charm (×3), sleep; At Will
entangle, tree shape; Cantrips (2nd) tanglefoot
Tree Meld (primal, transmutation) The dryad touches an adjacent tree of enough volume to contain it, and merges into the tree
indefinitely. It can cast spells while inside as long as they don’t require it to have line of effect outside the tree, and it can hear,
but not see, what’s going on outside the tree.

Perception +8; darkvision, shark scent 100 feet
Languages —
Skills +3; Athletics +9, Stealth +9
Str +4, Dex +3, Con +4, Int –4, Wis +1, Cha –1

Animal
Aquatic
Medium

Significant physical damage to the tree while the dryad is inside expels the dryad and deals 3d6 damage to it. Passwall expels the
dryad without dealing damage and dismisses Tree Meld. The dryad can dismiss this effect with the Verbal Casting action.

AC 18, TAC 16; Fort +8, Ref +7, Will +5

If a dryad uses this ability on its bonded tree, it instead enters an extradimensional living space within the tree, and this ability gains
the extradimensional space trait. A dryad can bring one other creature with it when entering its home within its bonded tree.

HP 45
Shark Scent The bunyip’s scent extends three times as far as normal, and it can smell blood in the water up to a mile away.

GIANT SCORPION

CREATURE 3

Animal
Large

Perception +8; darkvision, tremorsense 60 feet
Languages —
Skills +1; Acrobatics +7, Athletics +9, Stealth +7
Str +4, Dex +0, Con +3, Int –5, Wis +0, Cha –4

Aquatic Opportunity As Attack of Opportunity, but both the bunyip and the triggering creature must be in water.
Speed 10 feet, swim 40 feet
Melee jaws +9, Damage 1d10+4 piercing plus 1d6 persistent bleed
Melee tail +9 (agile), Damage 1d8+4 bludgeoning
Shift Form (morph, primal, transmutation) A bunyip can alter its form slightly to gain an advantage and make it harder to recognize. If
it does, its teeth shrink and it loses the 1d6 persistent bleed from its jaws Strike. It can choose to gain either a long snake tail,
granting its tail Strike reach 10 feet and Grab, or squat crocodile legs, increasing its land Speed to 20 feet. If it uses Shift Form again,
the bunyip can return to normal or switch between a long tail or crocodile legs.

AC 18, TAC 14; Fort +8, Ref +6, Will +4

Blood Frenzy

Trigger A creature moves from out of the scorpion’s reach into the scorpion’s reach.
Effect The scorpion makes a stinger Strike against the triggering creature. The scorpion’s multiple attack penalty is not applied to this
attack.
Speed 40 feet

Requirement The bunyip is not fatigued or already in a frenzy.
Trigger The bunyip deals bleed damage to a living creature.
Effect The bunyip flies into a frenzy that lasts 1 minute.
While frenzied, the bunyip gains a +4 conditional bonus to damage rolls with its jaws, gains 8 temporary HP that go away at the end of
the frenzy, and takes a –2 penalty to AC.
Roar (auditory, concentrate, emotion, enchantment, fear, mental, primal) The bunyip lets out a loud and horrifying roar. Other creatures
within 100 feet must succeed at a DC 15 Will save or become frightened 2 (frightened 3 on a critical failure, frightened 1 on a success,
or unaffected on a critical success). No matter the result, the creature is bolstered.

COCKATRICE

CREATURE 3

Perception +8; darkvision
Languages —
Skills +1; Acrobatics +9
Str –1, Dex +3, Con +0, Int –4, Wis +1, Cha +1

Animal
Small

AC 18, TAC 16; Fort +5, Ref +8, Will +5
HP 42; Immunities calcification
Speed 20 feet, fly 40 feet
Melee beak +9, Damage 1d6–1 plus calcification
Calcification (primal, transmutation) A peck from a cockatrice hardens the flesh of the creature hit. It must succeed at a DC 17 Fortitude
save or be slowed 1 (or slowed 2 on a critical failure). Further pecks increase the slowed condition by 1. Once a creature’s actions are
reduced to 0 by calcification, that creature becomes petrified.
Every 24 hours after it was petrified, the victim can attempt a DC 17 Fortitude save to recover. On a success, it becomes flesh again, but
is slowed 1 for the next 24 hours. On a critical success, the creature recovers and isn’t slowed. On a failure, the creature remains
petrified, but can try again in 24 hours. On a critical failure, the petrification is permanent and the creature can’t attempt any more
saves.

HP 45
Scorpion Sting

Melee pincer +9 (agile, reach 10 feet), Damage 2d4+4 slashing plus Grab
Melee stinger +7 (reach 10 feet), Damage 1d12+4 plus giant scorpion venom
Constrict 5 bludgeoning
The monster automatically deals the listed amount of damage to any number of creatures grabbed or restrained by it.
Giant Scorpion Venom (poison) Saving Throw Fortitude DC 17; Maximum Duration 6 rounds; Stage 1 1d4 poison and enfeebled 1 (1
round); Stage 2 1d4 poison and enfeebled 2 (1 round).
Grab
Requirements The monster’s last action was a success with an attack that lists Grab in its damage entry, or it has a creature
grabbed using this action.
Effect The monster automatically Grabs the target until the end of the monster’s next turn. The creature is grabbed by whichever
body part the monster attacked with, and that body part can’t be used to Strike creatures until the grab is ended.
Using Grab extends the duration of the monster’s Grab until the end of its next turn for all creatures grabbed by it.
The grabbed creature can Escape using Acrobatics or Break the Grapple with Athletics, and the Grab ends if the monster moves
away.

GRIZZLY BEAR
Perception +8; low-light vision, scent 30 feet
Languages —
Skills +1; Acrobatics +5, Athletics +9, Survival +9

Animal
Large

Str +4, Dex +1, Con +5, Int –4, Wis +1, Cha –2
AC 17, TAC 15; Fort +8, Ref +5, Will +5
HP 54
Speed 35 feet

CREATURE 3

Disperse
Melee jaws +8, Damage 2d6+4 piercing
Melee claw +8 (agile), Damage 1d10+4 slashing plus Grab

Trigger The air elemental takes damage from a hostile action.
Effect The air elemental disperses. Until the end of the current turn, it can’t be attacked or targeted, doesn’t take up space, and

Rush The bear Strides and makes a Strike at the end of that movement. During the Stride, the bear is accelerated 10.
Mauler The bear gets a +2 circumstance bonus to damage rolls against creatures it has grabbed.

deactivates its aura. At the end of the turn, the elemental re-forms in any square within 15 feet of where it dispersed and its aura
reactivates.

Grab
Requirements The monster’s last action was a success with an attack that lists Grab in its damage entry, or it has a creature grabbed

Speed fly 80 feet; swiftness

using this action.
Effect The monster automatically Grabs the target until the end of the monster’s next turn. The creature is grabbed by whichever body

Swiftness An air elemental doesn’t trigger reactions with its movement.

part the monster attacked with, and that body part can’t be used to Strike creatures until the grab is ended.
Using Grab extends the duration of the monster’s Grab until the end of its next turn for all creatures grabbed by it.
The grabbed creature can Escape using Acrobatics or Break the Grapple with Athletics, and the Grab ends if the monster moves
away.

HYAENODON
Animal
Large

CREATURE 3
Perception +8; low-light vision, scent
Languages —

Earth
Elemental
Medium

Skills +3; Athletics +9, Stealth +7
Str +4, Dex –1, Con +3, Int –3, Wis +0, Cha –1
AC 19, TAC 15; Fort +8, Ref +4, Will +6

Crumble
Trigger The elemental takes damage from a hostile source while atop rock or earth.
Effect The elemental crumbles into the ground, burrowing down 5 feet. This burrowing does not trigger reactions. The elemental can’t
use this reaction if it emerged from the ground earlier this round.
Speed 20 feet, burrow 20 feet (earth glide)

HP 47
Speed 40 feet

Melee fist +8, Damage 1d8+4 bludgeoning

Melee jaws +9, Damage 1d10+5 piercing plus Knockdown
Drag (attack, move) The hyaenodon attempts a jaws Strike against a prone enemy. If it hits, in addition to dealing damage, the
hyaenodon Strides up to 10 feet, dragging the enemy along. The hyaenodon’s movement doesn’t trigger reactions from the creature
being dragged.
Pack Attack The hyaenodon’s Strikes deal 1d6 extra damage to any creature that’s within the reach of at least two of the hyaenodon’s
allies.
Knockdown

Earth Glide The elemental can burrow through dirt and stone at its full burrow Speed, leaving no tunnels or signs of its passing.

MINOR FIRE ELEMENTAL
Elemental
Fire
Medium

Languages Ignan
Skills +3; Acrobatics +9

AC 18, TAC 18; Fort +6, Ref +8, Will +5

Effect The monster automatically knocks the target prone.

CREATURE 3
Perception +8; low-light vision, scent 30 feet

Languages —
Skills +1; Acrobatics +7, Athletics +8, Stealth +9

HP 47, explosion; Immunities asleep, critical hits, fire, paralysis, poison, precision, stun; Weaknesses cold 5, water 5
Explosion (fire) When the elemental dies, it explodes, dealing 2d6 fire damage to all creatures in a 5-foot aura (Reflex DC 16 half,
double damage on a critical failure, no damage on a critical success).
Speed 40 feet
Melee tendril +9, Damage 1d8+4 fire plus 1d4 persistent fire

Str +4, Dex +4, Con +2, Int –4, Wis +1, Cha –1

Water Weakness When this creature is doused with water, either through a spell or some other effect (such as pouring a bucket of
water over it) it takes damage equal to its water weakness value. If it starts its turn within water, it also takes that amount of
damage.

AC 18, TAC 17; Fort +6, Ref +8, Will +4
HP 46
Speed 30 feet

MINOR WATER ELEMENTAL

Melee jaws +9, Damage 1d8+4 piercing plus Grab
Melee claw +9 (agile), Damage 1d4+4 slashing
Pounce The lion Strides and makes a Strike at the end of that movement. If the lion began this action hidden, it remains hidden until
after the attack.

Aquatic
Elemental
Medium
Water

Skills +3; Athletics +9, Stealth +7
Str +2, Dex +3, Con +2, Int –3, Wis +0, Cha +0

AC 18, TAC 18; Fort +6, Ref +8, Will +5

Sneak Attack (precision) The lion deals 1d6 extra precision damage to flat-footed creatures.

HP 45; Immunities asleep, critical hits, paralysis, poison, precision, stun; Resistances fire 5

Grab
Requirements The monster’s last action was a success with an attack that lists Grab in its damage entry, or it has a creature grabbed
using this action.
Effect The monster automatically Grabs the target until the end of the monster’s next turn. The creature is grabbed by whichever body
part the monster attacked with, and that body part can’t be used to Strike creatures until the grab is ended.
Using Grab extends the duration of the monster’s Grab until the end of its next turn for all creatures grabbed by it.
The grabbed creature can Escape using Acrobatics or Break the Grapple with Athletics, and the Grab ends if the monster moves away.

Perception +7; darkvision

Languages Auran
Skills +3; Acrobatics +11, Stealth +11
Str +2, Dex +4, Con +1, Int –3, Wis +0, Cha +0
AC 20, TAC 20; Fort +4, Ref +9, Will +5
HP 32; Immunities asleep, critical hits, paralysis, poison, precision, stun
High Winds (air, aura) 30 feet. Air in the aura is difficult terrain for flying creatures that do not have the air trait.

CREATURE 3

CREATURE 3

Perception +8; darkvision
Languages Aquan

Pack Attack The lion’s Strikes deal 1d6 extra damage to creatures within the reach of at least two of the lion’s allies.

Air
Elemental
Medium

CREATURE 3

Perception +8; darkvision

Str +2, Dex +3, Con +1, Int –3, Wis +0, Cha +0

Requirements The monster’s last action was a success with an attack that lists Knockdown in its damage entry.

MINOR AIR ELEMENTAL

CREATURE 3

Perception +8; darkvision
Languages Terran

Earthbound When not touching solid ground, an earth elemental is slowed 1 and can’t take reactions.

AC 18, TAC 16; Fort +7, Ref +7, Will +5

Animal
Large

MINOR EARTH ELEMENTAL

HP 40; Immunities asleep, critical hits, paralysis, poison, precision, stun

Skills +1; Acrobatics +7, Athletics +9, Stealth +9
Str +5, Dex +1, Con +2, Int –4, Wis +1, Cha –2

LION

Melee gust +10 (reach 10 feet), Damage 1d6+4 bludgeoning

Vortex (aura, water) 20 feet. Water in the aura and also in the same body of water as the elemental is difficult terrain for swimming
creatures that do not have the water trait. Waterbound When not touching water, a water elemental is slowed 1 and can’t take
reactions.
Vortex Pull (water)
Trigger A creature in the elemental’s vortex takes a move action.
Effect The elemental creates a current of water, forcing the triggering creature to attempt a DC 17 Athletics check to Swim. If the
triggering creature fails, it’s pulled 10 feet toward the elemental and the triggering move action is lost.
Speed 15 feet, swim 60 feet
Melee wave +9, Damage 1d12+4 bludgeoning plus Push 5 feet
Drench (abjuration, arcane) The elemental puts out all fires within 5 feet. It extinguishes all nonmagical fires automatically, and
attempts to dispel any magical fire (as 2nd-level dispel magic, spell roll +7).
Push
Requirements The monster’s last action was a success with an attack that lists Push in its damage entry.
Effect The monster automatically knocks the target away from the monster. Unless otherwise noted in the ability description, the
creature is pushed 5 feet. If the attack was a critical hit, this distance is doubled.

