Pathfinder 2 Playtest Sheets 6th Lvl Summon Nature’s Ally Creatures
QUETZALCOATLUS

CREATURE 7

Animal
Huge
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SHAMBLER
Perception +12; darkvision
Languages Common or Elven, Sylvan; can’t speak
Skills +5; Athletics +13, Stealth +11 (+14 in forests or swamps)
Str +5, Dex +0, Con +5, Int –2, Wis +0, Cha –1

AC 22, TAC 20; Fort +10, Ref +14, Will +9

AC 19, TAC 17; Fort +13, Ref +8, Will +10

HP 125
Speed 10 feet, fly 40 feet

HP 126; Immunities electricity; Resistances fire 8
Shamble

Melee beak +17 (deadly 1d12), Damage 2d10+9 piercing plus 1d6 persistent bleed

Requirements The shambler is in mound form.

Melee talon +17, Damage 2d6+9 piercing plus Grab

Trigger A creature that’s unaware the mound is a creature comes within 10 feet.

Snatch A quetzalcoatlus can move at half Speed while it has a single creature grabbed or restrained in both its talons.

Effect The shambler makes a Strike against the creature.
Combat begins after this attack.

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.

Electric Surge Whenever the shambler would take electricity damage or is targeted with an electricity effect, it gains 12

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.

Swim with the extra action.
Speed 20 feet, swim 20 feet

Using Grab extends the duration of the monster’s Grab until the end of its next turn for all creatures grabbed by it.

CREATURE 6

Perception +11; low-light vision, scent 30 feet
Languages —
Skills +4; Acrobatics +8, Athletics +14
Str +7, Dex +0, Con +3, Int –4, Wis +1, Cha –1

Animal
Dinosaur
Huge

Vine Lash The shambler makes a vine Strike against each creature within its reach. Increase its multiple attack penalty only after all
the attacks.
Mound When it’s not in danger, the shambler spends 1 minute settling into a pile that looks like a lump of loose vegetation. In this
form, creatures must actively search and succeed at a DC 24 Perception check (DC 27 in forests or swamps) to detect its true
nature.
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.

AC 23, TAC 18; Fort +14, Ref +9, Will +7

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.

HP 72
Speed 25 feet

Using Grab extends the duration of the monster’s Grab until the end of its next turn for all creatures grabbed by it.

Melee tail +14 (backswing, reach 15 feet), Damage 2d8+7 bludgeoning plus punishing tail

The grabbed creature can Escape using Acrobatics or Break the Grapple with Athletics, and the Grab ends if the monster moves
away.

Melee foot +14 (reach 10 feet), Damage 2d6+7 bludgeoning
Punishing Tail A creature struck by the ankylosaurus’s tail must attempt a DC 19 Fortitude save. On a failure, it’s slowed 1 for 1 round;
on a critical failure, it’s stunned for 1 round.
Trample Large or smaller, foot, DC 19
The monster Strides up to double its Speed and can move through the spaces of creatures of the listed size, Trampling each creature
whose space it enters. A trampled creature takes the damage of the listed Strike, but can attempt a Reflex save at the listed DC
(half damage on a success, no damage on a critical success, double damage on a critical failure).

CAVE BEAR

temporary HP and is quick for 1 round, able to Stride, Strike, or

Melee vine +15 (reach 10 feet), Damage 2d10+7 bludgeoning plus Grab

The grabbed creature can Escape using Acrobatics or Break the Grapple with Athletics, and the Grab ends if the monster moves away.

ANKYLOSAURUS

CREATURE 6

Large
Plant

Perception +13; low-light vision, scent 30 feet
Languages —
Skills +5; Athletics +15, Acrobatics +15
Str +6, Dex +4, Con +3, Int –4, Wis +2, Cha –1

CREATURE 6

Perception +13; low-light vision, scent 30 feet
Languages —
Skills +4; Acrobatics +10, Athletics +13, Survival +13
Str +6, Dex +1, Con +6, Int –4, Wis +1, Cha –1

Animal
Large

AC 20, TAC 18; Fort +13, Ref +9, Will +10
HP 110
Speed 35 feet
Melee jaws +15, Damage 2d10+6 piercing
Melee claw +15 (agile), Damage 2d8+6 slashing plus Grab
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 +4 circumstance bonus to damage rolls against creatures it has grabbed.
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.

SMILODON

CREATURE 5

Perception +10; low-light vision, scent 30 feet
Languages —
Skills +3; Acrobatics +12, Athletics +10, Stealth +12
Str +6, Dex +2, Con +4, Int –4, Wis +1, Cha –1

Animal
Large

AC 20, TAC 18; Fort +12, Ref +8, Will +6
HP 77
Speed 30 feet
Melee teeth +13, Damage 1d12+6 piercing plus Grab
Melee claw +13, Damage 1d8+6 slashing plus Grab
Pierce Armor The smilodon makes a teeth Strike against a creature it has grabbed. If the attack hits, that creature’s armor is
dented, the creature falls prone, and the creature takes 1d8 persistent bleed damage.
Pounce The smilodon Strides and makes a Strike at the end of that movement. If the smilodon began this action hidden, it remains
hidden until after the attack.
Sneak Attack (precision) The smilodon deals 1d6 extra precision damage to flat-footed creatures.
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.

