Pathfinder 2 Playtest Sheets 7th Lvl Summon Nature’s Ally Creatures
GREATER AIR ELEMENTAL
Air
Elemental
Huge

CREATURE 9

Perception +15; darkvision
Languages Auran
Skills +9; Acrobatics +20, Stealth +18

Str +5, Dex +7, Con +4, Int –1, Wis +0, Cha +0
AC 28, TAC 28; Fort +13, Ref +17, Will +13
HP 110; Immunities asleep, critical hits, paralysis, poison, precision, stun
Disperse
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
deactivates its aura. At the end of the turn, the elemental re-forms in any space it can fit in within 50 feet of where it dispersed
and its aura reactivates.
Speed fly 100 feet; swiftness
Melee gust +19 (reach 15 feet), Damage 3d6+7 bludgeoning plus Push 5 feet
Breath Weapon (air) The elemental breathes a 30-foot cone of air. Creatures within the cone must succeed at a DC 23 Fortitude save
or be knocked away from the elemental. A creature knocked into a solid object takes 4d6 bludgeoning damage. It can’t use Breath
Weapon again for 1d4 rounds.
Success Knocked back 10 feet
Failure Knocked back 20 feet
Critical Failure Knocked back 20 feet and knocked prone

Str +5, Dex +6, Con +5, Int –1, Wis +0, Cha +0

AC 26, TAC 26; Fort +14, Ref +16, Will +13
HP 155; Immunities asleep, critical hits, paralysis, poison, precision, stun; Resistances fire 10
Vortex (aura, water) 40 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)

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 5th-level dispel magic, spell roll +13).

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.

CREATURE 9

Perception +16; darkvision
Languages Terran

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.

MEGALODON
Animal
Aquatic
Gargantuan

Skills +9; Athletics +18, Stealth +16
Str +7, Dex –1, Con +6, Int –1, Wis +0, Cha –1

UNCOMMON CREATURE 9
Perception +17; shark scent, tremorsense 30 feet
Languages —

Skills +7; Athletics +18, Stealth +16
Str +8, Dex +2, Con +5, Int –5, Wis +1, Cha –2

AC 27, TAC 23; Fort +16, Ref +12, Will +14
HP 145; Immunities asleep, critical hits, paralysis, poison, precision, stun

AC 25, TAC 22; Fort +17, Ref +13, Will +11

Earthbound When not touching solid ground, an earth elemental is slowed 1 and can’t take reactions.
Spike Stones (arcane, aura, earth, transmutation) 10 feet. Spikes of rock rise up from all stone surfaces in the aura, creating difficult
terrain. A creature moving in the terrain takes 2d6 piercing damage for each square of spikes it moves into (though a Large or larger
creature takes damage only once for each square it moves, even if its space covers multiple squares of spikes). Creature with the
earth trait ignore all effects of the aura.
Crumble
Trigger The elemental takes damage from a hostile source while atop rock or earth.
Effect The elemental crumbles into the ground, burrowing down 15 feet. This burrowing does not trigger reactions. The elemental can’t
use this reaction if it emerged from the ground earlier this round.
Speed 30 feet, burrow 30 feet (earth glide)
Melee fist +18 (reach 15 feet), Damage 2d12+7 bludgeoning
Earth Glide The elemental can burrow through dirt and stone at its full burrow Speed, leaving no tunnels or signs of its passing.

Elemental
Fire
Huge

CREATURE 9

Perception +16; darkvision
Languages Aquan
Skills +9; Athletics +18, Stealth +16

Melee wave +19 (reach 15 feet), Damage 2d12+10 bludgeoning plus Push 10 feet

Swiftness An air elemental’s movement doesn’t trigger reactions.

GREATER FIRE ELEMENTAL

Aquatic
Elemental
Huge
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 23 Athletics check to Swim. If the
triggering creature fails, it’s pulled 25 feet toward the elemental and the triggering move action is lost.
Speed 30 feet, swim 80 feet

Critical Success Unaffected

Earth
Elemental
Huge

Melee tendril +19 (reach 15 feet), Damage 3d8+6 fire plus 2d8 persistent fire
Blue Flames When the fire elemental scores a critical hit, its body surges with blue flames, increasing the damage of its intense heat
to 4d10 until the start of its next turn.
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.

GREATER WATER ELEMENTAL

High Winds (air, aura) 40 feet. Air in the aura is difficult terrain for flying creatures that do not have the air trait.

GREATER EARTH ELEMENTAL
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CREATURE 9

Perception +16; darkvision
Languages Ignan

Skills +9; Acrobatics +18
Str +6, Dex +6, Con +4, Int –1, Wis +0, Cha +0
AC 26, TAC 26; Fort +14, Ref +16, Will +13
HP 160, explosion; Immunities asleep, critical hits, fire, paralysis, poison, precision, stun; Weaknesses cold 10, water 10
Intense Heat (aura, fire) 10 feet. Any creature that enters or starts its turn in the aura must succeed at a DC 21 Fortitude save or take
4d6 fire damage (half damage on a success, no damage on a critical success, double damage on a critical failure).
Explosion (fire) When the elemental dies, it explodes, dealing 6d6 fire damage to all creatures in a 20-foot aura (Reflex DC 21 half,
double damage on a critical failure, no damage on a critical success).
Speed 70 feet

HP 181
Shark Scent The shark can smell blood in the water from up to a mile away.
Speed swim 80 feet
Melee jaws +19 (reach 10 feet), Damage 3d10+8 piercing plus Grab
Melee tail +19 (agile, reach 15 feet), Damage 3d10+4 plus Push 15 feet
Breach The shark Swims up to its speed, then Leaps vertically out of the water up to 25 feet high, making a Strike against a
creature at the apex of the jump (this lets it attack a creature within 30 feet of the water’s surface). After the Strike, the shark
splashes back down.
Savage
Requirement The shark hit with a jaws Strike on its most recent action this turn.
Effect The target takes 12 slashing damage.
Swallow Whole (attack) Large, 2d6+5 bludgeoning, toughness 18
The monster attempts to swallow a creature of the listed size or smaller that it has grabbed in its jaws or mouth. If a swallowed
creature is of the maximum size listed, the monster can’t use Swallow Whole again. If the creature is smaller than the maximum, the
monster can usually swallow more creatures; the GM determines the maximum. The monster attempts an Athletics check opposed by
the grabbed creature’s Reflex DC. If it succeeds, it swallows the creature. The monster’s jaws or mouth no longer grabs a creature it
has swallowed, so the monster is free to use them to Strike or Grab once again. The monster can’t attack creatures it has
swallowed.
A swallowed creature is grabbed, slowed 1, and has to hold its breath or start suffocating. The swallowed creature takes the listed
amount of damage when first swallowed and at the end of each of its turns while it’s swallowed. Escaping this ability’s grabbed
condition puts the victim back in the monster’s mouth. This frees any other creature grabbed in the monster’s mouth. A swallowed
creature can attack the monster that has swallowed it, but only with unarmed attacks or with weapons of light Bulk or less. These
attacks target the monster’s TAC. If the monster takes piercing or slashing damage equaling or exceeding the toughness value listed
in its Swallow Whole entry, the swallowed creature cuts a large enough opening to exit through. The creature can immediately
breathe and exits the swallowing monster’s space.
If the monster dies, a swallowed creature can be freed by creatures adjacent to the corpse spending a combined total of 3 actions
cutting with a weapon or unarmed attack that deals piercing or slashing damage.

A swallowed creature is grabbed, slowed 1, and has to hold its breath or start suffocating. The swallowed creature takes the listed

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.

amount of damage when first swallowed and at the end of each of its turns while it’s swallowed. Escaping this ability’s grabbed
condition puts the victim back in the monster’s mouth. This frees any other creature grabbed in the monster’s mouth. A swallowed

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.

creature can attack the monster that has swallowed it, but only with unarmed attacks or with weapons of light Bulk or less. These
attacks target the monster’s TAC. If the monster takes piercing or slashing damage equaling or exceeding the toughness value listed in

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.

its Swallow Whole entry, the swallowed creature cuts a large enough opening to exit through. The creature can immediately breathe and
exits the swallowing monster’s space.
If the monster dies, a swallowed creature can be freed by creatures adjacent to the corpse spending a combined total of 3 actions
cutting with a weapon or unarmed attack that deals piercing or slashing damage.

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.

ROC
Animal
Gargantuan

CREATURE 9
Perception +16; low-light vision
Languages —

Effect The giant anaconda moves the creature into its coils, freeing its mouth to make attacks, then uses Greater Constrict against
the creature. The giant anaconda’s coils can hold as many creatures as will fit in its space.
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

Skills +7; Acrobatics +16, Athletics +19
Str +8, Dex +2, Con +3, Int –4, Wis +1, Cha +0

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

AC 25, TAC 23; Fort +16, Ref +13, Will +11

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.

HP 180
Wing Rebuff
Trigger A creature moves from beyond the reach of the roc’s wing to within the reach of the roc’s wing.
Effect The roc makes a wing Strike against the creature. If the roc Pushes the creature, it disrupts the triggering move action.
Speed 20 feet, fly 60 feet
Melee talon +19 (agile, reach 15 feet), Damage 2d6+12 piercing plus Improved Grab

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

Melee beak +19 (reach 15 feet), Damage 2d10+12 piercing

MASTODON

Melee wing +19 (agile, reach 20 feet), Damage 2d6+8 bludgeoning plus Push 10 feet
Flying Strafe The roc Flies up to its Speed and makes two talon Strikes at any point during that movement. Each Strike must target a
different creature. The attacks take the normal multiple attack penalty, which increases between the first attack and the second.
Snack A roc gains a +2 circumstance bonus to hit with its beak Strike if the target is grabbed or restrained in its talon.
Snatch A roc can Fly at half Speed while it has a creature grabbed or restrained in either or both of its talons, carrying that creature
along with it.

Animal
Huge

CREATURE 8
Perception +14; low-light vision, scent
Languages —

Skills +6; Acrobatics +11, Athletics +18
Str +7, Dex +1, Con +5, Int –4, Wis +1, Cha –2
AC 24, TAC 22; Fort +15, Ref +12, Will +11

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.

GIANT ANACONDA
Animal
Huge

Wrap in Coils
Requirement A Large or smaller creature is grabbed or restrained in the giant anaconda’s jaws.

CREATURE 8

Perception +15; low-light vision, scent

Languages —
Skills +6; Acrobatics +15, Athletics +18, Stealth +15, Survival +15
Str +7, Dex +3, Con +6, Int –4, Wis +2, Cha –2
AC 23, TAC 21; Fort +16, Ref +12, Will +10
HP 180
Tighten Coils
Trigger A creature grabbed or restrained by the ball python attempts an Acrobatics check to Escape or an Athletics check to Break
Grapple.
Effect The DC for the triggering roll is increased by 2.
Speed 30 feet, climb 30 feet, swim 30 feet
Melee jaws +18 (reach 10 feet), Damage 3d10+7 piercing plus Grab

HP 155
Speed 35 feet
Melee tusk +18 (reach 15 feet), Damage 3d10+7 piercing
Melee trunk +19 (reach 15 feet), Effect trunk grab
Melee foot +17 (reach 10 feet); Damage 2d10+7 bludgeoning
Dual Tusk The mastodon makes two tusk Strikes, each against a different creature. The two creatures can be no more than 10 feet
away from one another. This counts as one attack for the mastodon’s multiple attack penalty, and the penalty doesn’t increase until
after both attacks.
Trample Large or smaller, foot, DC 22
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).
Trunk Grab If the mastodon hits a creature with its trunk, that creature is automatically grabbed by the mastodon.

TREANT
Good
Huge
Plant

CREATURE 8
Perception +15; low-light vision
Languages Common, Sylvan, Treant; speak with plants
Skills +8; Athletics +18, Diplomacy +15, Intimidation +15, Nature +15, Stealth +7 (+19 in forests)

Melee tail +18 (agile, reach 15 feet), Damage 3d10+3 bludgeoning plus Push 10 feet

Str +7, Dex –1, Con +6, Int +1, Wis +3, Cha +1

Greater Constrict 11 bludgeoning, DC 21

AC 25, TAC 21; Fort +15, Ref +9, Will +12

The monster automatically deals the listed amount of damage to a creature grabbed or restrained by it, and the creature must attempt a
Fortitude save at the listed DC or fall unconscious. A creature that succeeds at its save is bolstered against falling unconscious in this
way.
Slither The giant anaconda Strides, Climbs, or Swims up to half its Speed, pulling any creatures it has grabbed with it.
Swallow Whole (attack) Large, 1d10+7 bludgeoning, toughness 21
The monster attempts to swallow a creature of the listed size or smaller that it has grabbed in its jaws or mouth. If a swallowed creature
is of the maximum size listed, the monster can’t use Swallow Whole again. If the creature is smaller than the maximum, the monster
can usually swallow more creatures; the GM determines the maximum. The monster attempts an Athletics check opposed by the
grabbed creature’s Reflex DC. If it succeeds, it swallows the creature. The monster’s jaws or mouth no longer grabs a creature it has
swallowed, so the monster is free to use them to Strike or Grab once again. The monster can’t attack creatures it has swallowed.

HP 145; Resistances bludgeoning 5, piercing 5; Weaknesses axe vulnerability, fire 10
Axe Vulnerability A treant takes 5 additional damage from axes.
Speed 25 feet
Melee branch +18 (reach 15 feet), Damage 2d12+7 bludgeoning
Melee foot +18, Damage 2d8+7 bludgeoning
Ranged rock +16 (range increment 120 feet), Damage 2d10+7 bludgeoning
Primal Innate Spells DC 15; Constant speak with plants
Animate Tree The treant causes a tree within 180 feet to uproot itself and fight as a minion using the statistics for an animated
tree. A treant can control up to two animated trees at a time, and it can issue commands to both trees with one action (this action
has the auditory trait).
Rock Throwing A treant can pick up and throw a rock with a single Strike action.
Sunder Objects Anytime a treant damages an item or structure, it deals an additional Dent.

