
BONE DEVIL CREATURE

Perception +17; greater darkvision 
Languages Celestial, Common, Draconic, Infernal; telepathy 100 feet 
Skills +9; Arcana +16, Deception +18, Intimidation +18, Religion +16, Stealth +18 
Str +5, Dex +5, Con +4, Int +3, Wis +2, Cha +4

AC 26, TAC 24; Fort +15, Ref +15, Will +13, +1 conditional to saves vs. magic

HP 120; Immunities fire; Resistances physical 10 (except silver), poison 10; Weaknesses good 10
Attack of Opportunity

Trigger A creature within the monster’s reach uses a manipulate action or a move action, makes a ranged attack, or leaves a square
during a move action it’s using.

Effect The monster attempts a melee Strike against the triggering creature at a –2 penalty. If the attack hits and the trigger was a
manipulate action, the monster disrupts that action. This Strike doesn’t count toward the monster’s multiple attack penalty, and its
multiple attack penalty doesn’t apply to this Strike.

Speed 35 feet, fly 30 feet (from fly) 
Melee jaws +19, Damage 2d8+10 piercing
Melee claw +19 (agile, reach 10 feet), Damage 2d4+10 slashing
Melee stinger +18 (reach 15 feet), Damage 1d10+10 piercing plus bone devil venom
Ranged bone shard +19 (range increment 30 feet), Damage 3d6+5 piercing

Divine Innate Spells DC 23; Constant fly; 5th dimension door, phantom pain; 4th dimensional anchor (×2), discern lies; At Will dimension
door, invisibility (can target only itself)

Rituals infernal pact

Bone Devil Venom (poison) Saving Throw Fortitude DC 23; Maximum Duration 6 rounds; Stage 1 2d6 poison and enfeebled 1 (1 round);
Stage 2 3d6 poison and enfeebled 1 (1 round); Stage 3 3d6 poison and enfeebled 2 (1 round).

Quick Invisibility The bone devil can cast its innate invisibility on itself with only one Somatic action.
Sadistic Strike A bone devil deals 2d6 extra damage when it hits an enfeebled or sick creature.
Stygian Inquisitor A bone devil gains a +2 circumstance bonus to Intimidation checks against a creature it holds captive, as well as on

Perception checks against a captive’s Deception.
Tail Sweep The bone devil sweeps its tail in a 15-foot cone. Any creature in the cone must succeed at a DC 23 Reflex save or be
knocked prone.
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EFREETI UNCOMMON CREATURE

Perception +16; darkvision, detect magic 

Languages Common, Ignan 
Skills +9; Arcana +16, Athletics +18, Deception +18, Crafting +16, Diplomacy +18, Intimidation +16, Society +16 
Str +5, Dex +3, Con +4, Int +1, Wis +2, Cha +3 
Items expert breastplate, expert heavy steel shield (Hardness 6), +1 scimitar

AC 25 (27 with shield raised), TAC 23 (25 with shield raised); Fort +14, Ref +15, Will +16
HP 150; Immunities fire

Shield Block

Trigger While you have your shield raised, you take damage from a physical attack.
Effect You snap your shield into place to deflect a blow. Your shield prevents you from taking an amount of damage up to its
Hardness—the shield takes this damage instead, possibly becoming dented or broken.

Speed 25 feet, fly 35 feet 
Melee +1 scimitar +19 (orceful">forceful, magical, reach 10 feet, sweep), Damage 4d6+7 slashing
Melee fist +19 (agile, reach 10 feet), Damage 1d6+5 plus 2d6 fire
Ranged fire ray +17 touch (arcane, evocation, range 100 feet), Damage 4d6 fire

Innate Arcane Spells DC 22, attack +17; Constant detect magic; 5th illusory object; 4th gaseous form, invisibility (×2); At Will plane shift
(7th, to Elemental Planes, Astral Plane, or Material Plane only); Cantrips produce flame (4th)

Burning Grasp (fire) When the efreeti successfully Grapples a creature, that creature takes 2d6 fire damage.
Change Size (arcane, concentrate, polymorph, transmutation) Once per day, the efreeti can change a creature’s size. This works as a

4th-level enlarge or shrink spell, but can target an unwilling creature. The target can attempt a DC 23 Fortitude save to negate the
effect.
Grant Wishes (arcane, evocation) Three times per day, an efreeti can grant a wish to a single nongenie. This is almost always part of a
bargain with that nongenie, carries unforeseen consequences for the creature the wishes are granted to, or both.
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GREATER AIR ELEMENTAL CREATURE

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

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
Critical Success Unaffected

Failure Knocked back 20 feet
Critical Failure Knocked back 20 feet and knocked prone
Swiftness An air elemental’s movement doesn’t trigger reactions.

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.
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GREATER EARTH ELEMENTAL CREATURE

Perception +16; darkvision 
Languages Terran 

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

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

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 
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.
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GREATER WATER ELEMENTAL CREATURE

Perception +16; darkvision 
Languages Aquan 

Skills +9; Athletics +18, Stealth +16 
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)
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 
Melee wave +19 (reach 15 feet), Damage 2d12+10 bludgeoning plus Push 10 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 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.
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WRATH DEMON CREATURE

Perception +16; darkvision 
Languages Abyssal, Celestial, Draconic; telepathy 100 feet 
Skills +9; Acrobatics +17, Arcana +16, Intimidation +18, Performance +16, Religion +18, Stealth +16, Survival +18 
Str +6, Dex +2, Con +5, Int +2, Wis +3, Cha +3

AC 26, TAC 23; Fort +16, Ref +14, Will +13; +1 conditional to saves vs. magic

HP 183; Resistances electricity 10; Weaknesses cold 7, cold iron 7, good 7
Attack of Opportunity If the wrath demon is flying and a creature triggers its Attack of Opportunity, the wrath demon can make two
talon Strikes against that creature instead of one Strike. Both are made at the same penalty.

Speed 25 feet, fly 40 feet 
Melee beak +19 (reach 10 feet), Damage 4d8+6 piercing
Melee claw +19 (agile, reach 10 feet), Damage 2d6+12 slashing
Melee talon +19 (agile, reach 10 feet), Damage 1d10+12 slashing

Divine Innate Spells DC 22; 5th dimension door; 2nd mirror image; At Will dimension door (3rd)
Rituals Abyssal pact

Dance of Ruin (arcane, evocation, manipulate) The wrath demon dances to create a ruinous explosion of electricity. The wrath demon
can choose to delay the dance to allow up to three additional wrath demons within 30 feet to join in; in that case, the explosion
occurs after the last wrath demon uses Dance of Ruin or one of the dancers chooses to unleash the effects of the dance. When the
dance is completed, all nondemon creatures in a 20-foot aura of any of the dancers take 2d12 electricity damage (Reflex DC 23 half,
double damage on a critical failure, no damage on a critical success). For each additional wrath demon that joins, the damage increases
by 1d12 and the DC of the save increases by 1 (to a maximum of 5d12 damage and a DC 27 save with four wrath demons). The wrath
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demons can continue dancing for up to two additional rounds by using Dance of Ruin on consecutive rounds, increasing the aura by 20
feet each round and the damage by an additional 1d12 per wrath demon each round (to a maximum of four wrath demons dealing

13d12 damage on the third round).
Spore Cloud  (disease, poison) The wrath demon releases a cloud of spores from its body, dealing 2d8 poison damage to all

adjacent creatures. Each damaged creature must succeed at a DC 23 Fortitude save or take 1d12 persistent piercing damage as the

spores implant in its skin and grow into thick, green vines. The vines cease growing after 10 rounds, and wither away in 1d4 days if
not removed before then. The vines can be destroyed if the creature is affected by a good spell or if holy water is applied to the
vines with an Interact action. Once the wrath demon uses Spore Cloud, its spores are depleted for 1d6 rounds.

Screech  (auditory, sonic)
Frequency  Once per hour

Effect  The wrath demon emits a shrill screech. All nondemon creatures within a 30-foot aura must attempt a DC 23 Fortitude save.
On a failure, the creature is slowed 2 for 1 round; on a critical failure, it’s stunned for 1 round.

FURY DEVIL CREATURE

Perception +16; greater darkvision, true seeing 
Languages Celestial, Common, Draconic, Infernal; telepathy 100 feet 
Skills +8; Acrobatics +17, Crafting +15, Deception +16, Intimidation +16, Religion +15, Stealth +15 
Str +5, Dex +5, Con +5, Int +2, Wis +4, Cha +5 
Items expert breastplate, +1 composite longbow with 60 arrows, expert longsword, 100 feet of silk rope

AC 26, TAC 24; Fort +13, Ref +15, Will +13, +1 conditional to saves vs. magic

HP 90; Immunities fire; Resistances physical 5 (except silver), poison 10; Weaknesses good 5
Weeping Wound

Trigger The fury devil takes piercing or slashing damage.
Effect The wound begins to bleed, causing the fury devil to take 1d6 persistent bleed damage (see angel’s blood).

Speed 25 feet, fly 40 feet 
Melee flaming longsword +18 (versatile P), Damage 1d8+5 slashing plus 1d6 fire
Ranged +1 flaming composite longbow +18 (deadly 1d10, magical, range increment 100 feet, volley 50), Damage 2d8+5 piercing plus
1d6 fire
Ranged rope +18 touch (range increment 30 feet), Effect entangled (see rope snare)

Divine Innate Spells DC 20; Constant true seeing; 5th dimension door; At Will dimension door, fear (3rd)
Rituals infernal pact

Angel’s Blood (emotion) Whether or not she arose from a fallen celestial, a fury devil’s form is a mockery of an angel’s, and she
relishes her own body’s harm. As long as she’s taking persistent bleed damage, the fury devil gains a +2 conditional bonus to
damage rolls and is accelerated 10.

Flames of Fury Any weapon a fury devil holds gains the effects of a flaming rune.
Furious Fusillade The fury devil fires one arrow at each creature she chooses in a 30-foot cone. She makes each attack roll

separately. This counts as one attack for the purpose of her multiple attack penalty.
Rope Snare A fury devil carries a coil of nonmagical rope that animates in her hands. When a creature is hit by the fury devil’s rope,
a segment of the rope tears loose and entangles the creature (Escape DC 22). The piece that tears off is 10 feet long for a Medium
or smaller creature, and doubles in length for each creature size larger than Medium. When a creature Escapes the rope snare, the
broken segment of rope rots away into useless black sludge.
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