Pathfinder 2 Playtest Sheets 2nd Lvl Summon Nature’s Ally Creatures
BALL PYTHON

CREATURE 1

Animal
Medium

EARTH MEPHIT

CREATURE 1

Earth
Elemental
Small

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

Perception +5; darkvision
Languages Terran
Skills –1; Athletics +6, Stealth +4
Str +3, Dex –1, Con +2, Int –3, Wis +0, Cha –1

AC 14, TAC 13; Fort +5, Ref +5, Will +2

AC 16, TAC 12; Fort +5, Ref +2, Will +4

HP 25

HP 18; Immunities asleep, critical hits, paralysis, poison, precision, stun

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 20 feet, climb 20 feet, swim 20 feet
Melee jaws +7, Damage 1d6+3 piercing plus Grab

Earthbound When not touching solid ground, an earth elemental is slowed 1 and can’t take reactions.
Speed 20 feet, burrow 20 feet (earth glide)
Melee fist +6, Damage 1d4+3 bludgeoning
Earth Glide The elemental can burrow through dirt and stone at its full burrow Speed, leaving no tunnels or signs of its passing.

CREATURE 1

FIRE MEPHIT
Elemental
Fire
Small

Perception +5; darkvision
Languages Ignan
Skills –1; Acrobatics +6
Str +1, Dex +2, Con +0, Int –3, Wis +0, Cha +0

Constrict 3 bludgeoning
The monster automatically deals the listed amount of damage to any number of creatures grabbed or restrained by it.
Wrap in Coils
Requirement A Medium or smaller creature is grabbed or restrained in the ball python’s jaws.
Effect The ball python moves the creature into its coils, freeing its mouth to make attacks, then uses Constrict against the creature.
The ball python’s coils can hold one creature.
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.

ELECTRIC EEL

https://www.patreon.com/pathfinder2

CREATURE 1

Perception +5; low-light vision
Languages —
Skills +0; Acrobatics +5, Athletics +6, Stealth +6
Str +1, Dex +2, Con +2, Int –5, Wis +0, Cha –1

Animal
Aquatic
Small

AC 15, TAC 15; Fort +4, Ref +5, Will +3
HP 21, explosion; Immunities asleep, critical hits, fire, paralysis, poison, precision, stun; Weaknesses cold 3, water 3
Explosion (fire) When the elemental dies, it explodes, dealing 2d4 fire damage to all creatures in a 5-foot aura (Reflex DC 14 half,
double damage on a critical failure, no damage on a critical success).
Speed 40 feet
Melee tendril +7, Damage 1d4+1 fire and 1d4 persistent fire
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.

WATER MEPHIT
Aquatic
Elemental
Small
Water

CREATURE 1

Perception +5; darkvision
Languages Aquan
Skills –1; Athletics +6, Stealth +4
Str +1, Dex +2, Con +1, Int –3, Wis +0, Cha +0

AC 15, TAC 15; Fort +4, Ref +5, Will +3

AC 15, TAC 14; Fort +4, Ref +5, Will +3

HP 20; Immunities asleep, critical hits, paralysis, poison, precision, stun; Resistances fire 3

HP 18; Resistances electricity 5
Speed 5 feet, swim 30 feet

Vortex (aura, water) 15 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.
Speed 15 feet, swim 50 feet

Melee jaws +7, Damage 2d4+1 piercing
Melee tail +7 (agile), Damage 1d4 bludgeoning plus 1d4 electricity
Stunning Shock On a critical hit with its tail, the eel stuns its target for 1 round unless the creature succeeds at a DC 15 Fortitude save
(stunned 1d4 rounds on a critical failure).

AIR MEPHIT

CREATURE 1

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

Air
Elemental
Small

AC 17, TAC 17; Fort +2, Ref +6, Will +3
HP 12; Immunities asleep, critical hits, paralysis, poison, precision, stun
Disperse
Trigger The air elemental takes damage from a hostile source.
Effect The air elemental disperses. Until the end of the current turn, it can’t be attacked or targeted and doesn’t take up space. At the
end of the turn, the elemental re-forms in any square within 10 feet of where it where it dispersed.
Speed 80 feet; swiftness
Melee gust +7 (reach 10 feet), Damage 1d4 bludgeoning
Swiftness An air elemental’s movement doesn’t trigger reactions.

Melee wave +7, Damage 1d6+1 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 dispel magic, spell roll +5).
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 1

GOBLIN DOG
Animal
Medium

Perception +6; low-light vision, scent
Languages —

CREATURE 1

HYENA
Animal
Medium

Perception +5; low-light vision, scent
Languages —

Skills +1; Stealth +6
Str +2, Dex +1, Con +2, Int –4, Wis +1, Cha –1

Skills –1; Acrobatics +4, Athletics +6, Stealth +6
Str +2, Dex +1, Con +2, Int –4, Wis +1, Cha –2

AC 15, TAC 14; Fort +5, Ref +5, Will +3

AC 15, TAC 13; Fort +4, Ref +4, Will +2

HP 18

HP 21
Speed 40 feet

Allergenic Dander A creature that hits the goblin dog with an unarmed attack, tries to Grapple it, or otherwise touches it is exposed to
goblin pox.
Juke

Drag (attack, move) The hyena attempts a jaws Strike against a prone enemy. If it hits, in addition to dealing damage, the hyena
Strides up to 10 feet, dragging the enemy along. Its movement doesn’t trigger reactions from the creature being dragged.

Requirement A creature must be mounted on the goblin dog.

Pack Attack The hyena’s Strikes deal 1d4 extra damage to creatures within reach of at least two of the hyena’s allies.

Trigger The rider issues a command to the goblin dog.
Effect The goblin dog Steps before following the command.

Knockdown

Speed 40 feet

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

Melee jaws +7, Damage 1d6+2 piercing plus allergenic dander

Effect The monster automatically knocks the target prone.

Scratch (manipulate) The goblin dog vigorously scratches itself, exposing all creatures within 5 feet of it to allergenic dander.
Goblin Pox (disease) Goblins and goblin dogs are immune. Saving Throw Fortitude DC 15; Stage 1 sick 1 (1 round); Stage 2 sick 1 and
slowed 1 (1 round); Stage 3 sick 1 and can’t reduce its sick value below 1 (1 day).

RIDING HORSE
Animal
Large

CREATURE 1

Perception +5; low-light vision, scent
Languages —

CREATURE 1

LEOPARD
Animal
Medium

Perception +5; low-light vision, scent 30 feet

Languages —
Skills –1; Acrobatics +5, Athletics +4, Stealth +6
Str +1, Dex +3, Con +1, Int –4, Wis +1, Cha –2

Skills –1; Acrobatics +3, Athletics +5
Str +2, Dex +2, Con +3, Int –4, Wis +0, Cha –1

AC 15, TAC 14; Fort +3, Ref +5, Will +2
HP 18
Speed 30 feet, climb 20 feet

AC 14, TAC 13; Fort +5, Ref +3, Will +2

Melee jaws +7, Damage 1d6+1 piercing plus Grab

HP 25

Melee claw +7 (agile), Damage 1d4+1 slashing

Buck The horse won’t use this reaction against a creature in control of it or that domesticated or trained it.

Maul The leopard makes two claw Strikes against a creature it has grabbed. Both count toward its multiple attack penalty, but the
penalty increases only after both attacks.

Trigger A creature Mounts the horse or gives it a Command while riding upon it.
Effect The rider must succeed at a DC 16 Acrobatics check to Maintain its Balance or fall off.
Speed 40 feet

Pounce The leopard Strides and makes a Strike at the end of that movement. If the leopard began this action hidden, it remains
hidden until after the attack.

Melee hoof +5, Damage 1d6+2 bludgeoning

Sneak Attack (precision) The leopard deals 1d4 extra precision damage to flat-footed creatures.

Gallop The horse Strides twice. It’s accelerated 10 during these Strides.

HUNTING SPIDER
Animal
Medium

Melee jaws +7, Damage 1d6+2 piercing plus Knockdown

CREATURE 1

Perception +4; darkvision, tremorsense 40 feet

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.

Languages —
Skills –1; Athletics +4, Acrobatics +3, Stealth +6

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.

Str +0, Dex +3, Con +1, Int –5, Wis +0, Cha –4

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

AC 15, TAC 14; Fort +4, Ref +5, Will +3

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

HP 20
Tremorsense The hunting spider’s tremorsense applies only against creatures touching its web.
Spring Upon Prey
Requirements Initiative has not yet been rolled.
Trigger A creature touches the hunting spider’s web while the spider is lying in wait within the web.
Effect The hunting spider automatically notices the creature and
Strides, Climbs, or Descends on a Web before it rolls initiative.
Speed 25 feet, climb 25 feet; Descend on a Web 40 feet
Melee fangs +7, Damage 2d4 piercing plus hunting spider venom
Ranged web +6 touch (range increment 30 feet), Effect web trap
Descend on a Web (move) The hunting spider Descends on a Web up to 40 feet straight down. It can hang from the web or drop off.
The distance it Descends on the Web doesn’t count for calculating falling damage. If a creature succeeds at an attack against the web,
it can sever it (AC 20, TAC 17, 5 hardness).

CREATURE 1

WOLF
Animal
Medium

Perception +5; low-light vision, scent
Languages —

Skills –1; Acrobatics +6, Stealth +6
Str +1, Dex +2, Con +1, Int –4, Wis +1, Cha –2
AC 15, TAC 14; Fort +3, Ref +5, Will +3
HP 22
Speed 40 feet
Melee jaws +7, Damage 1d6+1 plus Knockdown
Pack Attack The wolf’s Strikes deal 1d6 extra damage to creatures within the reach of at least two of the wolf’s allies.
Knockdown

Hunting Spider Venom (poison) Saving Throw Fortitude DC 15;

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

Maximum Duration 6 rounds; Stage 1 1d6 poison and flat-footed (1 round); Stage 2 1d6 poison, flat-footed, and sluggish 1 (1 round)

Effect The monster automatically knocks the target prone.

Web Trap A creature hit by the hunting spider’s web attack is immobilized and stuck by the web to the nearest surface until it succeeds
at an Acrobatics check to Escape (DC 15).

