Pathfinder 2 Playtest Sheets 9th Lvl Summon Nature’s Ally Creatures
PURPLE WORM

UNCOMMON CREATURE 13

Animal
Gargantuan

Perception +19; darkvision, tremorsense 100 feet
Languages —
Skills +16; Acrobatics +20, Athletics +28
Str +10, Dex –2, Con +7, Int –5, Wis +0, Cha –3
AC 30, TAC 26; Fort +26, Ref +16, Will +18

CREATURE 12

RUSALKA
Amphibious
Aquatic
Evil
Fey
Medium

Perception +21; low-light vision
Languages Common, Sylvan
Skills +14; Acrobatics +21, Deception +23, Diplomacy +21, Nature +21, Performance +21 (+23 to sing), Stealth +23
Str +5, Dex +6, Con +3, Int +1, Wis +2, Cha +6

HP 350; Immunities inexorable

AC 29, TAC 28; Fort +16, Ref +22, Will +20, +1 conditional to saves vs. magic

Inexorable A purple worm automatically recovers from any paralyzed, slowed, and stunned conditions at the end of its turn. It’s also
immune to being hampered or immobilized and ignores difficult terrain. Once per day, when a spell or ability causes the purple worm to
be affected by a condition or become afflicted by some other negative effect (such as baleful polymorph), it can negate the effects to
itself as a reaction. This doesn’t cancel any hit point damage or prevent the spell or ability from affecting other creatures or the
environment around it, nor does it prevent an ongoing

HP 235; Resistances fire 10; Weaknesses cold iron 10

effect from inflicting conditions on it later. This ability does not apply against effects from artifacts, deities, or a similarly powerful
source.
Speed 40 feet, burrow 30 feet, swim 20 feet
Melee jaws +25 (deadly 2d12, reach 15 feet), Damage 3d12+14 piercing plus Grab
Melee stinger +25 (agile, reach 15 feet), Damage 3d8+14 piercing plus purple worm venom
Melee body +24 (reach 15 feet), Damage 3d8+14 bludgeoning
Ranged regurgitate +21, Damage varies (see below)
Fast Swallow
Trigger The purple worm Grabs a creature.
Effect The worm uses Swallow Whole.
Regurgitate A purple worm can violently regurgitate a creature or boulder it has swallowed to make a ranged Strike. The range increment
and damage depend on the size of the creature or boulder. A creature regurgitated in this way takes falling damage from the height of
the target or from 20 feet, whichever is greater. Boulders occupy space in a purple worm’s stomach as a creature of equivalent size,
and purple worms often have several boulders swallowed to assist with digestion and to use for this attack. Purple worms can spend
an action to swallow a chunk of rock of a desired size from the ground.
Huge 4d8+14, 20 feet
Large 3d8+14, 40 feet
Medium 2d8+14, 80 feet
Small 2d6+14, 80 feet
Tiny or smaller 1d6+14, 80 feet
Swallow Whole Huge, 2d10+7 bludgeoning, toughness 24
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.
Thrash The purple worm Strikes once against each creature in its reach. It can Strike up to once with its jaws, Strike up to once with
its stinger, and Strike any number of times with its body. Each attack takes a –2 circumstance penalty and counts toward the worm’s
multiple attack penalty, but the multiple attack penalty doesn’t increase until after all the attacks.
Purple Worm Venom (poison) Saving Throw Fortitude DC 30, Maximum Duration 6 rounds; Stage 1 3d6 poison and enfeebled 2 (1 round),
Stage 2 4d6 poison, and enfeebled 2 (1 round); Stage 3 6d6 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.
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Charming Tresses (enchantment, mental, primal)
Trigger A creature grabbed in the rusalka’s tresses of hair makes an attack against the rusalka.
Effect The creature must succeed at a DC 28 Will save or its attack is disrupted.
Speed 25 feet, swim 50 feet, water walk
Melee hair +23 (agile, reach 15 feet), Damage 3d6+10 slashing plus tangle
Melee hand +23 touch (agile), Effect shameful touch
Primal Innate Spells DC 28; Constant (6th) blur, water walk; 7th summon monster (major water elemental only); 5th charm (×3), control
water (×3); At Will (2nd) invisibility, obscuring mist
Beckoning Call (auditory, concentrate, enchantment, mental, primal) Non-fey creatures within a 300-foot aura must succeed at a DC 27
Will save or become captivated by the rusalka’s song. A creature that fails is fascinated, and it must spend each of its actions to
move closer to the rusalka as expediently as possible, while avoiding obvious dangers. If a beckoned creature is adjacent to the
rusalka, it stays still and doesn’t act.
The effect lasts for 1 round, but if the rusalka uses Beckoning
Call again on subsequent rounds, she extends the duration by 1 round for any affected creature.
If the rusalka attacks a beckoned creature, that creature is freed from the call at the end of the turn. A creature that critically failed its
initial save isn’t automatically freed when attacked, but it can attempt a new save at the start of its turn if the rusalka attacked it
that round.
Once a creature succeeds at any of these saves, it’s bolstered.
Constrict and Charm The rusalka deals 10 bludgeoning damage to any number of creatures grabbed or restrained in her hair. In
addition, she can target one creature tangled in her hair with charm. This expends one of her innate charm spells.
Shameful Touch (emotion, enchantment, mental, primal) When the rusalka hits with her hand, the target is filled with overwhelming
feelings of desire and shame. The target is sick 2 and must attempt a DC 28 Will save. If it fails, it’s slowed 2 for 1 round; if it
succeeds, it’s slowed 1 for 1 round; if it critically succeeds, it isn’t slowed.
Tangle
Requirement The rusalka hit a creature with her hair on her most recent action this turn.
Effect The rusalka automatically grabs the creature she hit. A creature grabbed in the rusalka’s hair can attempt to escape as normal.
A rusalka can have up to eight creatures grabbed in her hair.
Whipping Hair The rusalka makes two hair Strikes, each against a different creature.

SEA SERPENT
Animal
Aquatic
Gargantuan

UNCOMMON CREATURE 12

Perception +22; darkvision
Languages —

Skills +12; Acrobatics +23, Athletics +23 (+25 to Swim), Stealth +25
Str +8, Dex +4, Con +6, Int –4, Wis +2, Cha +0
AC 31, TAC 28; Fort +22, Ref +19, Will +16
HP 215; Resistances cold 15, fire 10
Undetectable A sea serpent automatically tries to counteract any detection, revelation, or scrying divination attempted against it, using a
Stealth check. This has a counteract level of 7.
Speed 20 feet, swim 90 feet
Melee jaws +23 (reach 20 feet), Damage 2d12+16 piercing plus Grab
Melee tail +23 (agile, reach 30 feet), Damage 2d6+16 bludgeoning plus Grab
Ranged water spout +22 touch (range increment 100 feet, water), Damage 2d6+8 bludgeoning plus sea serpent algae
Capsize (attack, move) The sea serpent attempts to capsize an aquatic vessel of its size or smaller that it’s adjacent to. It must
succeed at an Athletics check with a DC of 28 or the pilot’s Sailing Lore DC, whichever is higher.
Constrict 15 bludgeoning
The monster automatically deals the listed amount of damage to any number of creatures grabbed or restrained by it.
Sea Serpent Algae (poison) The water in the ballast organs around the sea serpent’s neck is full of psychotropic algae. Saving Throw
Fortitude DC 28; Maximum Duration 6 rounds; Stage 1 confused and, if flying, descends 20 feet (1 round); Stage 2 confused and, if
flying, descends to the ground or water below (1 round).
Spine Rake (move) The sea serpent extends the spines along its back and Swims or Strides. Each creature the serpent is adjacent to at
any point during its movement takes 4d6+8 slashing damage (DC 28 Reflex save for half, or no damage on a critical success).
Swallow Whole (attack) Huge, 2d6+8 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.
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.

