Efreeti
Large Outsiderr (Extraplanar, Fire)

	Hit Dice
	10d8_20 (65 hp)

	Initiative
	+7

	Speed
	20 ft, fly 40 ft (perfect)

	AC
	18 (-1 size, +3 Dex, +6 natural), touch 12, flat-footed 15

	B.A. / Grapple
	+10 / +20

	Attacks
	2 slams +15 melee (1d8+6 plus 1d6 fire) or MW falchion +16 melee (2d6+9 plus 1d6 fire, 18-20 x2)

	Space/Rch 
	10 ft / 10 ft

	SA
	Change Size, heat, spell-like abilities

	SQ
	Darkvision 60 ft, immunity to fire, plane shift, telepathy 100 ft, vulnerability to cold

	Saves
	Fort +9, Ref +10, Wil +9

	Abilities
	Str 23, Dex 17, Con 14, Int 12, Wis 15, Cha 15

	Skills
	Bluff +15, craft +14, conc +15, dipl +6, disguise +4, intimidate +17, listen +15, MS +16, sense motive +15, spellcraft +14, spot +15

	Feats
	Comb casting, comb ref, dodge, imp init, quicken spell-like (scorch ray)

	Environment
	Elemental Plane of Fire

	Organization
	Solitary, 2-4, or 6-15

	CR
	8

	Treasure
	Standard coins & items, x2 goods

	Alignment
	Always LE

	Advancement
	11-15 HD (L), 16-30 HD (H)


12 feet tall, 2000 lbs
Change size (Sp):  2/day, enlarge or reduce (2nd level spell) DC is Fort based, DC 13

Heat (Ex):  body deals 1d6 points of extra fire damage whenever it hits in melee, or in each round it maintains a hold when grappling.  Heat also transfers to melee weapons.

Spell-Like Abilities:  At will—detect magic, produce flame, pyrotechnics (DC 14), scorching ray (1 ray only); 3/day—invisibility, wall of fire (DC 16); 1/day—grant up to three wishes (to nongenies only), gaseous form, permanent image (DC 18), polymorph (self only), Caster level 12th.  The save DCs are Charisma based.
